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A method of controlling a game program adapted to operate 
a game in a device is disclosed. The method comprises 
accessing configuration data defining one or more states or 
events which can occurat the device and which are not related 
to the game program, and specifying for each defined State or 
event a game action to be performed by the game program in 
response to the defined state or event. The occurrence of one 
of the defined states or events at the device is detected, and the 
game action specified in the configuration data for the 
detected State or event is performed in response to detection 
of the defined state or event. Also disclosed is an online 
gaming system adapted to provide access to a plurality of 
concurrent multiplayer games, comprising a player allocation 
component. The allocation component is adapted to access 
information relating to the history or state of play in one or 
more of the plurality of games, select one of the plurality of 
games for the player in dependence on the information, and 
allocate the player to the selected game. 
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ONLINE GAMING SYSTEM 

0001. The present invention relates to an online gaming 
system for online multiplayer games. Particular examples 
relate to an online gaming system operating over a mobile 
telecommunications network. Particular examples relate to 
wagering games, for example poker-type games and casino 
type games. 
0002 Online gaming systems typically provide multiple 
concurrent games in which players may participate. Games 
may be categorised into different game types and/or have 
game-related attributes which differ from game to game. 
Within a game type, there may be a large number of games, 
having the same attributes. Online gaming systems typically 
provide a menu system to allow players to select the game in 
which they wish to participate. This menu system may, for 
example, be referred to as a lobby, in particular in wagering 
games Such as poker. Often, this is in the form of a hierarchi 
cal menu, where a player can select game types and game 
attributes and see a list of games of the selected type. The 
display of Such menus typically requires a reasonably large 
screen space, and navigation can be cumbersome. These dif 
ficulties are exacerbated where the gaming system is provided 
on small-screen devices and/or devices with limited user 
interface capabilities, for example mobile devices, such as 
mobile telephones. Transmission of the menus and game lists 
to mobile devices can require substantial bandwidth, which 
given the relatively limited data transmission capabilities of 
Such devices, can lead to an unacceptably slow service. The 
relatively high latency of mobile data connections also means 
that by the time a mobile device has received game details, the 
user has made a selection, and the selection has been trans 
mitted back to the game server, the information in the lists 
may be out of date, and the selected game may no longer be 
available. Thus, existing gaming systems are typically not 
Suited to the limited Screen space, user input capabilities, 
bandwidth and latency of mobile devices and mobile connec 
tions. 

0003. Other limitations of current online gaming systems 
include: the inability to use anything other than direct inter 
action with the game to input instructions and initiate events; 
problems associated with loss of connection, a common 
occurrence when dealing with mobile communications; cur 
rently when the connection is lost, the user is generally auto 
matically logged out of the game and will need to log back in 
and re-find the game to resume play; the difficulty in setting 
gaming preferences, especially when using a small-screen 
device Such as a mobile phone; and other Such problems. 
0004. The present invention, in its various aspects and 
features set out below, seeks to alleviate some of these prob 
lems. 

0005 Aspects and Features Relating to Detection of 
Observable States/Events 

0006. In a first aspect of the invention, there is provided a 
method of controlling a game program adapted to operate a 
game in a device, comprising: accessing configuration data 
defining one or more states or events which can occur at the 
device and which are not related to the game program, and 
specifying for each defined State or event a game action to be 
performed by the game program in response to the defined 
state or event; detecting occurrence of one of the defined 
states or events at the device; and performing the game action 
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specified in the configuration data for the detected state or 
event in response to detection of the defined state or event. 
0007. In this way, a more flexible and efficient method of 
performing game actions in a wagering game can be pro 
vided. For example, by triggering game actions in response to 
states or events not related to the game, game actions can be 
triggered in a pseudo-random manner. This can improve the 
game experience. By providing configuration data specifying 
states or events and corresponding game actions, detection of 
relevant states/events and identification of appropriate game 
actions can be carried out more efficiently. Also, the trigger 
ing behaviour can be modified more easily (by changing the 
configuration data), which can provide flexibility. 
0008. The game program may be a wagering game pro 
gram adapted to operate one or more wagering games. 
0009. In a further aspect, there is provided a method of 
controlling a game program provided in a device adapted to 
perform communications functions, comprising: detecting a 
communications event not related to the game program; 
determining one or more characteristics of the communica 
tions event; and performing a game action in relation to the 
game program in response to the detected communications 
event in dependence on the determined characteristics. 
0010. This can enhance the apparent pseudo-random 
nature of the triggering of game actions. By considering 
characteristics of a communications event when triggering a 
game action, greater flexibility can also be provided. 
0011. In a further aspect, the invention provides a method 
of controlling a Wagering game program adapted to operate a 
wagering game in a device, comprising: receiving environ 
mental information relating to a state or event pertaining to 
the device's environment (preferably from a sensor provided 
in the device); and performing a game action in relation to the 
wagering game in response to the received information. 
0012. In this way, conditions external to the device can be 
used to trigger game actions. 
0013. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a game in a 
device, comprising: receiving status information relating to 
an internal state of the device, the state not being related to the 
game program; determining whether the status information 
fulfils a predetermined criterion; and performing a game 
action in relation to the game in dependence on the outcome 
of the determination. 
0014. This allows internal status of the device to be used to 
trigger game actions. 
0015. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a plurality 
of games, comprising: detecting a state or event occurring in 
a first of the plurality of games; and performing a game action 
in relation to a second of the plurality of games in response to 
the detected state or event. 
0016. In this way, states or events in one game can be used 
to influence another, preferably in an apparently pseudo 
random nature (the state or event in the first game preferably 
being unrelated to the second game or game action per 
formed). 
0017. In a further aspect of the invention, there is provided 
a method of controlling a game program adapted to operate a 
game in a device, comprising: detecting a predefined combi 
nation of user interactions with the device, the user interac 
tions not being related to the game; and performing a game 
action in relation to the game in response to detection of the 
combination of user interactions. 
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0.018. In this way, game events can be triggered in an 
unexpected way, improving the game experience. 
0019. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a game, 
comprising: detecting a predefined combination of states and/ 
or events, the States or events not being related to the game; 
and performing a game action in relation to the game in 
response to the detected combination of states or events. 
0020. This provides greater flexibility in the types of con 
ditions that may be detected and used to trigger game actions. 
0021. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a game, 
comprising: executing the game program to operate a game: 
during operation of the game, detecting a state or event not 
related to the game; performing a game action in relation to 
the ongoing game in response to the detected State or event; 
and continuing execution of the game program and operation 
of the game following the performed game action. Thus, the 
game action preferably affects Subsequent game events. 
0022. This allows a running game to be influenced by 
unrelated States or events, which can result in a more Surpris 
ing and entertaining play experience (the game action may, 
for example, comprise Submitting a wager in a wagering 
game). 
0023. In a further aspect, there is provided a method of 
controlling a wagering game program adapted to operate a 
wagering game, comprising: detecting a state or event not 
related to the wagering game; and in response to the detected 
state or event, Submitting a wager in the wagering game in 
relation to a predefined game event or outcome and/or with a 
predefined wager amount (the game event/outcome and/or 
wager amount may be defined in configuration data). 
0024. By using predefined game outcome and wager 
amount, a wager can be Submitted (abet placed) without user 
input, which can result in more efficient operation of the 
program. 

0025. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a game, 
comprising: detecting a state or event not related to the game; 
and in response to detecting the state or event, determining 
randomly or pseudo-randomly (preferably in accordance 
with a predefined probability) whether to perform a game 
action in relation to the game; and performing the game action 
in response to a positive determination. 
0026. This can introduce a greater degree of unpredictabil 

ity into the triggering of game actions, improving the game 
experience. 
0027. In a further aspect, the invention provides a method 
of controlling a game program adapted to operate a game, the 
game program operating in accordance with stored configu 
ration data, comprising: detecting a state or event not related 
to the game program; and modifying the configuration data 
for the game program in response to the detected State or 
event. 

0028. This can provide greater flexibility in controlling the 
game program. Once the configuration data has been modi 
fied in response to the state or event, the changes will be 
effective for future runs of the game program and thus influ 
ence its operation (until the configuration data is changed 
again). 
0029. In a further aspect of the invention, there is provided 
a method of controlling a game program adapted to operate a 
game in a device, comprising: detecting a state or event relat 
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ing to the game; and performing a device action external and 
unrelated to the game program in response to the detected 
State Or event. 

0030 This can enable control of the device in a surprising 
and interesting manner, and can improve the game experi 
CCC. 

0031. In a further aspect of the invention, there is provided 
a method of controlling a wagering game program adapted to 
operate a wagering game, comprising: receiving information 
not related to the wagering game; and performing a game 
action in relation to the wagering game in response to the 
information. 
0032. In this way, a more flexible and efficient method of 
performing game actions in a wagering game can be pro 
vided. For example, by triggering game actions in response to 
information not related to the wagering game, game actions 
can be triggered in a pseudo-random manner. This can 
improve the game experience. 
0033. The term wagering game preferably refers to a game 
played for real or virtual tokens of value, in particular for real 
or virtual money (play money'), involving wagers of a given 
amount of real or play money Submitted in respect of given 
game events or outcomes. 
0034. The received information preferably relates to an 
observable, and receiving the information comprises detect 
ing the observable. The term “observable' preferably relates 
to something that can be observed or detected, in particular to 
a state or event, or a condition. The observable may be internal 
or external to the game program or any device at which the 
program operates. 
0035. Accordingly, the information preferably relates to a 
state or event, and receiving the information comprises 
detecting the State or event. The game program preferably 
operates on a device, for example a mobile communications 
device, and the observable, state or event preferably occurs at 
or within the device and is detected by the device and/or game 
program. 
0036. Accordingly, in a further aspect, the invention pro 
vides a method of controlling a wagering game program 
adapted to operate a wagering game, comprising: detecting a 
state or event not related to the wagering game; and perform 
ing a game action in relation to the Wagering game in response 
to the detected state or event. 
0037. The observable, state or event may represent a com 
bination of observables, states and/or events as described in 
more detail below. 
0038. The various aspects set out above may be combined 
in any suitable manner. Some preferred features of the various 
aspects are set out below. These may be applied to any of the 
above aspects as appropriate. 
0039. Preferably, the information, observable, state or 
event is not related to the (wagering) game program. In this 
way, game actions can be triggered by events occurring out 
side the game program, which can enhance the pseudo-ran 
dom nature of the triggered actions and provide an improved 
game experience for the user. 
0040 For example, the (wagering) game program may be 
one of at least two programs provided in a device, and the 
information, observable, state or event may be related to 
another of the at least two programs. The observable, state or 
event may relate to the initiation or termination of oran event 
occurring in, another of the at least two programs. In this way, 
events occurring in another program can influence game 
actions in the wagering game program. 
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0041 Preferably, the (wagering) game program is pro 
vided on a device connected to a communications network 
(for example a mobile telephone), and the information, 
observable, state or event relates to an interaction between the 
device and the network. 
0042. In particular, the information, observable, state or 
event preferably relates to a communications event, the 
method comprising detecting the communications event. In 
this way, where the device is a mobile telephone or the like, 
events related to the primary function of the communications 
device can be used to control the game program. Since the 
communications events are unrelated to the game but are 
expected to occur relatively frequently, an effective pseudo 
random triggering mechanism for triggering game actions 
can be provided. The communications event may, for 
example, comprise receipt of a communication, preferably 
from a predefined source. Alternatively, the communications 
event may comprise initiation or transmission of a commu 
nication, preferably to a predefined destination or recipient. 
0043. The communication preferably comprises one or 
more of a message, a text message, a picture message, a Voice 
message, a video message, an instant messenger service mes 
sage, an e-mail message, a real-time communications ses 
Sion, a Voice call, and a video call. Thus, in an example, the 
method may comprise initiating a game action in response to 
receipt of a text message or telephone call from a selected 
person. 

0044) The information, observable, state or event may 
relate to a user interaction not intended for the (wagering) 
game program. For example, the user interaction may com 
prise a predefined key press or a predefined combination or 
sequence of key presses, preferably regardless of the context 
in which the key presses occur. 
0045 More generally, the information, observable, state 
or event may relate to a predefined combination of user inter 
actions, the method comprising detecting the interactions. 
These may comprise key presses or other interactions. The 
combination may comprise a plurality of substantially simul 
taneous user interactions, and/or a predefined sequence of 
user interactions. The method would then comprise detecting 
the interactions substantially simultaneously or in the defined 
sequence. The combination of user interactions may be 
defined in modifiable configuration data, preferably modifi 
able by the user and/or remotely over a network to which the 
device can be connected. 
0046. The (wagering) game program may be provided in a 
device, and the information, observable, state or event may 
relate to a state or event (perhaps environmental in origin) 
detected at a sensor connected or connectable to, or associ 
ated with, the device. The method may comprise receiving 
data from the sensor, and detecting the event if the data fulfils 
a predetermined criterion, for example by exceeding a 
defined threshold (for simple numerical data) or by matching 
a defined pattern (for complex data, for example image data or 
Sound data). The sensor may form part of a user interface 
element of the device. The sensor may for example be one of: 
an image sensor, a temperature sensor, a motion sensor, a 
position sensor, and a microphone. The information, State or 
event may relate to the current time. For example, a game 
action could be performed at a predetermined time of day. 
0047 The (wagering) game program may be adapted to 
operate a plurality of concurrent (wagering) games, the 
method comprising detecting a state or event related to a first 
of the plurality of games (and not related to a second of the 
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plurality of games), and performing a game action in relation 
to the second of the plurality of games in response to the 
detected State or event. In this way, one game can influence 
game actions in another game. This can provide improved 
flexibility and can allow for efficient control of the game 
program. For example, a user may take an action in a first 
game, in response to which an action is automatically per 
formed in the second game. 
0048. The first and second games may run concurrently. 
They are preferably different types of games (e.g. a poker 
game and a roulette game). 
0049. Where the games are wagering games, the state or 
event related to the first of the plurality of wagering games 
may, for example, comprise a wager Submitted in the first of 
the plurality of wagering games. The state or event related to 
the first of the plurality of wagering games may comprise the 
end of or withdrawal by the user from the first of the plurality 
of wagering games, or the end of or withdrawal by the user 
from a round in said game (for example, in poker, the end of 
a hand due to a player winning the hand, or the withdrawal by 
the player from the hand by folding). In this way, a game 
action in one game can automatically be triggered in response 
to the player involvement in another game ceasing at least 
temporarily (in other words in response to a period of inac 
tivity or lull in the other game); for example by starting a 
game or Submitting a wager. As a specific example, the first 
game may be a poker game and the second game a roulette 
game. If the player folds in the poker game, this could trigger 
abet being placed in the roulette game. This approach can be 
used, for example, to fill the waiting time between hands in 
the poker game, and more generally, to maximise the user's 
active playing time. 
0050 Thus, the state or event occurring in a first of the 
plurality of games may relate to or indicate a period of inac 
tivity for the player in the first game, the method then prefer 
ably comprising performing the game action after the start of 
the period of inactivity. Performing a game action may com 
prise initiating the second game. 
0051 More generally, the method may comprise initiating 
a predefined second game during a period of inactivity for the 
player in the first game, the first game preferably being a 
multiplayer game, the second game preferably being a single 
player game. In this way, more of the player's time can be 
spent playing, rather than waiting for something to happen in 
their main game. 
0.052 Preferably, the method comprises returning the 
player to the first game at the end of the period of inactivity or 
at the end of the second game (alternatively, at the end of the 
second game, a further game could be started if the period of 
inactivity in the first game continues). This can simplify 
operation of the games for the user, especially on Small 
devices with limited user interface capability. 
0053. The information, observable, state or event may 
relate to a predefined combination of observables, states and/ 
or events, the method comprising detecting the occurrence of 
the predefined combination of states and/or events, and per 
forming the game action in response to the occurrence of the 
combination of states and/or events. In this way, greater flex 
ibility can be provided. For example, an action may be per 
formed in response to a predefined event occurring within a 
predefined time period (as determined by reference to a 
clock), and/or whilst the player is at a predefined location (as 
determined by reference to a position sensor). This can pro 
vide greater flexibility in how game actions may be triggered. 
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0054 The states or events of the combination are prefer 
ably unrelated to each other, and may be detected in a defined 
sequence, or close in time or Substantially at the same time, as 
described above more specifically for combinations of user 
interactions. 
0055. The observables, states or events used to trigger 
game actions, and the game actions to be triggered in 
response to the observables, states or events are preferably 
configurable by the user. Preferably the user may define one 
or more observables or combinations of observables, and the 
game event to be performed in response to each. This con 
figuration is preferably stored in the form of preference data 
or configuration data. The terms configuration data and pref 
erence data are generally used synonymously herein, unless 
the context requires otherwise. 
0056. Accordingly, the method preferably comprises 
accessing configuration data for a user of the wagering game 
program, the configuration data defining a combination of 
states and/or events and specifying a game action to be per 
formed in response to the specified combination of States 
and/or events, the method further comprising, in response to 
detecting the defined combination of States and/or events, 
performing the specified game action. 
0057. In this way, greater flexibility can be provided, 
allowing a user to control how game events are triggered. 
0058. The states/events of the combination may be 
required to occur (Substantially) simultaneously in order to 
trigger the game action, or may be required to occur in a 
defined sequence. This is typically defined in the configura 
tion data. 
0059 Performing a game action may comprise initiating 
the (wagering) game program. Thus, the wagering game pro 
gram may, for example, be initiated in response to receipt of 
a telephone call, or at a predetermined time of day. 
0060 Performing a game action may alternatively or addi 
tionally comprise performing an action in the game program. 
For example, performing a game action may comprise initi 
ating a wagering game. Thus, receipt of a call from a prede 
termined source could initiate a poker game. 
0061 Performing a game action may alternatively or addi 
tionally comprise performing an action in the game. For 
example, receipt of a call from a predetermined source could 
initiate the spin of a wheel in a roulette game (or could first 
initiate the roulette game and then initiate the spin of the 
wheel). Alternatively or additionally, performing a game 
action may comprise Submitting a wager (in the case of a 
wagering game). Thus, in the above example, the receipt of 
the phone call could trigger a wager being placed on a pre 
defined number in the roulette game and could Subsequently 
initiate the spin of the roulette wheel in the game. The wager 
is preferably submitted in relation to a predefined game event 
or outcome and is preferably submitted with a predefined 
wager amount. Thus, continuing the above example, the user 
may have specified a wager of £1 (the wager amount) to be 
placed on number 7 (the game event or outcome) in a roulette 
game in response to receipt of a telephone call from a certain 
friend. Whenever the friend calls, the roulette game is initi 
ated and the predefined wager is Submitted. 
0062 Generally speaking, the method may comprise per 
forming a plurality of game actions in response to detecting 
the observable, state or event, in particular a defined sequence 
of game actions. 
0063 Performing a game action may comprise transmit 
ting a message to another user, the message comprising an 
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invitation to join a game and/or configuration data for con 
figuring the other user's game program. 
0064. The method may comprise selecting one of a plu 
rality of game actions in dependence on the received infor 
mation or the detected State or event, and performing the 
selected game action. Thus, different actions may be per 
formed for different events. As mentioned above, this may be 
governed by user preference data. Thus, the method may 
comprise accessing preference or configuration data for a 
user of the game program, the preference data specifying a 
game action to be performed in response to the detected State 
or event, and performing the specified game action. Prefer 
ably the preference data specifies for each of a plurality of 
states or events not related to the game program, a game 
action to be performed in response to the state or event, the 
method comprising executing the game action specified for 
the detected state or event in the preference data in response 
to the detection of the state or event. The preference data may 
specify for each of a plurality of combinations of states and/or 
events not related to the game program, a game action to be 
performed in response to the occurrence of the combination 
of states and/or events, the method comprising executing the 
game action specified for the detected combination of States 
and/or events in the preference data in response to the detec 
tion of the combination of states and/or events. 
0065. The method may comprise accessing preference 
data for a user of the game program, the preference data 
specifying one or more parameters for a game action to be 
performed in response to the state or event, and wherein 
performing a game action comprises performing the game 
action using the specified parameters. In the case of a wager 
ing game, the method may comprise accessing preference 
data for a user of the game program, the preference data 
specifying one or more wager parameters for a wager to be 
Submitted in response to the state or event, and wherein per 
forming a game action comprises Submitting a wager in 
accordance with the specified wager parameters. The one or 
more wager parameters may comprise one or more of a game 
or game type in respect of which a wager is to be submitted, 
a game event or outcome in respect of which a wager is to be 
Submitted, and a wager amount. 
0.066 By using preference or configuration data to deter 
mine the observables, states or events, and the game actions to 
be performed (possibly with specified parameters) in 
response to those observables, states or events, the user can be 
provided with greater control over how game actions are 
triggered. The method may comprise modifying stored pref 
erence or configuration data in response to input from a user 
of the game program, the preference or configuration data 
defining e.g. one or more states or events and/or one or more 
actions to be performed in response to the defined states or 
events. In this way, the user can modify the defined triggers 
and actions. Alternatively or additionally, the method may 
comprise modifying the configuration data in response to 
information received from a communications network to 
which the device is connectable. The method may comprise 
receiving an indication from a user of the game program to 
cease responding to a given state or event or to any state or 
event; the method comprising no longer performing a game 
action in response to the given State or event or to any state or 
event after receipt of the indication. In this way, the user can 
disable given triggers at any time, or opt out of the triggering 
mechanism altogether. Preferably, the user can activate or 
deactivate individual triggered actions or the entire triggering 
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mechanism at any time. In this way, the user can ensure that 
game actions are only triggered at appropriate times, for 
example whilst the user is not at work. 
0067. The method may comprise performing the game 
action Substantially immediately (or directly) in response to 
detection of the observable, state or event. Alternatively, the 
method may comprise performing the game action a time 
period after detection of the state or event. This can enhance 
the apparent pseudo-random nature of the triggered actions. 
The time period may be predetermined, for example fixed or 
specified in configuration data, or may be selected randomly. 
The method may comprise determining randomly or pseudo 
randomly (for example based on a predefined probability) 
whether or not to perform the game event in response to 
detection of the observable, state or event, the game action 
being performed or not being performed accordingly. 
0068. Where the device has communications functions, 
the state or event may be a communications event. The 
method then preferably comprises determining one or more 
characteristics of the communications event, and performing 
a game action in dependence on the determined characteris 
tics. 
0069. This can provide a greater degree of control of how 
actions are triggered. 
0070 Performing a game action in dependence on the 
determined characteristics preferably comprises performing 
a game action if the determined characteristics meet a prede 
termined criterion. One or more characteristics may relate to 
the Source or recipient of a communication, for example a 
name, telephone number or the like. Alternatively or addi 
tionally, one or more characteristics may relate to the content 
of a communication. This may for example be text content of 
a text message, Sound content of a voice call/message, or 
image content of a picture message or video call/message. 
0071 Accordingly, the method may comprise analysing 
the content of the communication, and performing a game 
action in dependence on the outcome of the analysis. This 
may for example involve text analysis, image pattern recog 
nition (e.g. face recognition), or sound recognition (e.g. Voice 
recognition). By enabling actions to be triggered in depen 
dence on the content of a communication, greater flexibility 
can be provided, and a variety of interesting applications 
become possible. Such as triggering an event in response to a 
certain word in a text message, or a certain Voice being rec 
ognised. 
0072 Performing a game action preferably comprises ini 

tiating the game program and/or performing an action in the 
game program. The method preferably comprises accessing 
preference or configuration data for a user of the game pro 
gram, the preference data defining at least one communica 
tions event, the method comprising performing a game action 
in response to detection of one of the defined communications 
events. The preference data preferably specifies, for each 
defined communications event, a game action to be per 
formed in response to the communications event, the method 
comprising, in response to detecting one of the defined com 
munications events, performing the game action specified for 
the defined communications event in the preference data. 
0073. The communications event preferably comprises 
receipt of a communication, preferably from a predefined 
Source, or initiation or transmission of a communication, 
preferably to a predefined destination or recipient. The source 
or destination to which the communications event relates is 
preferably defined in the preference data. The communication 
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may comprise one or more of a message, a text message, a 
picture message, a Voice message, a Video message, an instant 
messenger service message, an e-mail message, a real-time 
communications session, a Voice call, and a video call. 
0074 The detected observable, state or event may relate to 
an internal state of the device (the state typically not being 
related to the game program). In that case, the internal State 
may relate to the operational status of the device or a device 
component, preferably to one of network signal strength, 
remaining battery power, Screen brightness or speaker Vol 
ume. The internal state may alternatively relate to the status of 
a further program or application running in the device which 
is not related to the game program. 
(0075. The observable, state or event may relate to the 
current time. 
0076 AS previously mentioned, the game program may 
operate in accordance with stored configuration data, in 
which case the method may comprise modifying the configu 
ration data in response to detecting the observable, state or 
event. Instead of or in addition to influencing the operation of 
an individual game, this can allow the configuration or set-up 
of a game to be controlled in response to observables. The 
configuration data may relate to the visual appearance of the 
game, or to a default or preferred game type, or to default 
wager parameters for a wagering game (or a combination). As 
mentioned previously, the state or event may, for example, 
relate to the time and/or the location of the device running the 
program, or to a sensor input received at the device. It may 
also comprise a communications event. 
0077 Configuring the game program in response to 
observables, states or events can be particularly advanta 
geous, since it can allow the game to be adapted to the user or 
device's current circumstances (such its location), to thereby 
improve the game experience. 
0078. In another aspect mentioned above, the method may 
comprise detecting a state or event relating to the game (for 
example a predetermined game outcome Such as a win) and 
performing a device action external and unrelated to the game 
program in response to the detected State or event. The device 
action may be a communications action, Such as sending a 
message or initiating a call. This can enable the implementa 
tion of novel entertainment functionality. 
007.9 The invention also provides a computer program or 
computer program product comprising software code 
adapted, when executed on a data processing apparatus, to 
perform any method set out above. 
0080. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, com 
prising: Storage (e.g. comprising a memory or other storage 
device) for storing configuration data defining one or more 
states or events which can occur at the device and which are 
not related to the game program, and specifying for each 
defined state or event a game action to be performed by the 
game program in response to the defined State or event; a 
detecting component (e.g. comprising a processor) adapted to 
detect occurrence of one of the defined states or events at the 
device; and a processing component (e.g. comprising a pro 
cessor) adapted to perform the game action specified in the 
configuration data for the detected State or event in response 
to detection of the defined state or event. 
I0081. In a further aspect, the invention provides a device 
adapted to perform communications functions and to run a 
game program, the device comprising: a detecting component 
(e.g. comprising a processor) arranged to detect a communi 
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cations event not related to the game program and to deter 
mine one or more characteristics of the communications 
event; and a processing component (e.g. comprising a pro 
cessor) arranged to perform a game action in relation to the 
game program in response to the detected communications 
event in dependence on the determined characteristics. 
0082 In a further aspect, the invention provides a device 
for running a wagering game program adapted to operate a 
wagering game, the device comprising: a sensor for receiving 
environmental information relating to a state or event pertain 
ing to the device's environment; and a processing component 
(e.g. comprising a processor) adapted to perform a game 
action in relation to the wagering game in response to the 
received information. 
0083. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game in the 
device, comprising: a status monitor (e.g. comprising a pro 
cessor) for receiving status information relating to an internal 
state of the device, the state not being related to the game 
program; and a processing component (e.g. comprising a 
processor) adapted to determine whether the status informa 
tion fulfils a predetermined criterion, and to perform a game 
action in relation to the game in dependence on the outcome 
of the determination. 
0084. In a further aspect, the invention provides a device 
for running a game program adapted to operate a plurality of 
games, comprising: a detecting component (e.g. comprising a 
processor) for detecting a state or event occurring in a first of 
the plurality of games; and a processing component (e.g. 
comprising a processor) adapted to perform a game action in 
relation to a second of the plurality of games in response to the 
detected state or event. 
0085. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, com 
prising: a detecting component (e.g. comprising a processor) 
for detecting a predefined combination of user interactions 
with the device, the user interactions not being related to the 
game; and a processing component (e.g. comprising a pro 
cessor) arranged to perform a game action in relation to the 
game in response to detection of the combination of user 
interactions. 
I0086. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, com 
prising: a detecting component (e.g. comprising a processor) 
for detecting a predefined combination of States and/or 
events, the states or events not being related to the game; and 
a processing component (e.g. comprising a processor) 
adapted to perform a game action in relation to the game in 
response to the detected combination of states or events. 
0087. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, the 
device comprising a processor arranged to: execute the game 
program to operate a game; during operation of the game, 
detect a state or event not related to the game; perform a game 
action in relation to the ongoing game in response to the 
detected State or event; and continue execution of the game 
program and operation of the game following the performed 
game action. 
0088. In a further aspect, the invention provides a device 
for running a wagering game program adapted to operate a 
wagering game, comprising: a detecting component (e.g. 
comprising a processor) for detecting a state or event not 
related to the wagering game; and a processing component 
(e.g. comprising a processor) arranged, in response to the 
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detected State or event, to Submit a wager in the wagering 
game in relation to a predefined game event or outcome and 
with a predefined wager amount. 
I0089. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, the 
device comprising: a detecting component (e.g. comprising a 
processor) for detecting a state or event not related to the 
game; and a processing component (e.g. comprising a pro 
cessor) arranged, in response to detecting the state or event, to 
determine randomly or pseudo-randomly whether to perform 
a game action in relation to the game, and to perform the game 
action in response to a positive determination. 
0090. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, com 
prising: Storage (e.g. comprising a memory or other storage 
device) for storing configuration data, the game program 
operating in accordance with the stored configuration data; a 
detecting component (e.g. comprising a processor) for detect 
ing a state or event not related to the game program; and a 
processing component (e.g. comprising a processor) adapted 
to modify the configuration data for the game program in 
response to the detected State or event. 
0091. In a further aspect, the invention provides a device 
for running a game program adapted to operate a game, com 
prising: a detecting component (e.g. comprising a processor) 
for detecting a state or event relating to the game; and a 
processing component (e.g. comprising a processor) arranged 
to perform a device action external and unrelated to the game 
program in response to the detected State or event. 
0092. The invention also provides a device as set out in 
relation to any of the above aspects, further adapted to per 
formany method as set out above, and, more generally, appa 
ratus (preferably in the form of a mobile communications 
device or mobile phone), comprising means for performing 
any method as set out above. 
0093. The components described above in relation to vari 
ous device aspects (for example detecting and processing 
components) may be in the form of or include Software com 
ponents, for example parts of a program Such as a game 
program, for execution on a processor. 
0094. Though the various aspects set out herein are gen 
erally set out in relation to games programs, they may also be 
provided in the context of other types of programs. Thus, for 
example, the invention may additionally provide a method of 
controlling a program adapted to perform a function in a 
device, comprising: accessing configuration data defining 
one or more states or events which can occurat the device and 
which are not related to the program or its function, and 
specifying for each defined State or event a game action to be 
performed by the game program in response to the defined 
state or event; detecting occurrence of one of the defined 
states or events at the device; and performing the game action 
specified in the configuration data for the detected state or 
event in response to detection of the defined state or event. 
0.095 The other aspects set out above and below may be 
modified/generalised in a similar manner to apply to non 
game programs. 
0096 Aspects and Features Relating to Player Allocation 
0097. In a further aspect of the invention, there is provided 
an online gaming system adapted to provide access to a plu 
rality of (preferably concurrent) multiplayer games, compris 
ing a player allocation component adapted to: access infor 
mation relating to the history of play or state of play in one or 
more of the plurality of games; select one of the plurality of 
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games for the player in dependence on the information; and 
allocate or join the player to the selected game. 
0098. In this way, players can be efficiently joined to 
games without the need for complicated menu-based lobby 
systems, thus reducing the amount of data that needs to be 
transmitted to a player and simplifying the user interface. 
Joining a player to a game preferably comprises allocating the 
player to the game and/or connecting the player to the game, 
specifically taking the player to the allocated game, e.g. by 
configuring a playerinterface to display and provide access to 
the game. 
0099. The allocation component is preferably adapted to 
allocate a player to a game in response to one or more of 
receiving a request to join a game from the player; the end of 
an existing game in which the player was participating (for 
example due to the operation of game rules or due to a tech 
nical problem); disconnection of the player from an existing 
game in which the player is participating; and the current 
number of players of an existing game in which the player is 
participating falling below a defined threshold. 
0100. In this way, the player's play time whilst connected 
to the system can be maximised. 
0101 The online gaming system preferably operates the 
plurality of online games, and preferably operates over a 
mobile telecommunications network, with players interact 
ing with the system using mobile devices connected to the 
mobile telecommunications network. 
0102 The player allocation component is preferably 
adapted to select the one of the plurality of concurrent mul 
tiplayer games in dependence on one or more predetermined 
rules. This can provide greater control over the allocation of 
players to games. The games are preferably wagering games. 
0103) Accordingly, in a further aspect, the invention pro 
vides an online gaming system for use with a mobile telecom 
munications network, adapted to provide access to or operate 
a plurality of concurrent multiplayer wagering games for 
participation by players using mobile devices connected to 
the mobile telecommunications network, comprising a player 
allocation component adapted to select one of the plurality of 
concurrent multiplayer wagering games for a given player, 
preferably in dependence on one or more predetermined 
rules; and join the given player to the selected game. 
0104. A rule may specify a type of game or attribute(s) or 
characteristic(s) of a game. If a game matching the type, 
attribute(s) or characteristic(s) is available, it may be selected 
in accordance with the rule. If there are multiple rules, then 
they are preferably applied in a defined priority order (e.g. if 
there is no game available matching a first rule, then the next 
rule is considered etc.) as discussed in more detail below. 
Attributes or characteristics may include the number of play 
ers currently in the game, positions available in the game, and 
the like. 
0105 Thus, the one or more rules preferably include 
selecting one of a plurality of games in dependence on the 
number of players already allocated to one or more of the 
games. This can help distribute players more evenly. Prefer 
ably, the rules comprise selecting a game having a current 
number of players within a defined range in preference to a 
game having a current number of players outside the defined 
range. In this way, player numbers can be controlled more 
effectively. The range is preferably between approximately 
one third and approximately two thirds of a maximum num 
ber of players defined for each game. For a six-player game, 
the range is preferably between two and three players. In this 
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way, an efficient balance of player numbers can be achieved. 
For the same reason, the one or more rules preferably include 
selecting a game having a current number of players below 
the defined range in preference to a game having a current 
number of players above the defined range. The allocation 
component preferably selects from those games having at 
least one player already allocated. 
0106 Preferably, the allocation component seeks to maxi 
mise the number of games having a current number of players 
at or near a given defined threshold, preferably between half 
and three quarters of a maximum number of players defined 
for the games, more preferably two thirds of the maximum 
number (for example, four players for six-player games). In 
this way, an efficient balance can be achieved, and the col 
lapse of existing games due to players leaving can be avoided 
tO SOme eXtent. 

0107 As mentioned previously, the player allocation com 
ponent is preferably adapted to evaluate the state or history of 
play of one or more of the plurality of games, and to select one 
of the plurality of games independence on the outcome of the 
evaluation. This can enable the selection of a more appropri 
ate game for the player, thus improving the player's experi 
ence and reducing the risk of the player Subsequently leaving 
the game after only a short time. 
0108. Each game may have a defined number of player 
positions to which players can be allocated, in which case the 
player allocation component is preferably adapted to select 
one of the plurality of games in dependence on the player 
positions not yet allocated to players in one or more of the 
games. This can assist in identifying an appropriate game for 
the player, in particular where player positioning is relevant to 
game play. Thus, the player allocation component is prefer 
ably adapted to evaluate, for one or more of the plurality of 
games, the player position or positions available in each game 
in relation to the state of play in the game and to select a game 
in dependence on the outcome of the evaluation. The one or 
more rules preferably include selecting a game having an 
available player position meeting a predetermined criterion in 
preference to a game not having an available player position 
meeting the predetermined criterion. Where the game is a 
poker-type game (or other game with forced bets), the one or 
more rules may, for example, include selecting a game having 
an available player position which is not between the blinds 
(forced bets) in preference to a game having only available 
positions between the blinds. By basing the game selection on 
available (i.e. not currently allocated) player positions, as 
they relate to the state of play, the system can avoid giving 
unfair advantages or disadvantages to the joining player and/ 
or to existing players of a game. 
0109 The player allocation component is preferably 
adapted to evaluate, for one or more of the plurality of games, 
the duration of play of one or more players already partici 
pating in the games, and to select one of the plurality of games 
in dependence on the outcome of the evaluation. Preferably, 
the rules include selecting a game in which players have been 
playing for longer in preference to a game where players have 
been playing for a shorter time. For example, the allocation 
component may determine the average length of play by 
players in certain games, and select a game with a higher play 
time average in preference to a game with a lower play time 
average. In this way, the formation of stable games can be 
encouraged, and the risk of allocating the player to a short 
lived game can be reduced. 
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0110. The allocation component may further be adapted to 
analyse the style of play in one or more of the plurality of 
games, and to select a game having a style of play similar to 
a game in which the player was previously participating. This 
can improve the play experience for the player, and reduce the 
risk of the player becoming dissatisfied and disconnecting 
from the system. The allocation component may, for 
example, be adapted to analyse data representative of one or 
more past play events in a given game to determine a charac 
teristic or to access a precomputed characteristic for the 
game, and to compare the given game to the game in which 
the player was previously participating in relation to the 
determined or precomputed characteristic. The characteristic 
preferably relates to one or more of the speed of play in the 
game, wagers placed in the game, the percentage of players to 
reach a defined stage in the game or in individual rounds of the 
game, or, in a poker-style game, the percentage of players to 
see the flop or other community cards. 
0111. Where there are multiple rules, the allocation com 
ponent is preferably adapted to apply the rules in a predeter 
mined order (e.g. higher-order rules being applied before 
lower-order rules, until a game has been allocated). This can 
allow complex allocation procedures to be specified. 
0112. Where each game has a defined number of player 
positions, the player allocation component is preferably fur 
ther adapted to select an available player position for the 
player and assign the player to the selected player position 
when joining the player to the game. This can avoid creating 
unfair advantages or disadvantages as previously discussed, 
and can also simplify the user interface. The allocation com 
ponent may select a game for the player based on the available 
player positions, in particular to select a game having a player 
position matching a defined criterion, as already discussed, 
and then select a player position within the game matching 
that criterion accordingly. The player allocation component is 
preferably adapted to select an available player position in 
dependence on the state of play of the game. Where the game 
is a poker-type game (or other game with forced bets), the 
player allocation component is preferably adapted to select an 
available player position which is not between the blinds 
(forced bets) in preference to a player position between the 
blinds. 

0113. The allocation component may further be adapted to 
reallocate players between running games so as to balance 
player numbers in the games. This can enable more efficient 
operation of the system and improve the overall play experi 
ence for players. The allocation component is preferably 
adapted to: identify a current game which meets a predeter 
mined termination criterion; and for each player currently 
participating in the identified game, select another of the 
plurality of concurrent games and join the player to the 
selected game, thereby terminating the identified game. This 
can enable efficient management of the games. The predeter 
mined termination criterion may include, for example, the 
number of players participating in the game falling below a 
predefined threshold. 
0114. The allocation component is preferably adapted to 
allocate a player to a scheduled game for which the player has 
previously registered before the start of the scheduled game. 
The scheduled game, may for example, be a scheduled tour 
nament, and may be for a scheduled time, or may be sched 
uled to commence as soon as a Sufficient number of players 
have registered. 
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0115 The allocation component may be adapted, before 
the start of the scheduled game, to identify a game in which 
the player is currently participating, and to automatically 
remove the player from the game and/or end the game (pref 
erably depending on whether the game is a single-player 
game or a multiplayer game), preferably at the end of a game 
round, or at another appropriate time so as not to disrupt the 
game. 

0116 Preferably, the allocation component is further 
adapted to: access stored preference data defining one or 
more game preferences for the player, and select one of the 
plurality of games independence on the preference data. This 
can allow a more appropriate game to be selected for the 
player, in particular where different types of game are being 
provided. Thus, the one or more predetermined rules may 
include a rule to select a game matching the player's prefer 
ences if available. Preferably, the allocation component is 
adapted to identify a plurality of games matching the game 
preferences for the player, and to select one of the plurality of 
identified games in dependence on one or more of the prede 
termined rules (and/or other selection criteria described 
above). 
0117 The various selection rules and criteria described 
above may be combined in any appropriate combination. 
Typically, where multiple rules or criteria are used, they are 
applied in a defined priority order. Preferably, as already 
mentioned, games are selected initially based on the player's 
preferences. If multiple matching games exist, then one or 
more of the above rules and criteria are applied in a defined 
priority order to select one of the games which matches the 
player's preferences. All the various criteria described herein 
may be considered to be rules (and vice versa). 
0118. In a further aspect, the invention provides an online 
gaming system adapted to provide access to or operate a 
plurality of concurrent multiplayer games, comprising a 
player allocation component adapted to: receive a request 
from a player to join a game; access stored preference data 
defining one or more game preferences for the player; identify 
one or more of the plurality of games matching the preference 
data; select, if two or more games matching the preference 
data are identified, one of the identified games in dependence 
on one or more predetermined rules (such as one or more of 
the rules and other selection criteria mentioned above), and 
join the player to the selected game. 
0119. In this way, a player can be quickly joined to an 
appropriate game, without having to specify the type of game 
in which the player wishes to participate. This can simplify 
the user interface and provide increased efficiency. 
I0120 Preferably, each game is associated with one or 
more attributes, the allocation component being adapted to 
compare the attributes of one or more games to the player's 
game preferences and to select a game in dependence on the 
outcome of the comparison. Each game may alternatively or 
additionally be associated with a game type (possibly from a 
defined set of game types); the game preferences specifying 
one or more preferred game types, the allocation component 
being adapted to select a game having a game type matching 
one of the player's preferred game types. One or more of the 
game attributes may define the game type. Game attributes or 
types may, for example, specify game variants or rules, or 
specific parameters of a given game such a betting limits or 
maximum player numbers. Using this approach, players can 
more accurately define their preferred types of game. 
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0121 The allocation component may be adapted to select 
a game in dependence on the players participating in one or 
more of the games. For example, the player preferences may 
specify one or more other players, the allocation component 
being adapted to preferentially select a game in which one or 
more of the specified players are currently participating. In 
this way, a player can be taken automatically to a game in 
which designated other players (e.g. friends) are playing. 
0122) The player preferences may specify a plurality of 
preferred game types and an order of preference associated 
therewith, the allocation component being adapted to select a 
game in accordance with the specified order of preference. In 
this way, a player can still be automatically allocated to a 
game even when their most preferred game type is not avail 
able, making the allocation process more efficient and easier 
for the user. 
0123. The allocation component may be adapted, where 
no game matching the player's preferred game type is avail 
able, to add the player to a queue associated with that game 
type. The allocation component is then preferably further 
adapted to identify when a game matching the player's pre 
ferred game type becomes available, and to join the queued 
player to the identified game. This can remove the need for 
further interaction by the user in the situation where a match 
ing game is not immediately available. Alternatively, the allo 
cation component may be adapted, where no game matching 
the player's game preferences is available, to create a new 
game, and to allocate the player to the created game. 
0.124. The online gaming system preferably further com 
prises a preference management component adapted to 
receive preference data from a player device, and to update 
stored preferences for the player in dependence on the 
received preference data. 
0.125. In a further aspect, the invention provides an online 
gaming system adapted to provide access to or operate a 
plurality of concurrent multiplayer wagering games, com 
prising: a connection management component adapted to 
receive a connection request from a player and connect the 
player to the system in response to the connection request; 
and an allocation component adapted to select one of the 
plurality of concurrent multiplayer wagering games for the 
newly connected player (in response to the connection 
request), and join the newly connected player to the selected 
game. The allocation component is preferably adapted to 
perform the selection and joining steps after the player has 
been connected to the system without further interaction by 
the player. In this way, a very simple and efficient way of 
connecting to the system and joining a game can be provided, 
which can maximise the time spent playing and avoid the 
need for the player to navigate complex menus in order to 
play. Selection of a game is preferably based on preferences, 
rules and/or criteria as already mentioned. 
0126 The above aspects may be combined in any suitable 
manner. The allocation component of each aspect (which may 
take the form of or comprise a processor, appropriately pro 
grammed) may also be provided as an independent aspect of 
the invention. 
0127. In a further aspect the invention provides a method 
of (or a system having means for or being adapted for, or a 
computer program product being adapted for) allocating a 
first player to a game in an online gaming system providing 
access to a plurality of multiplayer games, the method com 
prising: accessing information relating to the first player and 
specifying one or more other players; identifying at least one 
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of the other players as being available to participate in a game; 
and allocating the first player and the identified other player to 
one of the plurality of games in response to identifying avail 
ability of the other player. 
I0128. In this way, a player can be automatically allocated 
to a game when his friends become available to play. Allo 
cating may comprise allocating all the relevant players and/or 
starting a new game. If the player is currently playing a game 
that game may be terminated automatically (preferably at an 
appropriate point so as to reduce unwelcome disruption). 
Players may have preferred games or game types configured, 
and allocation may occur only when the game to be played 
with friends has been allocated a higher preference than a 
game the player is currently playing. 
I0129. Preferably, identifying a player comprises monitor 
ing whether the player is connected to the online gaming 
system, whether the player is currently participating in a 
game and/or the type of game the player is currently partici 
pating in. Again, whether the other player is considered avail 
able may depend on that player's preferences. 
0.130. In a further aspect, the invention provides a method 
of (or a device or system having means for or being adapted 
for, or a computer program product being adapted for) regis 
tering a new user for an online gaming system using a device 
connected to the online gaming system, the online gaming 
system being arranged to operate a plurality of online games, 
the method comprising: selecting one of the plurality of 
games for the new user, displaying the selected game to the 
user on a screen associated with the device; and displaying a 
registration interface for obtaining registration information 
from the user on the screen; wherein the registration interface 
is displayed at the same time as the selected game thereby 
allowing the user to view the game during registration. 
I0131 This can make the registration process more inter 
esting for the user. 
0.132. The method preferably comprises allowing the user 
to participate in the displayed game following (immediately 
after) completion of the registration process. 
I0133. This can reduce the delay between completing reg 
istration and starting to play. Preferably, the registration inter 
face and selected game are displayed in separate regions of 
the screen and/or the registration interface is displayed at least 
partially Superimposed on the selected game. 
I0134. In a further aspect, the invention provides a method 
of allocating a player to a game in an online gaming system 
providing access to a plurality of concurrent multiplayer 
games, the method comprising: accessing information relat 
ing to the history or state of play in one or more of the plurality 
of games; selecting one of the plurality of games for the 
player in dependence on the information; and allocating the 
player to the selected game. 
I0135) In a further aspect, the invention provides a method 
of joining a player to a game in an online gaming System 
provided overa mobile telecommunications network and pro 
viding access to a plurality of concurrent multiplayer wager 
ing games for participation by players using mobile devices 
connected to the mobile telecommunications network, the 
method comprising: selecting one of the plurality of concur 
rent multiplayer wagering games for a given player indepen 
dence on one or more predetermined rules; and joining the 
given player to the selected game. 
0.136. In a further aspect, the invention provides a method 
of allocating a player to a game in an online gaming system 
providing access to a plurality of concurrent multiplayer 
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games, the method comprising: receiving a request from a 
player to join a game; accessing stored preference data defin 
ing one or more game preferences for the player, identifying 
one or more of the plurality of games matching the preference 
data; if two or more games matching the preference data are 
identified, then selecting one of the identified games indepen 
dence on one or more predetermined rules; and allocating the 
player to the identified or selected game. 
0.137 In a further aspect, the invention provides a method 
of allocating a player to a game in an online gaming system 
providing access to a plurality of concurrent multiplayer 
games, the method comprising: receiving a connection 
request from a player; connecting the player to the system in 
response to the connection request; selecting one of the plu 
rality of concurrent multiplayer wagering games for the 
newly connected player in response to the connection request; 
and joining the newly connected player to the selected game. 
0.138. The invention also provides a computer program or 
computer program product adapted, when executed on a data 
processing apparatus, to perform a method according to any 
of the above method aspects. 
0139 
0140. In a further aspect of the invention, there is provided 
a method of operating an online multiplayer game, wherein a 
plurality of players participate in the game using (preferably 
mobile) client devices connected to a game server over a 
communications network (preferably a mobile telecommuni 
cations network), the method comprising: monitoring the 
state of the connection of each client device to the game 
server; in response to detecting the disconnection of a client 
device associated with a given player from the game server, 
pausing the game; and in response to the disconnected client 
device reconnecting to the game server: joining the given 
player to the paused game; and resuming the game with the 
given player. 
0141. In this way, disruption to a game due to disconnec 
tion of a player can be avoided. Disconnections are particu 
larly common where an online game is provided over a 
mobile telecommunications network to players using mobile 
communications devices such as mobile telephones. In that 
case, disconnections can, for example, arise due the player 
receiving a call, or due to loss of signal (e.g. the player 
entering a tunnel). Upon reconnecting, the user is preferably 
automatically taken to the game he was last playing to sim 
plify and accelerate the reconnection process. 
0142. To avoid the game being paused indefinitely (for 
example if the client device cannot or does not attempt to 
reconnect), the method preferably comprises performing the 
joining and resuming steps if the disconnected client device 
reconnects to the game server before expiry of a predeter 
mined time period. Preferably, if the disconnected client 
device does not reconnect to the game server within a prede 
termined time period, the method comprises removing the 
given player from the game and/or resuming the game with 
out the given player. 
0143. Where the game is a turn-based game, the method 
preferably comprises pausing the game at the player's turn 
after detecting disconnection of the player's client device. In 
this way, the game can continue after disconnection until it is 
the disconnected player's turn, which can reduce disruption to 
other players. For efficiency, the method may comprise paus 
ing the game at the player's turn only if the player has not 
reconnected in the meantime. 

Disconnection Protection Aspects and Features 
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0144. The disconnection is preferably an involuntary dis 
connection. Thus, the above steps are preferably not per 
formed in response to a deliberate disconnection from the 
service, for example by the user selecting to leave the game. 
0145 To reduce disruption to other players, the method 
preferably further comprises, in response to detecting the 
disconnection, displaying an indication to one or more of the 
other players, the indication preferably indicating one or 
more of the game being paused, the disconnected player, and 
the time until the game is resumed. 
0.146 
0147 Preferably, the wagering game uses forced bets (e.g. 
blinds), the game server being configured to place forced bets 
without user involvement, the method comprising, when a 
forced bet is to be placed for a given player, testing the 
connection between the game server and the client device 
associated with the given player prior to placing the forced 
bet, and, if the client device is disconnected, pausing the game 
without placing the forced bet. The forced bet is then prefer 
ably placed if (and only if) the player reconnects, typically 
within the allowed time period. If the player does not recon 
nect, the game continues without the player, and without the 
player's forced bet having been submitted. In this way, the 
player does not lose a forced bet if he is unable to participate 
in the game, which could otherwise negatively affect the play 
experience. 
0148 Testing the connection preferably comprises send 
ing a request to the client device, and determining that the 
device is connected if a response to the request is received 
from the device (i.e. a challenge-response test). Where mul 
tiple forced bets are involved, the connections for the relevant 
players may be tested at the same time (i.e. not waiting for a 
response from a first player device before sending a challenge 
to the second player device) so as to avoid unnecessary delay. 
014.9 The invention also provides a computer program or 
computer program product comprising software code 
adapted, when executed on a data processing apparatus, to 
perform a method as set out above. 
0150. The invention also provides a system for operating 
an online multiplayer game, wherein a plurality of players 
participate in the game using mobile client devices connected 
to a game server over a mobile telecommunications network, 
the system comprising: a monitoring component (e.g. com 
prising a processor) for monitoring the state of the connection 
of each client device to the game server; a processing com 
ponent (e.g. comprising a processor) arranged to pause the 
game in response to detecting the disconnection of a client 
device associated with a given player from the game server; 
the processing component further being arranged, in response 
to the disconnected client device reconnecting to the game 
server, to: connect the given player to the paused game; and 
resume the game with the given player. The system is prefer 
ably adapted to perform a method as set out above. 
0151 
0152. In a further aspect, the invention provides a method 
of configuring a game program provided in a first device 
connected to a communications network, comprising: access 
ing, in a second device connected to the communications 
network, configuration data relating to a corresponding game 
program provided in the second device; transmitting the con 
figuration data to the first device; and configuring the game 
program in the first device in accordance with the configura 
tion data. 

The game is preferably a wagering game. 

Over-Air-Configuration Aspects and Features 
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0153. In this way, a game program can be configured 
remotely and efficiently by copying the configuration over the 
network; one player can send their configuration to another 
player, removing the need for manual configuration by the 
other player. 
0154 The method may comprise initiating a game at the 

first device in accordance with the received configuration data 
in response to receipt of the configuration data, preferably 
automatically or under control of the user i.e. by way of a user 
prompt. 
0155 The game program is preferably adapted to partici 
pate in online games. The method preferably comprises con 
necting or joining the first device to a wagering game in which 
the second device is participating, preferably in response to 
receipt of the configuration data (automatically or via a user 
prompt). The game to which the device is to be connected 
may be specified in the configuration data. In this way, one 
user can initiate a game with another user and configure the 
other user's game program appropriately in a very simple and 
efficient manner, without the other user having to manually 
configure the game program, search for the relevantgame and 
SO. O. 

0156 The network is preferably a mobile telecommunica 
tions network. The method preferably comprises transmitting 
the configuration data in the form of a message, preferably a 
short message service (SMS) message, or other standard 
mobile telecommunications messaging format (e.g. MMS). 
This can enable efficient configuration of mobile telephones 
and similar devices. The game program or a game session 
may be started in response to the message. 
O157 Configuring the game program may comprise modi 
fying configuration data stored at the first device in accor 
dance with the configuration data received from the second 
device. Alternatively or additionally, configuring the game 
program may comprise transmitting configuration data to the 
online gaming system (or a game server thereof). Thus, the 
configuration data for a user may be stored locally at the 
device or remotely at the gaming system (or both). 
0158. The game program is preferably a wagering game 
program. The configuration data preferably relates to one or 
more of a game type or variant, a maximum number of 
players, a betting limit, a buy-in quantity, and the appearance 
of the game program. 
0159. The first and second devices are preferably connect 
able to a game server via the communications network to 
participate in online games. The method preferably com 
prises transmitting the configuration data directly from the 
second device to the first device over the network, bypassing 
the game server. Alternatively, the configuration data may be 
sent via the game server. 
0160 The devices are preferably mobile communications 
devices connected to the online gaming system via a mobile 
telecommunications network. Over-air configuration of the 
game program can simplify configuration of the game, in 
particular where the devices are mobile devices, since the 
limited Screen space and user interface capabilities of Such 
devices can make configuration cumbersome. 
0161 The configuration data may be transmitted in 
response to a predefined event, state or observable occurring 
at the second device (as set out above), preferably a game 
related event. The predefined event may be the initiation of 
the game program at the device or the initiation of a game 
within the game program. In this way, for example, an invi 
tation can be sent automatically by one player to another to 
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join a game, the invitation including the relevant data for 
configuring the other player's device for the game. 
0162 The game programs may operate wagering games, 
the predefined event preferably comprising the submission of 
a wager by a user of the device. 
0163 The method preferably comprises transmitting the 
message to a predetermined recipient or to a predetermined 
group of recipients. The predetermined event, predetermined 
recipient and/or predetermined group of recipients are pref 
erably defined in preference data stored for the user. Thus, the 
user may, for example, configure the device by setting pref 
erence data specifying that, whenever the user starts a given 
game, an invitation is to be sent automatically to a defined 
group of contacts to join the game. 
0164. The method may comprise, after configuring the 

first device, detecting a modification of the configuration data 
for the second device, and, in response to the modification, 
modifying the configuration data for the first device accord 
ingly. In other words, the first device configuration may be 
kept synchronized with the second device configuration auto 
matically. This again simplifies configuration for the user of 
the first device. This may be achieved by sending further 
configuration data or configuration messages. 
0.165. In a further aspect, the invention provides a method 
of configuring a game program provided on a mobile device 
connected to a mobile communications network, the method 
comprising: inputting configuration data using a computer 
terminal connected to the Internet; and transmitting the con 
figuration data to the mobile device over the mobile commu 
nications network. The method may comprise inputting the 
configuration data using a web page displayed at the com 
puter terminal, the web page being provided by a web server 
connected to the computer terminal via the Internet, and 
transmitting the configuration data from the web server to the 
mobile device over the mobile telecommunications network. 
This can simplify configuration of a game provided on a 
mobile device, since a more complex and flexible configura 
tion interface can be provided on a web page. 
0166 The invention also provides a method of configuring 
a game program in a device connectable via a communica 
tions network to an online gaming system (or a server 
thereof), the method comprising: analysing at the online gam 
ing system game information relating to games in which a 
user of the device has participated to determine game prefer 
ences or playing habits of the user; and transmitting configu 
ration data to the device over the communications network to 
thereby configure the game program in accordance with the 
outcome of the analysis, or alternatively or additionally modi 
fying game configuration data stored at the online gaming 
system for the user or device. In this way, the user's game 
program can be configured automatically in a Suitable manner 
based on the player's habits, which can improve the user 
experience. 
0167. The invention also provides a computer program or 
computer program product adapted, when executed on a data 
processing apparatus, to perform a method as set out above. 
0.168. The invention also provides an online game system 
comprising first and second devices connectable to a commu 
nications network and adapted to run respective game pro 
grams; wherein the second device is arranged to access con 
figuration data relating to the game program provided in the 
second device, and to transmit the configuration data to the 
first device; and wherein the first device is arranged to con 
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figure the game program in the first device in accordance with 
the (received) configuration data. 
0169. The invention also provides an online game system 
comprising a mobile device connectable to a mobile commu 
nications network and adapted to run a game program, the 
system comprising: an input component for inputting con 
figuration data using a computer terminal connected to the 
Internet; and a transmission component adapted to transmit 
the configuration data to the mobile device over the mobile 
communications network. 
0170 The device of either aspect is preferably adapted to 
perform a method as set out above. 
0171 Shadow Gaming Aspects and Features 
0172. In a further aspect, the invention provides a method 
of configuring an online gaming system adapted to operate a 
game session for a first user of the gaming system, the opera 
tion of the game session being configurable by the first user 
using configuration data associated with the first user, the 
method comprising: configuring the game session for the first 
user in accordance with configuration data associated with a 
second user of the game system. 
0173. In this way, the user need not manually configure 
their game session; instead, the user can “shadow' another 
user's configuration. The configuration data preferably 
includes user preference data defining a preferred game type 
for a user. For example, the user may wish to play games of 
the same type as a celebrity who also uses the online gaming 
system. Accordingly, configuring the game session prefer 
ably comprises modifying the configuration data for the first 
user in dependence on the configuration data for the second 
user. Modifying the configuration data for the first user may 
comprise copying all or a defined Subset of the configuration 
data for the second user. 
0.174. The method preferably comprises receiving a 
request from the first user identifying the second user, and 
configuring the game session in response to the request. Thus, 
continuing the above example, the user may send a request to 
“shadow' another user, in response to which the user's con 
figuration is modified accordingly. 
0.175. The method may alternatively comprise receiving a 
message from the second user, and configuring the game 
session in response to the message. This may occur automati 
cally, or in dependence on a user prompt. The message pref 
erably comprises configuration data for the second user, the 
method comprising configuring the game session for the first 
user using the configuration data in the message. In this way, 
a user need not configure the game session manually but can 
instead have their game session configured remotely by 
another user, simplifying the configuration process. 
0176 The method preferably comprises detecting a modi 
fication of the configuration data for the second user, and, in 
response to the modification, modifying the configuration 
data for the first user. In this way, if a user is “shadowing 
another user's game preferences, the user's preferences can 
be automatically updated as the other user's preferences 
change, without further interaction by the user. 
0177. A game application or program preferably operates 
the game session, and configuring the game session prefer 
ably comprises configuring the game application or program. 
The game application preferably comprises a client game 
application or program for execution on a client device asso 
ciated with the user and a server game application or program 
for execution on a game server, the client game application or 
program being adapted to communicate with the server game 
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application or program over a communications network, and 
wherein configuring the game application or program prefer 
ably comprises configuring one or both of the client game 
application or program and the server game application or 
program. Thus, configuration/user preference data may be 
stored locally at a user's client device, or remotely at a game 
server, and is updated accordingly. 
0178. In a further aspect, the invention provides an online 
gaming System for operating wagering games for participa 
tion by a plurality of users when connected to the system via 
a communications network, adapted to: receive an indication 
of a first user and a second user or receive an indication from 
a first user identifying a second user; recorda wagering action 
performed by the second user when using the online gaming 
system; and perform a wagering action for the first user in 
dependence on the recorded wagering action of the second 
USC. 

0179. In this way, a user can “shadow' wagering actions 
performed by another user (for example a celebrity). For 
example, the user may configure the online gaming system to 
placeabet in aroulette game whenever a celebrity does so, for 
example on the same number and/or with the same bet 
amount as the celebrity. Thus, the wagering action performed 
for the first userpreferably corresponds at least partly/in some 
aspect to the wagering action performed by the second user. 
0180. The recorded action preferably relates to a given 
game type, in which case the system is preferably adapted to 
join the first user to a game of the given game type or initiate 
a game of the given type for the first user. The recorded action 
may comprise a wager Submitted in respect of a given game 
event or outcome; the system being adapted to Submita wager 
for the first user in respect of the given game event or out 
come. The recorded action is preferably associated with a 
wager amount, the system being adapted to initiate a wager 
having the same wager amount as the recorded event or a 
defined multiple or fraction thereof. 
0181. The online gaming system is preferably adapted to 
initiate the wagering action for the first user in response to a 
request from the first user. The user may, for example, be 
prompted to confirm whether they wish to shadow a given 
wagering action. The system may be adapted to initiate the 
wagering action for the first user in response to the first user 
connecting to the system. For example, when “shadowing a 
celebrity, the system may perform a “shadow' gambling 
action corresponding to the last or a randomly selected action 
of the celebrity when the user connects to the system. The 
system may be adapted to initiate the wagering action for the 
first user in response to the performing of the action by the 
second user. In this way, the user could follow the other user's 
gambling actions “live', as they happen. 
0182. The invention also provides a method of operating 
wagering games for participation by a plurality of users when 
connected to the system via a communications network, the 
method comprising: receiving an indication from a first user 
identifying a second user, recording a wagering action per 
formed by the second user when using the online gaming 
system; and performing a wagering action for the first user in 
dependence on the recorded wagering action of the second 
user. The invention also provides a computer program or 
computer program product comprising software code 
adapted, when executed on a data processing apparatus, to 
perform a method as set out above. 
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0183 Multiple Games Aspects and Features 
0184. In a further aspect of the invention, there is provided 
a game program or game program product for use in a mobile 
device connectable to an online gaming system via a mobile 
telecommunications network (the online gaming system pref 
erably being adapted to operate or provide access to games, 
e.g. Wagering games), the game program comprising: means 
or code for communicating with the online gaming system to 
participate in a plurality of concurrent games; interface 
means or code for providing a game interface to a user of the 
program relating to a current one of the plurality of games; 
and Switching means or code for Switching the interface 
means to a different one of the plurality of games. In this way, 
a mobile device user may participate in multiple games (for 
example multiple wagering games) simultaneously in a 
simple and efficient manner. 
0185. The switching means is preferably adapted to switch 
to a different one of the plurality of games in response to a 
game event occurring in the current one of the plurality of 
games. The game event may, for example, comprise the end of 
or withdrawal by the user from the current one of the plurality 
of games, or the end of or withdrawal by the user from around 
in said game (for example the Switching means may switch 
from a poker game to another game when the player folds in 
the poker game). Where the current game is a turn-based 
game, the game event may comprise the end of the user's turn 
in the current game. In a further example, the game event may 
comprise the Submission of a wager by the user in the current 
game. The switching means may switch to another game 
whenever a period of inactivity (for the player) arises in the 
current game. In this way, Switching between games can be 
automated in an appropriate manner, simplifying the Switch 
ing process and user interface, and increasing the amount of 
active play time for the user. The game program preferably 
further comprises selection means (e.g. a user interface) for 
selecting, by the user, one of the plurality of games to be 
displayed by the interface means. 
0186 The invention also provides a device comprising a 
game program or program product as set out above. 
0187. The invention also provides a method of operating a 
plurality of games in a mobile device connectable to an online 
gaming system via a mobile telecommunications network, 
the method comprising: communicating with the online gam 
ing system to participate in a plurality of concurrent games; 
providing a game interface to a user of the device relating to 
a current one of the plurality of games; and Switching the 
game interface to a different one of the plurality of concurrent 
games in response to a predefined event, preferably a game 
event or user input. 
0188 The invention also provides a computer program 
and a computer program product for carrying out any of the 
methods described herein and/or for embodying any of the 
apparatus features described herein, and a computer readable 
medium having Stored thereon a program for carrying out any 
of the methods described herein and/or for embodying any of 
the apparatus features described herein. 
0189 The invention also provides a signal embodying a 
computer program for carrying out any of the methods 
described herein and/or for embodying any of the apparatus 
features described herein, a method of transmitting Such a 
signal, and a computer product having an operating system 
which Supports a computer program for carrying out any of 
the methods described herein and/or for embodying any of the 
apparatus features described herein. 
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0190. The invention extends to methods and/or apparatus 
substantially as herein described with reference to the accom 
panying drawings. 
0191) Any feature in one aspect of the invention may be 
applied to other aspects of the invention, in any appropriate 
combination. In particular, method aspects may be applied to 
apparatus aspects, and Vice versa. 
0.192 Furthermore, features implemented in hardware 
may generally be implemented in Software, and vice versa. 
Any reference to software and hardware features herein 
should be construed accordingly. 
0193 Preferably, the various aspects and features 
described above are provided in the context of a mobile online 
gaming system, in which mobile devices under the control of 
players communicate with the gaming system, or with a game 
server of the gaming system, over a mobile telecommunica 
tions network, to participate in multiplayer and/or single 
player wagering games. 
0194 However, the aspects and features described may 
also be applied in the context of games other than wagering 
games, and in the context of other types of online gaming 
systems. For example the aspects and features may be applied 
to an online gaming system provided over the Internet, for 
participation by users using personal computers connected to 
the Internet. 

DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

(0195 Preferred features of the present invention will now 
be described, purely by way of example, with reference to the 
accompanying drawings, in which:— 
0.196 FIG. 1 illustrates a mobile gaming system in over 
view; 
0.197 FIG. 2 illustrates the operation of a player allocation 
component of the gaming system; 
0198 FIG. 3 is an example of a screen displayed on a 
mobile device during participation in a game; 
0199 FIG. 4 illustrates an example of the over-the-air 
configuration of the user's gaming preferences; 
0200 FIG. 5 is a flow diagram illustrating the sequence of 
events following recognition of an observable; 
0201 FIG. 6 illustrates the overall system including the 
mobile client, server, and a payment system; 
0202 FIG. 7 illustrates a disconnection protection feature; 
0203 FIG. 8 illustrates a mobile device for running a game 
program and illustrates the detection of observables at the 
device; and 
0204 FIG. 9 illustrates components of a game server. 

OVERVIEW 

0205 The online gaming system of preferred embodi 
ments of the invention provides the user with a number of 
features. The user is able to configure their gaming experience 
to meet their needs. Once the user has set their preferences the 
gaming system can use any observable, such as an incoming 
telephone call, to initiate a gambling event, or any other Such 
event. This allows the user to drop in and out of the mobile 
gaming environment without the requirement of initiating an 
application manually (referred to herein as the observables 
feature). The online gaming system also allows for multiple 
concurrent games to be played, such as blackjack and poker. 
The Switching mechanism between these games may be an 
observable. Such as a win in poker. 
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0206. In order to set the user preferences the user may in 
the first instance set them within the gaming system itself. 
However, the user is also provided with an online interface, 
that may be accessed using either a mobile device or an 
internet connected PC. This enables the user to configure their 
preferences using a more Suitable interface than a small 
screen mobile device (referred to herein as the over-the-air 
configuration feature). Using this system a user may also 
choose to use or copy other users' preferences; generally this 
will be the user's friends, but alternatively it could be any 
other user, including a “famous” person (referred to herein as 
the shadow gaming feature). 
0207. Furthermore, once the gaming system is initiated, in 
one embodiment, the present invention allows for users to 
lose connection to the network and remain within the game, at 
least for a short period of time, while they re-instate their 
connection; once reconnected the user will be placed back 
into the game in the same position as when they lost connec 
tion (referred to herein as the drop-out feature). The system 
also operates an allocation mechanism for allocating players 
to games (referred to herein as the brushing feature). These 
features will be described in detail below. 
0208. The online gaming system is shown in overview in 
FIG 1. 
0209 The online gaming system comprises a gaming 
server 6 connected to a communications network 4. In the 
present example, the network includes a mobile telecommu 
nications network. The network may additionally include 
other networks, for example the Internet. A plurality of 
mobile devices 2, for example mobile telephones, are also 
connected to the network 4, via which they are able to com 
municate with gaming server 6. 
0210. The gaming server 6 comprises various components 
including a game manager 8 for operating a plurality of con 
current multiplayer wagering games 14, a player allocation 
component 10 for allocating players to games, and a prefer 
ence manager 12 for managing player preferences. 
0211. A given player can connect to the gaming system 
using a mobile device 2 and is allocated to one of the plurality 
of concurrent multiplayer games 14 by allocation component 
10. Allocation occurs at least in part based on user prefer 
ences, which can be defined using the preference manager 12. 
Preference manager 12 may be configured using a mobile 
device or an internet connected PC. Once a player has joined 
a given game, the game manager 8 manages the progress of 
the game and communicates with mobile device 2 to transmit 
game State updates and receive user input relating, for 
example, to play actions and wagers. 
0212 Though shown as a single server, the game server 6 
may alternatively be implemented as multiple connected 
servers, which may be in the same location or may be geo 
graphically remote. For example, individual games or groups 
of games may be operated on one or more remote servers, 
with the game manager managing access to the remote serv 
ers by the mobile devices and initiating participation in a 
game by a device, but not itself controlling operation of the 
games. In that case, once participation in a game by a device 
has been initiated, communication between the device and 
relevant server may be via the game server 6, or may be direct 
between the device and the server. However, for simplicity, it 
will be assumed here that game server 6 itself operates the 
gameS. 
0213. The server 6 also includes functionality (for 
example in the form of a connection management component, 
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not shown) for managing connections to mobile devices, 
including setting up new connections and terminating con 
nections. Allocation of a newly connected player to a game 
may be performed automatically as soon as a connection has 
been established. In this way, the player can connect to the 
system and start participating in a game in a single action, thus 
maximising play time and user convenience. Alternatively, a 
menu may be displayed, allowing the user to request to join a 
game as well as performing other operations, such as manag 
ing the player's preferences. Whether allocation occurs auto 
matically on Successful connection to the system, or is initi 
ated via a menu displayed after a connection is established, 
may also be configurable, for example as part of the player's 
preferences. 
0214. The operation of the system, and in particular the 
allocation component 10, is illustrated in more detail in FIG. 
2. 
0215. The mobile device 2 includes operating system soft 
ware 24 which manages the basic functionality of the mobile 
device, including communication with the mobile network, 
and a client game application 26. The client game application 
may, for example, be downloaded by the player over the 
mobile communications network from the gaming server or 
Some other source, or may be installed on the device in some 
other way. 
0216. The client application 26 is preferably a thin client, 
providing essentially display and user input functionality and 
communicating with the gaming server 6. The gaming server 
6 manages the operation of the games and transmits display 
instructions to the client application 26, for example to pro 
vide menus and update the display with the current game State 
during game play. The client application receives user input 
typically via a mobile telephone keypad, and transmits the 
received input to the gaming server 6. 
0217. In particular, after starting the client application 26, 
a menu screen is displayed, which includes a menu option for 
joining a game. If the player selects this option, the client 
application transmits a request to the gaming server to join a 
game. The request is processed by allocation component 10, 
which accesses user preferences 16 to obtain the player's 
game preferences for the particular variety of game they have 
chosen. The preferences specify the type of game the player 
prefers to participate in. The allocation component then 
accesses the available games 14 to select an appropriate game 
based on the player's preferences. 
0218. Each game 18 comprises a current game state 20 and 
attributes 22. The game state 20 includes information such as 
the current number of players, the positions the players have 
been allocated to, and the current state of play. The attributes 
specify the type of the game, specifying, for example, where 
applicable, game types and variants, the maximum number of 
players for the game, and other game-related information 
Such as buy-in and betting limits. 
0219. The allocation component 10 selects a game 18 
having attributes matching the player's preferences, and 
which is not full. There will typically be several such games 
available, and the allocation component therefore in a second 
stage also evaluates the game state of any games matching the 
player preferences, in particular the number of players cur 
rently participating in each game and the player positions. 
The rules applied in selecting a game will be discussed in 
more detail below. 

0220. Once a suitable game has been selected, the alloca 
tion component 10 assigns the player to the selected game. 
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The game manager 8 then initiates participation by the player 
in the game, by transmitting instructions to the client appli 
cation to display the current game state and to start receiving 
input as appropriate. 
0221) If no suitable game matching the player's prefer 
ences is available, then a new game of that type is created and 
the player is allocated to the new game. Thus, the first player 
to log into the service with a different set of preferences will 
be allocated to a new game, and Subsequent players joining 
with similar preferences will automatically be joined to that 
game. 
0222 Instead of matching the player's preferences 
exactly, the allocation component could alternatively select a 
game of a type similar to the player's preferences where no 
exact match is available. Similarity could be determined 
based on one or more configurable rules (for example, to 
select a game with different betting limits). In that case, when 
setting user preferences, the players may also have the option 
of specifying which game attributes may be varied and which 
attributes must be exactly matched when a suitable game is 
selected for the player. 
0223) Once players have configured their preferences, 
they do not need to specify the type of game in which they 
wish to participate again unless their preferences change, and 
can quickly and easily join a game of the desired type relying 
on the automatic allocation mechanism when connecting to 
the system in the future. In this way, the player's playing time 
while connected to the system can be maximised. 
0224 Though the described system can be applied to any 
type of online game (including games provided over the Inter 
net or other networks), the context of the present examples is 
that of wagering games, in particular Poker-type games, pro 
vided over a mobile telecommunications network. 
0225. More particularly, the operation of the system and 
the selection rules applied by the allocation component 10 
will now be described in more detail in relation to the specific 
example of “Texas Hold'em poker. To assist in the under 
standing of the described embodiments, the rules of “Texas 
Hold'em will now be summarised briefly. 
0226 Texas Hold'em uses one deck of 52 cards. Aces are 
high and low. There are no jokers or wildcards. Tables consist 
of up to 10 players. Each player is assigned as dealer on a 
round-robin basis (dealing is of course automatic in the online 
game). The dealer position is usually represented by the 
“dealer button, which is represented graphically in the 
online game by an appropriate icon. The player to the left of 
the dealer posts small-blind and the player to his left posts 
big-blind (usually twice the small-blind). The blinds ensure 
that there is always money in the pot. Two cards are then dealt 
face down to each player (the hole or pocket cards). This is 
followed by a betting round, starting with the player to the left 
of the big-blind. Each player must fold, call or raise the bet. 
The bet in the first instance is the big-blind. Bets are limited to 
a set amount (usually equal to the big-blind amount). The 
betting round continues until all bets have been called or all 
but one player has folded. 
0227 Next comes the “flop”. Three cards are dealtface-up 
in the middle of the table (the board or community cards). 
Another betting round ensues, starting with the player to the 
left of the dealer. His choice is to check or bet. As no bets have 
been placed (he his first to act and there are no blinds) he has 
the choice to check, which costs him nothing and lets him stay 
in the game. Once a bet has been made, there is no checking 
and all players must call or raise the bet. The betting round 

Sep. 9, 2010 

continues until all bets have been called, everybody checked 
or all but one player has folded. 
0228. Then comes the “turn'. One more card is dealt face 
up in the middle of the table. Another betting round ensues, 
starting with the player to the left of the dealer. At this point 
the betting limits go up, usually to double the big-blind 
amount. His choice again is to check or bet. The betting round 
continues until all bets have been called, everybody checked 
or all but one player has folded. 
0229. The final stage is known as the “river'. One more 
card is dealtface-up in the middle of the table. Another betting 
round ensues, starting with the player to the left of the dealer. 
His choice again is to check or bet. The betting round contin 
ues until all bets have been called, everybody checked, or all 
but one player has folded. 
0230. If more than one player is left in, then a showdown 
commences. The player that was called must show his cards. 
The hand is made up of the best five cards from the players 
two pocket cards and five community cards. Each remaining 
player must then either muck their cards (if they lost) or show 
them (usually if they won, but players may choose to show 
losing cards if they were particularly strong). The player with 
the best hand is declared the winner and gets the pot. 
0231 Position is a crucial factor in the game. The dealer is 
in late-position as he is last to act in all betting rounds. This 
means he gets to see how everyone else is betting before he 
makes his move. This is considered highly advantageous and 
the best position to be in. The big-blind is at a considerable 
disadvantage because he is committed to the pot no matter 
how good his hand is. There is therefore a scale of worst-to 
best position from the big-blind to the dealer. 
0232. In the context of poker, the active games 14 are 
referred to as “tables', since each game represents a virtual 
poker table. Each table has a number of defined player posi 
tions, mirroring the seats at a real poker table. Play proceeds 
in the proper order according to the player positions, follow 
ing the standard rules of the game. Each table has a maximum 
number of players (in the described embodiment, two-player 
and six-player tables are provided due to the limitations of 
mobile telephone screens). However, at any given time, not 
every player position need be taken by a participating player; 
instead, individual positions or seats can be empty. Play nev 
ertheless proceeds with those players present, assuming there 
is more than one player at the table. New players are allocated 
to tables with available seats by the allocation component 10. 
Players can also choose to leave a table at any time. Again, 
play continues as long as at least two players remain. 
0233. When a player is participating in a game, the game 
state is represented graphically on screen of the player device 
2, as shown in the example screen of FIG. 3. The example 
screen 30 shows details for each participating player 32 
around a representation of a poker table, with the community 
cards 34 represented at the centre. A dealer button icon 36 
highlights the current dealer position. The player's pocket 
cards and other details 38 are shown below the representation 
of the poker table, along with available actions 40 if it is the 
player's turn. Information Such as the current size of the pot 
and the player's stacks is also displayed. 
0234. The operation of several of the features previously 
mentioned will now be described in more detail in turn. First, 
the operation of the allocation component 10 will be 
described in more detail. The allocation component 10 oper 
ates an allocation mechanism referred to hereinas “the brush' 
(after the name sometimes given to an employee in a card 
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and makes it rather difficult to seat new players. When decid 
ing at which table to sit the new player, the following priori 
ties are therefore observed, in the given order: 
0256 1. Join a 2-player table, not between the blinds 
0257 2. Join a 2-player table, between the blinds 
0258. 3. Join a 3-player table, not between the blinds 
0259 4. Join a 3-player table, between the blinds 
0260 5. Join a 1-player table 
0261 6. Join a 4-player table 
0262 7. Join a 5-player table 
0263 8. Join a 0-player table (i.e. start a new table) 
0264. Therefore the brush will prioritise 2-player tables as 
these are seen as close to inactive. 3-Player tables come next, 
even where it means that the new player will have to sit out a 
couple of hands because they will be seated between the 
blinds. Keeping tables at optimal numbers of 4 or more play 
ers therefore takes precedence over propping up orphaned 
tables and creating new tables. 
0265. This has the effect of continually building tables of 
4 or more players, which is a good number of players in case 
anybody drops out, while not filling the table to capacity and 
leaving no available seats. 
0266 The selection of appropriate tables and seats at a 
given table is guided by the available player positions (or 
seats) and the current state of play in a given game, since the 
player position can confer an advantage or disadvantage on a 
player as mentioned above. In the game of “Texas Hold'em 
it is usually not possible to sit between the dealer-button and 
the big-blind. These seats are referred to collectively as 
“between the blinds'. Online players can sit between the 
blinds, but they will not be dealt in until the dealer-button 
passes (they are “sat out”). Alternatively, the option may be 
provided for the player to post a penalty-blind in order to be 
dealt-in, instead of waiting for the big-blind to come around. 
0267. The brush mechanism therefore attempts not to sit 
players between the blinds. Instead, it attempts to sit new 
players in the optimal seat to the left of the current big-blind. 
This would then lead to a natural blind and would not penalise 
either the new player or the existing players. In practice 
however, this is rarely practicable. The following describes 
possible scenarios in the cases of empty, 1-player, 2-player 
(heads-up) and 3-player tables. 
0268 
0269. The brush will always attempt to join players to 
existing active tables with play in progress. However, where 
all existing tables are full, there is a need to join a player to an 
empty table (in other words creating a new table). The new 
player will be seated in the first position. If after some time 
another player comes along, they will be seated to the left of 
the existing player as in the one-player table example below. 
If, after Some greater time no other players join the table, a 
prop (human player acting for the game service provider) or a 
bot (computer-controlled player) may be seated to-the-left-of 
the existing player. 
(0270 Joining a 1-Player Table 
0271. A single player sitting at a table means that there is 
no game in-progress. Another player joining is quite natural, 
and leads to a normal heads-up game (where the blinds are 
reversed). The new player is seated to-the-left-of the dealer 
button, with no seats in-between, as illustrated below: 

Joining an Empty Table 
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Seat 1 Seat 2 Situation 

Button Empty 
Button + Small Big 

New 2nd player joins 
Normal heads-up game, blinds reversed 

(0272 Joining a 2-Player Table 
0273. In heads-up (2-player) play, the blinds are reversed, 
so the dealer is always small-blind. When there are 2-players 
at a 6-max table there are 4 open seats, but not necessarily 
to-the-left-of the big-blind. Where possible, the new player 
will be seated to-the-left-of the current big-blind. This is quite 
natural and leads to the transition from a heads-up game to a 
multiplayer game. The Solution presented here means that the 
player on the dealer-button has the advantage of getting it a 
second time. This is done to avoid any player having to pay 
big-blind more than once and completely avoids the need for 
a penalty-blind. 

Seat 1 Seat 2 Seat 3 Situation 

Button + Small Big Empty New 3rd player 
Button Small Big Double dealer 
Big Button Small Normal 

0274. It is necessary to sit the new player between the 
blinds when these are the only positions available. The actual 
seat is irrelevant, as the player will have to wait for one more 
hand in all cases. Once the next hand has passed, the above 
case kicks in as usual in the transition from a heads-up game 
to a multiplayer game. The brush will allow this to happen, as 
it is important to keep up the number of players at each table. 
The brush will not prioritise other tables, as 2-player tables 
would quickly die if this were the case. 

Seat 1 Seat 2 Seat 3 Situation 

Big Button + Small Empty New 3rd player 
Button + Small Big Out New player out 
Button Small Big Double dealer 
Big Button Small Normal 

(0275 Joining a 3-Player Table 
0276. Where there are 3-players at a 6-max table there are 
3 open seats, but not necessarily to-the-left-of the big-blind. 
Where possible, the new player will be seated to-the-left-of 
the current big-blind. This will lead naturally to a big-blind on 
the next hand. 

Seat 1 Seat 2 Seat 3 Seat 4 Situation 

Button Small Big Empty New 4th player 
Player Button Small Big Normal 

0277 Sometimes it is necessary to sit the new player 
between the blinds. The player will have to wait for the 
dealer-button to pass before he can be dealt in, which can take 
one or two hands. The brush will try not to do this by prior 
itising tables where this is not necessary. However, where no 
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other tables are available this can happen, in which case a 
penalty blind could optionally be required. 

Seat 1 Seat 2 Seat 3 Seat 4 Situation 

Button Small Empty Big New 4th player 
Big Button Out Small Out 
Small Big In Button New player dealt in 
Button Small Big Player Normal 

0278. In addition to the allocation rules set out above 
(based in particular on player numbers and positions), other 
characteristics of games may be taken into account by the 
brush mechanism when selecting one of a number of tables 
identified as matching the player's preferences. For example, 
the mechanism may make a selection based on length of play 
at the tables. In particular the brush mechanism may select 
tables which are more stable, i.e. where players have played 
for longer, in preference to less stable ones. This may, for 
example, beachieved by calculating the average play time of 
the players at a given table and selecting tables where the 
average play time is highest. Alternatively, the drop-out rate 
could be calculated. In this way, the development of stable 
games can be promoted. 
0279 Leaving a Table & Position Juggling 
0280. The brush mechanism may optionally provide addi 
tional functionality to manage games appropriately when 
players leave tables (this functionality could alternatively be 
provided as part of the game manager 8). 
0281. In particular, when the players on the dealer-button 
or either of the blinds leave the table it affects the next dealer 
position and both the blind positions. There are some prin 
ciples that govern the movement of the button and the blinds. 
The brush mechanism preferably adopts the following prin 
ciples, which are adhered to in this order: 

0282) 1. No player should ever miss a big-blind. The 
big-blind is a considerable disadvantage and other prin 
ciples should not undermine this. 

0283 2. The player on the dealer button is at a consid 
erable advantage. Players should not be on the button 
more than once, unless it is to preserve the order of the 
big-blind. 

0284 3. It is not possible to sit between the big-blind 
and the dealer button. 

0285 4. In heads-up the blinds are reversed, so the 
dealer is also on Small-blind. The dealer is at an advan 
tage in playing second, and so should not also be the 
big-blind and heavily committed to the pot. The small 
blind would need a very good hand to justify entering the 
pot on every hand, if this were not the case. 

0286 5. The small-blind is fairly irrelevant, given the 
above principles, and generally the first thing to go when 
juggling the button and blind positions. 

0287. In the real-life game, it is usually not possible to 
leave a table until a full round of 10 hands has beenplayed-out 
(in a full handed game). Typically, there will either be a 
penalty in a ring-game, or a forfeiture of chips in a tourna 
ment; so these situations do not arise. 
0288 However, in an online or mobile game it is under 
stood that players may leave the table in-between hands. The 
application of the above principles to an online game leads to 
Strange movements of the button and blinds (position jug 
gling). There is no perfect solution, but not to apply them 
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leads to complications in later hands that can make the game 
unfair, at best, and could break the game and crash the server, 
at WOrSt. 

0289. The three positions that affect the game when they 
leave are the small-blind, big-blind and dealer-button. Each 
has a different effect depending on whether the game is 
3-players or more than 3. In heads-up this is not important as 
the game is effectively over if a player leaves. 
0290 The solution introduces the concept of a dead 
dealer-button. This simply means that the dealer-button is put 
on an empty seat to indicate that it is dead. As the dealer is a 
virtual one, it has no meaning other than to signify the betting 
order. 
0291. In the following examples, leaving refers to the cur 
rent player leaving, not the player that would receive the 
position in the next hand. 
0292. If the big-blind leaves with more than 3-Players, 
then the Small-blind is skipped once and a dead-button is 
needed once: 

Seat 1 Seat 2 Seat 3 Seat 4 Situation 

Button Small Big Player Big leaves 
Player Button Empty Big No small 
Big Player Dead Button Small Dead button 
Small Big Empty Button Normal 

0293. If the dealer leaves with more than 3-Players, then 
no action is necessary: 

Seat 1 Seat 2 Seat 3 Seat 4 Situation 

Button Small Big Player Dealer leaves 
Empty Button Small Big Normal 

0294. If the small-blind leaves with more than 3-Players, 
then a dead-button is needed once: 

Seat 1 Seat 2 Seat 3 Seat 4 Situation 

Button Small Big Player Small leaves 
Player Dead Button Small Big Dead button 
Big Empty Button Small Normal 

0295). If the big-blind leaves with 3-Players, then a player 
is put on small-blind twice, but this is preferable to big-blind 
having the dealer-button: 

Seat 1 Seat 2 Seat 3 Situation 

Button Small Big Big leaves 
Big Small + Button Empty Repeat Small 

0296. If the dealer leaves with 3-Players, then a relatively 
complicated situation arises. In order not to put a player on 
big-blind twice, instead the dealer is put on the big-blind. This 
satisfies principle (1) but breaks principle (2). Note that the 
blinds are reversed in heads-up play, so the dealer will also be 
the Small-blind during normal play: 
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Seat 1 Seat 2 Seat 3 Situation 

Button Small Big Dealer leaves 
Empty Big + Button Small Biggets Button 
Empty Small + Button Big Normal 

0297. If the small-blind leaves with 3-Players, then play 
continues in normal heads-up mode, since in heads-up play, 
the blinds are reversed anyway: 

Seat 1 Seat 2 Seat 3 Situation 

Button Small Big Small leaves 
Big Empty Small + Button Normal 

0298. The above examples describe the rules that are 
applied when a player leaves a table. Additionally, the brush 
mechanism may provide further functionality to dissolve 
tables with too few players (in particular those with only a 
single, “orphaned player) and redistribute the players from 
the dissolved table to other tables. This is referred to as a 
“sweep'. Preferably, the system uses a configurable threshold 
specifying the minimum number of players needed for a table 
to remain active; tables below the threshold are dissolved. 
Different thresholds may be provided for tables of different 
sizes (for example, for six-player tables the threshold may be 
two, while for ten-player tables, a threshold of four could be 
used). The service provider may modify the thresholds at any 
time, for example to adjust the behaviour of the system during 
busier or less busy times. 
0299 Players who are removed from tables in this way are 
reallocated to other tables based on their defined preferences, 
and using the standard allocation rules, as already described 
above. The brushing mechanism could also apply additional 
rules in selecting an appropriate table. For example, the 
brushing mechanism could attempt to identify games with a 
similar style of play So as to maintain the player's game 
experience. Similarity could be determined based on charac 
teristics Such as the speed of play at a given table, the total 
volume of “chips” (i.e. real or play money) at the table; or the 
average percentage of players at a table to see the flop (which 
indicates whether the style of play at the table is high- or 
low-risk). Such characteristics may be determined by analy 
sis of the game history (using logs of past play events). Alter 
natively, the game manager 8 may continuously maintain 
statistics and other relevant data as play progresses as part of 
the game state data 20, allowing the allocation component 
simply to access the relevant pre-calculated characteristics in 
order to make a comparison. 
0300. The above characteristics could also be provided as 
additional user preference options. Thus, the user could 
define a preferred play style (e.g. high-risk/low risk) in the 
preference wizard, and the allocation component, in addition 
to comparing player preferences to game attributes as already 
described, would then also analyse play style at the tables to 
identify the most appropriate table for the player. The analysis 
may again be based on statistics maintained by the game 
manager 8 whilst running the games. 
0301 When reallocating a player from a dissolved table, 
the brush mechanism may also select tables based on length 
of play at the tables—i.e. selecting tables which are more 
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stable—as already described above. In this way, the mecha 
nism can avoid reallocating a player to a table which is itself 
likely to collapse shortly, thereby avoiding further disruption 
to the player. 
0302 Instead of just dissolving tables with low player 
numbers, the mechanism may alternatively also dissolve 
fuller tables (even completely full tables) and redistribute 
their players to several Smaller tables so as to balance player 
numbers. This approach may be used, for example, when 
operating tournaments (a tournament typically begins with a 
set of starting players distributed across a number of tables, 
which are slowly reduced to a single table as players are 
eliminated). 
0303. In alternative embodiments, the sweep of orphaned 
players can be omitted, instead leaving it to the players them 
selves to leave a table and rejoin a new game using the normal 
brush mechanism. 
0304) To alleviate the problem of players dropping out of 
tables, a system of penalty blinds could optionally be pro 
vided. Generally speaking, the mobile gaming service is 
intended allow a player to participate for only a short time. In 
the online world, players sitting at a table often either have to 
wait for the big-blind to come around, which may take 10 
hands, or elect to pay a penalty-blind equal to the big-blind. 
This is to ensure that all players contribute an equal number of 
blinds. Not to cover this situation means that players can sit 
down, see a few hands for free and leave before contributing 
a penny (if the cards they are dealt are not to their liking). This 
is in direct contrast to the principles of Texas Hold'em, where 
the forced blinds create the action and make the game excit 
1ng. 

0305 To this end, players who sit down and are dealt in are 
forced to pay a penalty-blind upon exiting, if they do so before 
the big-blind comes around. In this way players do not need to 
wait before being dealt in or suffer a penalty if they are not 
going to play for long, which is expected in the mobile game. 
On a 6-max table this means players will be dealt in on the 
next hand after they sit down, and will be expected to play at 
least 6 hands before leaving. The penalty does not kick in if 
they have paid big-blind once and then elected to leave, as this 
is up to the player if he does not wish to see freehands after the 
big-blind. 
0306 The allocation process used by allocation compo 
nent 10 to allocate players to tables can be applied not just 
when a player who is not currently participating in a game 
specifically requests to join a game, but also in other situa 
tions. One example, already mentioned above, is when a table 
is dissolved, and the players from that table are reallocated to 
other tables. This can occur in order to balance tables to 
improve efficiency and game play experience and can also 
occur during tournaments or other structured gaming events 
where players are moved between tables by the system. 
Depending on the type of game, reallocation of players may 
also be carried out, for example, if an existing game comes to 
an end in accordance with the rules of the game (though this 
would typically not apply in poker where the only end con 
dition is the elimination of all but one of the players), or if a 
game is terminated due to a technical problem or the player 
loses his connection to a game. More generally, the described 
methods may be applied in any situation where a player is to 
be assigned to a game or moved from one game to another. 
0307 Further features relating to player allocation which 
may be implemented as part of the allocation component will 
now be described. These may be implemented as extensions 
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to the methods described above, or may be implemented 
independently thereof, using any other suitable allocation 
methods. 
0308 Preferably, the allocation component supports a 
dynamic brushing feature, whereby the user can set his/her 
preferences not only to include the types of games that he/she 
prefers to play, but also the people (his/her friends) that he/she 
wants to play with. When enough of the user's friends are 
available to play a specific type of game the game will auto 
matically be set up and the players brushed onto that table, if 
appropriate removing the player from a game they are cur 
rently playing. The allocation component is preferably con 
figured only to remove a player from a current game at the end 
of a round in that game or at an otherwise appropriate point; 
additionally, the allocation component may be configured to 
remove the player only from certain types of game (for 
example from single player games but not multiplayer 
games). 
0309 For example, if player A likes to play Texas 
Hold'em with players B, C, and D player A would set his/her 
preferences as such. Player A could then be playing Roulette 
and be alerted, and subsequently taken to the table, when 
players B, C, and D are available to play Texas Hold'em. In 
this way players can be brushed to their preferred games 
without the need for them to search manually for their friends. 
0310. In addition, players can be reallocated between 
tables based on detection of predetermined states or events, 
referred to herein as observables. The performance of game 
actions in response to such observables will be described in 
more detail later. 
0311. There will not necessarily always be a game avail 
able matching a given user's game preferences, e.g. when 
there are not enough players logged on for a certain type of 
game. Preferably, the user can create a hierarchy of different 
games (as part of their preferences) which the system will 
brush the player into as and when they become available; the 
system always attempts to place the player in the most pref 
erable game available. For example the user could be brushed 
to a slots machine while waiting for a poker tournament to 
start. If the user has been allocated to a less preferred game, 
and a more preferred game becomes available (in accordance 
with the user's ordered preferences), the system may prompt 
the user or automatically move the player to the more pre 
ferred game, or may simply alert the user that a better game is 
available. 
0312. In a specific example of this, the brushing system 
can be used to keep players occupied whilst waiting, for 
example, for a tournament to start, and then taking them to the 
tournament at the appropriate time. For example, "Sit-and 
Go' tournaments (SNG) are where players sit down at a table 
and wait for others to join (these are often single table tour 
naments). The rules are preset and related to the table in 
question. Once the required number of players have sat down 
at the table, the tournament begins immediately. Typically, 
this could be a 100+10 tournament, where each player puts 
S100 on the table plus also gives the house S10 as a tip (or fee) 
for playing. The resulting pot (the number of players times 
S100) is then won by the winner. Sometimes the runner-up 
may also get a prize. The benefit is that the player knows 
precisely how much many the player has put at risk (S110) 
and how much can be won (say S1,000 for 10 players). 
0313 For mobile phone gaming systems, Sit-and-Go tour 
naments can be difficult to provide because there is nothing 
for the player to do while waiting for the tournament to start. 
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It would therefore be beneficial if the idle waiting time could 
be reduced as much as possible. This can be achieved by 
allowing players to drift off and then automatically get 
brushed to the right table when the time is right. 
0314. In certain embodiments, observables can drive gam 
ing setup (this is described in more detail below). Preferably, 
a new sit-and-go tournament is started by the system with an 
ideal size (say 6 seats). If insufficient players register for the 
tournament, the size can then be reduced as a function of time 
to a lower number of seats to accommodate a reasonable 
starting time during less busy periods (this can be provided as 
an independent aspect of the invention). If it takes 15 minutes 
to fill two seats, then it may make sense to automatically 
reduce the table size to 4 seats to enable it to be filled in 
(perhaps) 30 minutes time. 
0315. A player may start a multi-player poker application 
and have preset preferences such as participating in a sit-and 
go tournament. The player is then automatically brushed to 
that initial table. Given that the player probably is not the last 
player to join that table, the player can be brushed also to a 
2nd choice (this can be cascaded). Such as another sit-and-go 
tournament or a game of Blackjack. 
0316. When the initial table can be filled (and the tourna 
ment started) due to changes Such as the availability of players 
or changes in the table setup (or other observables), then the 
player is brushed to the initial table. 
0317. The system may modify the allocation strategy for a 
player in response to how the player uses the game system. 
For example, the system may observe the number of times a 
user has played certain types of game and automatically 
adjust the brushing preferences in response—e.g. if a user 
starts playing a certain game type more than others, the sys 
tem may in future automatically take the player to a game of 
that type. Alternatively, if the user starts to play a game less 
often the system may prompt the user to start playing again, 
but in a different game. More generally, a user's playing 
habits may be considered “observables' and used to trigger 
game actions or configuration actions as described in more 
detail later. 
0318. The system is preferably enabled to receive requests 
from users to place them in games dependent on the amount 
of time they have available to play; for example, if the user 
only has 10 minutes then the allocation component would 
Suggest a heads-up poker tournament, and if the user has 2 
hours then the allocation component would suggest a multi 
player poker tournament. 
0319 Instead of taking the player directly to the allocated 
game, the system may indicate to the player details of the 
game that has been selected and give the player the option of 
accepting or rejecting the allocation. If the user rejects the 
allocation, the allocation component may select an alternative 
game, or the user may be invited to modify their game pref 
erences if no alternative is available. 
0320. As already mentioned, information about a player's 
playing style may also be used by the allocation component 
when allocating a player to a table (for example, allocation 
may occur based on a player's playing speed). In a further 
example, the system may additionally provide functionality 
for managing the orderly shut-down of games. For example, 
when a player is registered for a tournament starting at a 
future time, he may continue to play one or more other games 
while waiting for the tournament to start. Close to the starting 
time, the system may shut down any existing games for the 
player (and for other players playing in the tournament) in an 
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orderly fashion. This involves, for example, waiting for a 
current round or hand to end, so as to avoid disruption. 
0321. The system may analyse the average time a given 
player takes to play a hand and use this information to deter 
mine how many hands a user can play before being taken to 
the tournament automatically. This check may be carried out 
automatically a certaintime (e.g. 5 minutes) before the sched 
uled start of the tournament. Thus, a first player may be 
allowed to play four more hands of poker, while a second, 
slower player may only be allowed to play two more hands (or 
analogously, a certain number of spins of the wheel in rou 
lette). After those hands have been played, the players are 
then automatically taken to the tournament (either to a tour 
nament overview screen or directly to their allocated tourna 
ment table). In this way it can be ensured that all players are 
ready to start the tournament at the right time. 
0322 This shut-down and tournament set-up functionality 
may be provided as part of the allocation component and/or 
other system components. In preferred embodiments, the 
allocation component generally controls all player alloca 
tions to and movements between games, and, where appro 
priate, termination of games. 
0323 Typically, in many of the above examples, a player 
who is to be allocated to a game will have previously regis 
tered with the online gaming system, and the allocation com 
ponent can make use of e.g. user preferences, information 
about past play style and the like when selecting a game for 
the player. The registration process itself can be lengthy and 
boring, as it requires the user to input various data such as 
name, address, credit card details, and the like. When using 
the limited user interface of a mobile phone, this process can 
be particularly cumbersome. In certain embodiments, to 
make the registration process more interesting and involving 
for the user, the system preferably allocates a new player to a 
game prior to the completion of registration, and displays the 
chosen game in the background while taking the user through 
the registration process. 
0324 Specifically, in the example of a poker game, when 
the user starts the application for the first time and/or requests 
registration, a table is selected by the allocation component 
and a seat at the table is allocated to the new player. The table 
selected preferably has a game in progress. 
0325 The registration process is then carried out with the 
registration interface Superimposed on the display of the 
game in progress (e.g. using distinct colours, transparency 
effects or any other Suitable technique), or with the registra 
tion interface displayed alongside the game in a separate 
region of the screen. For example, with a small screen, the 
registration process may consist of a sequence of queries 
displayed to the user, in response to which the user inputs 
various required pieces of information. On a larger screen, 
multiple inputs may be included on a single screen. The 
queries and entry fields may be shown Superimposed at the 
centre of the screen. The registration process may commence 
with a text query asking whether the user would like to reg 
ister now or would like to obtain more information (or per 
form some other available action). 
0326 In this way, the user is able to watch the game in 
progress whilst completing the registration process, which 
can help to maintain the user's interest. It can also give the 
user an overview of how the game works. Once the registra 
tion is complete, the user immediately becomes an active 
player in the displayed game. 
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0327. To prevent the seat being taken by another user 
during registration, the allocation component preferably 
selects a game and allocates a seat in that game to the player 
at the start of the registration process and marks the game and 
seat as reserved. The selected seat may be marked or high 
lighted on the screen. However, the player does not become 
active (he in effect “sits out”) until registration is complete, 
thus allowing the game to continue unimpeded during regis 
tration. 
0328 Player allocation may be performed using any of the 
methods described above (except that information on player 
preferences and play style will typically not be available for 
new players), or any other Suitable methods. 

Drop-Out Feature 
0329. In preferred embodiments the online gaming system 

is adapted to enable user devices to lose connection with the 
gaming server while maintaining the user's session, at least 
for a limited period of time. This enables the user to reinstate 
their connection and rejoin the game. 
0330. The mobile application provides a limited period of 
time for players to respond to requests for action, for example 
to fold, call or bet while playing poker, before being “timed 
out'. This is required to provide the other players at the 
multiplayer table with an acceptable play speed. If the player 
fails to respond prior to being “timed-out', generally around 
25-40 seconds, and he/she has not lost connection, then 
he/she will be actively removed from any further participation 
in the game until he/she has requested to be reinstated into the 
game (the player is "sat out”)—this may incur penalties. Such 
as a big blind bet if playing poker. However, if the player is 
“timed-out of the game due to a loss of connection, for 
whatever reason (though typically this will be due to an invol 
untary disconnection), then an added period of time will be 
provided to that player in order for them to reconnect to the 
server. To this end, the server preferably monitors the state of 
the connection of each player, and if detecting a loss of 
connection by a player, pauses the game for an additional time 
period, during which the player can reconnect to the game. 
The remaining players at the table will be informed of the loss 
of connection, by displaying an indication to the other play 
ers, preferably indicating that the game is paused, the discon 
nected player, and the time until the game is resumed. 
0331. The player could lose connection for a number of 
reasons (voluntary or involuntary), for example he/she loses 
signal to his/her phone, or he/she receives a phone call. The 
system has the ability to cope with a large number of failure 
reasons, including battery failure in the mobile device, and 
more importantly, server failure. The example of server fail 
ure will be described further below. 
0332 Therefore, the player is provided with a suitably 
long period of time to re-establish his/her connection and 
re-initiate the application. To enable the player to rejoin the 
table as efficiently as possible, the table, environment etc. that 
the player was in prior to losing connection will be automati 
cally reinstated. Provided that the player has reconnected 
within the added period of time he/she will rejoin the game in 
the same situation in which he/she left, for example while 
playing poker he/she will be in the same hand with the same 
bets. If the player does not reconnect in time he/she will be 
removed from the table and the game will resume without 
him/her. 
0333. The feature of allowing a player to rejoin a game in 
the same condition as when he/she lost connection is also 
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available to single player games. Such as blackjack. There 
fore, this feature is available eventhough these types of games 
do not necessarily have a limited period of time to act. In this 
case, upon loss of connection the details of the game are 
saved. The details, are specifically the game state, and 
include, for the example of blackjack, the players cards, the 
dealer cards, the bet amount, and the state of the rest of the 
deck of cards, among other variables. This would enable the 
player, at any time after the loss of connection, to resume the 
game in the same state as when he/she lost connection. 
0334. In the mobile game it is important to provide an 
efficient speed of game play, mobile play tending to be slower 
than normal online play. To achieve this, in the example of 
poker-type games, all of the blinds are posted automatically, 
and, unlike other online poker games, a separate mechanism 
for players leaving the table is provided. This means that the 
game is not held up waiting for players to post blinds, and 
dealing commences immediately. However, it is necessary to 
deal with users becoming disconnected while blinds are 
posted. Therefore, the server sends out the normal Action 
Requests to post blinds. The client (gaming application) 
should respond automatically and immediately with a posi 
tive Action Response'; if this is not received, then the blind 
is not posted, and the game is paused for a time to await 
reconnection as described above. In this manner, if a user has 
become disconnected, the player does not automatically post 
a blind, and the player is left out of the game; the server does 
not commence the deal and game-play with a disconnected 
player. The client may silently reconnect and post the blind, 
for example if there is a brief disconnection the client is able 
to reinstate the connection, alternatively the player may login 
again and the blind will be posted, automatically, putting the 
player in the game, albeit with a long delay. 
0335 The small and big blinds are requested simulta 
neously by the server in order to decrease the time taken to 
post blinds. However, if a user is seriously disconnected as 
described above, then the blind is rejected by the server on the 
player's behalf. This means that another request to post a 
blind is sent to the player in the next position. There are many 
scenarios in which this may result in dead positions or com 
plex position balancing; these have been described previously 
with reference to “the brush. 

0336. In the event that the player does not reconnect to the 
table in the given time that player is deemed to be all-in to 
protect the player's monetary position. Such all-ins do, how 
ever, introduce an unfair advantage to the player, who can in 
effect stay in a pot in which the odds are not good enough to 
warranta call orabet. Therefore all-ins due to a disconnection 
(called disconnection protection) are capped at 2 per game. In 
this case the server will automatically place the player all-in 
for whatever bet he has on the table. 
0337 The game continues in a side pot if there are more 
players left to act. If there is more than one other player in the 
pot with the disconnected player then betting continues as 
normal; the side pot being contested by all of the players, the 
main pot being contested by the remaining, still connected, 
players. In the case that there is only one player in the pot 
capable of making a bet the game goes immediately to show 
down; bets are dragged and any remaining community cards 
are dealt and the showdown commences. 
0338. The drop-out feature is summarised in FIG. 7. 
0339. As shown, the server 6 comprises a processing com 
ponent in the form of game manager 8 for running a game in 
which a plurality of user devices 2 are participating. Server 6 
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additionally comprises a monitoring component 150 for 
monitoring the state of the connection of each client device 2 
to the game server 6. The monitoring component 150 informs 
game manager 8 when a connection is lost. 
0340 Game manager 8 is arranged to pause the game in 
response to detecting the disconnection of a client device 
associated with a given player from the game server. The 
game manager is further arranged, in response to the discon 
nected client device reconnecting to the game server within a 
certain permitted time, to connect the given player to the 
paused game; and to resume the game with the given player. 

Over-the-Air Configurable Gambling 
0341. In preferred embodiments the system may be con 
figured to allow the user to input their preferences remotely. 
This may be accomplished using either a mobile device, or 
preferably an internet connected PC. The user is provided 
with an internet web page adapted to receive their prefer 
ences. This provides the user with the ability to quickly and 
efficiently set-up their online gaming system preferences 
without necessarily using Small-screen mobile devices. The 
preferences are then downloaded from the website in order to 
implement them in the mobile gaming system. 
0342. In the specific embodiment concerned with wager 
ing games a user is enabled to set preferred wagering param 
eters from a web site, and download their preferences by 
clicking a button on the website. In addition to setting pref 
erences such as game type, betting preferences, and observ 
able preferences (see more detailed description below), the 
user can utilise their already known contacts, as found in their 
mobile device for example, to set preferences in relation to 
specific contacts (friends, etc). In this case the preferences 
would be such that the user can define who they prefer to play 
particular games with and other Such multiple user type pref 
CCS. 

(0343 Referring now to FIG. 4, a PC 50 connected to the 
network 4 via the internet is utilised by a user to set prefer 
ences. Alternatively a mobile device 2 is utilised by the user to 
connect to the network 4 to set the preferences. Via network 4, 
and PC 50, the user inputs the preferences into the server 6. 
Server 6 includes, among other components, an SMS server 
52 which is utilised by the server 6 to send data to the mobile 
device 2. The SMS message contains information regarding 
the new user preferences. The SMS is configured in such a 
way that it automatically updates the mobile device with the 
new preferences. 
0344 Alternatively, user preferences may be transferred 
from one mobile device to another. For example, one user 
may transmit his/her preferences to another user to configure 
the other user's game program or session. This can simplify 
configuration, especially for a new user, who can in effect 
copy a friend's configuration settings. The transfer may again 
occur via an SMS message, either via the server 6 as men 
tioned above, or more preferably directly, mobile device to 
mobile device. Upon receipt of the message, the recipient 
device updates its configuration using the configuration data 
in the message. 
0345 Further examples of the preferences which may be 
set using this feature are listed below, with further detailed 
description following:— 

0346 Brand 
(0347 Game logic 
0348 Betting preferences 
0349 Place bet 



US 2010/022 7691 A1 

0350 
0351 

Seating preferences 
Where at a table 

0352 Against which contacts 
0353 Opponent preferences (automatic accepted and 
declined opponents) per game 
0354 For example the user could set preferences 
Such as: "I like playing backgammon against Jim, but 
not poker against Jim' 

0355 Each parameter could be a function of time (e.g. 
different brand on Sundays) 

0356. Send information about the games to a contact 
0357 Invite a contact to play or compete 

0358 As mentioned above, the game includes the ability 
to send gambling application parameters (or user prefer 
ences) to contacts. Therefore, a complete, or partial template 
of a user's preferences is generated and sent to a contact 
where applicable. The template may include an invitation to 
join a certain game. 
0359. This template is then sent to the contact via SMS, in 
which the contact(s) are invited to play at a specific poker 
table, for example. The SMS in this instance is used to set-up 
the contact’s preferences to immediately take them to the 
desired table where the original user is playing (using the seat 
allocation aspect of the brushing feature to select a seat for the 
player). Therefore, it is possible for a user to set-up a private 
poker table in which the user's contacts (friends) are invited to 
play. 
0360. In this way a user could set-up a “buddy list” which 
includes a group of contacts that the user wishes to play poker 
with; for example, when the user wishes to play with those 
contacts he/she initiates a group SMS message inviting all of 
the contacts on the “buddy list to join a game, automatically 
configuring the contact's phone when they accept the invita 
tion. This would be on a first-come, first-served basis, there 
fore once the 6-person table was full the remaining contacts 
would be informed that the table is no longer available. 
0361. In certain embodiments, configuration may also be 
carried out based on observed player behaviour. For example, 
the online gaming system or game server may analyse current 
or previous games played by a player to determine game 
preferences or playing habits of the player. For example, the 
system may determine preferred game types (e.g. Omaha, 
Hold'em) or typical play style (e.g. high-risk or low-risk, 
tight or loose etc) by observing how the user uses the gaming 
system. 
0362 Accordingly, once the player's play style/prefer 
ences have been analysed, the system preferably transmits 
configuration data to the user's device over the communica 
tions network to configure the game client at the device in 
accordance with the results of the analysis. For example, 
game preferences may be modified to change the types of 
games presented to the user by default. Alternatively or addi 
tionally, game preferences or configuration may be stored 
centrally at the game server and modified there. 
0363 The information resulting from the analysis may 
also be used to allocate players to games, for example to 
allocate players to games with players of matching or comple 
mentary play styles (as described above in relation to the 
allocation component or "brush') and may be used to trigger 
game actions at the user's device (see description of the 
“observables' feature below). 
Shadow Gaming Feature 
0364. In the preferred embodiment the online gaming sys 
tem provides for a shadow gaming feature. The shadow gam 
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ing feature allows the user to select, using the over-the-air 
configuration feature or otherwise, to follow another user's 
gaming preferences. As a result, instead of the user's mobile 
device using that user's preferences it will use another user's 
preferences (this may correspond in Some respects to the 
over-the-air configurable gambling features described above, 
in particular in relation to direct device-to-device configura 
tion). 
0365. A player may wish to follow a given other player's 
habits (such as a celebrity), and thus automatically always 
play the most recent game with the most recent brand that the 
celebrity played. Referring to FIG. 1 or 4, this can beachieved 
by the celebrity's phone 2 automatically sending messages to 
the server 6 (over GPRS, MMS, SMS, or other) about game 
play containing the gambling application parameters in use. 
Any other user 2 may choose to use those preferences. This 
feature may be selected while configuring the preferences, 
thereby negating the requirement for any other preferences to 
be set-up. Alternatively the user may wish to only follow the 
other user's gaming in particular instances, for example, they 
may wish to use the other user's preferences and betting 
habits for blackjack but not for poker. 
0366. Therefore, a user could choose to gamble like a 
famous footballer, or a famous poker player. The user there 
fore becomes a "copycat for the other user. 
0367. In a further example, a user may copy not just 
another player's gambling preferences, but actual gambling 
actions. For example, a user may choose to shadow a celeb 
rity's bets in a roulette game if the celebrity places a beton, 
say, number 7, a bet would automatically be placed for the 
user on the same number. This bet may be placed with the 
same amount, with a multiple/fraction of the “shadowed bet 
amount (e.g. half, or double) or alternatively with a pre 
defined amount. Gambling actions could be shadowed live, as 
they happen, or in response to a request from a user, or when 
the user first connects to the system. For example, when the 
user connects to the system, the system may automatically 
place a wager for the user based on the last action performed 
by the selected celebrity, or based on a randomly selected 
action previously performed by the selected celebrity. Pref 
erably the user can specify in their userpreferences the user to 
shadow, which gambling actions to shadow, and/or how to 
respond to those gambling actions. Actions by another user 
may also be defined as an “observable', as described in more 
detail below. Information defining gambling preferences or 
actions which are to be “shadowed may be transferred 
directly between devices 2 via network 4, or may be sent from 
one device to server 6 from where they are forwarded to other 
devices as required. 

Observables 

0368. In preferred embodiments, the system may be con 
figured to automatically perform gambling actions for the 
user in response to certain events occurring at the user's 
device, or to certain states detected by the device. These states 
or events are referred to herein as “observables'. 

0369 More specifically, observables in this context are 
defined as an observable state or event within or without an 
application used to trigger one or a series of other events 
within that application. Therefore, an observable, or a com 
bination of one or more observables, could be used to trigger 
an event, Such as a gambling action, in a pseudo-random 
a. 
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0370. Where the user device is a mobile device, such as a 
mobile telephone, typical classes of observable may include 
communications; user interactions; and sensors. Addition 
ally, events occurring in other applications in the device, or in 
other games running in the game application, may also be 
observables. To achieve the above-mentioned pseudo-ran 
dom nature, an observable used to triggeran action in a game 
is preferably unrelated to at least that game, and may not be 
related to the game application at all. 
0371. Any single observable may be used independently, 
or in combination with any other observable. All of the 
observables and the events they trigger are determined by the 
user by setting preferences. The user can use the over-the-air 
configuration feature in order to accomplish this task. 
0372 Here follows a list of examples of observable events 
that could initiate another event or could be used in combi 
nation to initiate a separate event in relation to a mobile 
phone/device:— 

0373 A received communication (defined as an MMS, 
SMS, email, phone call, or any other form of communi 
cation with another person or machine), possibly from 
one or more specified persons. For example, the observ 
able event could be a call from a specific person with 
whom the player associates luck. 

0374 Content of a received call or message (e.g. spe 
cific words appearing in a text message, or the audio 
content could be analysed for specific characteristics or 
words) 

0375 Other information about call, messaging or other 
communications events, e.g. sender/recipient, call 
length, text length, MMS picture content 

0376. The observable event could be based on a phone's 
call register (missed, received, called or currently 
actioned call) for instance when a person has a certain 
number (possibly a lucky number to that individual) of 
missed or received calls from a contact/contacts within a 
set time period; or on Voice mails stored at the phone or 
remotely (e.g. the number of unheard Voice mails) 

0377 The time of day 
0378 Light conditions (measured by a light sensor or 
standard phone camera) 

0379 The ambient temperature. 
0380 Phone vibration. 
0381 Images observed by the camera on a phone (i.e. a 
certain object, such as a face) 

0382 Sequences of keys pressed on the phone (i.e. 
whenever the sequence "007' is used when dialling a 
telephone number) 

0383. Other user inputs, for example hyperlinks 
selected in web/wap browser 

(0384 Network/WAP portal used by the user, or user's 
MS ISDN 

0385 Gambling application demands 
0386 The activation or operation of other applications 
(thereby creating a possible cascading effect) 

(0387 Voice recognition 
(0388 Day of the year (i.e. birthday) 
0389 Screen contents 
0390 Configuration/status of mobile device, e.g. 
whether or not Bluetooth is activated; the remaining 
battery power, network signal strength 

0391 Available credit 
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0392 Device's/user's current location (obtained using 
GPS on the mobile device or other location determining 
technology, for example cell-based) 

0393 Motion sensor within the mobile device (i.e. the 
phone could be used to roll the dice in a game of craps) 

0394 Camera input the image could be analysed and 
an event triggered if the image matches certain criteria, 
e.g. as to colour/contrast; the image could also be analy 
sed over time, with detected changes triggering events 

0395 Microphone input—detection of certain types of 
noise (loudness, pitch) or even recognising specific 
Sounds (e.g. words) 

0396 The observable event could also be an action 
within a gaming application (for example folding in 
poker could be used to trigger blackjack) 

0397 As mentioned above these observables could be 
used in combination, for instance: 

0398 Time of day and person calling 
0399. Time of day and location if a user is at a certain 
place at a certain time, an event is triggered 

04.00 Day of the year and number of calls received (i.e. 
if date within a month equals number of calls received 
during that month/day) 

04.01 
0402. Any number of observables may be combined 
together to produce the desired result. 
0403. The observable events above could be used to trig 
ger a variety of game actions relating to one or more games. 
For example, an observable could trigger starting or ending a 
game, or carrying out an action within a game, such as Poker, 
Casino, Bingo, and Betting, both on the phone itself and 
through a central server. For instance:— 

0404 An observable could initiate a spin of the roulette 
wheel, betting preset numbers. 

0405. An observable could trigger a bet on a slot 
machine. For example, an incoming call could trigger a 
slot machine game (possibly with associated Sound 
effects), which in effect adopts the function of (and may 
take the place of) a ring tone 

0406 Replace a default ring tone on a phone with a 
video poker hand. 

Phone image and time of day 

0407 Use the green call button on a phone to accept a 
bet and phone call 

0408 Playing a defined amount of time on one table 
could trigger the award of a bonus, or cause the player to 
be moved to another, higher-stakes table 

04.09. The game system could use the “location” 
observable to present different games to the user based 
on location, e.g. a country-themed game could be pre 
sented when abroad, or a medieval-themed game could 
be presented when the user is near the Tower of London. 

0410 Loss of signal could trigger an offline game, and 
the user could automatically be returned to an online 
game when the signal is reacquired 

0411. An observable could trigger the configuring of a 
game (described in more detail later) 

0412 Some characteristic or parameter relating to the 
game could be modified in response to an observable, 
e.g. credit may be awarded or taken away (or passed to 
another player), or the game difficulty could be 
increased or decreased 
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0413. The device status/configuration (possibly not 
related to the game itself) could be modified in response 
to the observable, e.g. the Volume or screen brightness 
could be changed 

0414. An event could initiate an SMS message to a 
contact to provide information on the game being played 
or invite them to join the game, e.g. to join a specific 
poker table. 

0415. In the example of using an observable to initiate an 
SMS to a contact to invite them to a specific poker table the 
SMS could include specific configuration information. The 
information would automatically configure the contacts 
phone to take them to the specific poker table upon accep 
tance of the invite (see the description of the over-the-air 
configuration feature above). This feature is available to all 
community games, and is not just limited to poker. As mobile 
devices are generally always on, and always connected, this 
feature enables a group of friends to initiate a gaming session 
quickly and easily, with no requirement offixed locations, as 
with online PC gaming. 
0416) The relationship between observable and triggered 
game action may be fixed, so that the same observable always 
triggers the action defined for that observable. Alternatively, a 
random element may be introduced. For example, the game 
action performed in response to an observable may be 
selected randomly, for example from a defined set of possible 
actions. For example, a random event could be triggered at 
certain times of the day. As a further alternative, the defined 
(or randomly selected) event may be triggered only some of 
the times that the corresponding observable is detected. This 
may be determined (pseudo-)randomly, i.e. the event is trig 
gered in response to the observable with a certain probability. 
0417 Apart from triggering the game action, information 
from the observables may also be used to provide some 
parameter for the game action. For example, a roulette game 
could be triggered in response to the receipt of a message, 
with a bet automatically placed on a number corresponding to 
the time the message is received or the length of the message 
(or corresponding to the number of texts received during the 
day at that point). 
0418. In most cases (though there may be some excep 

tions), observables are typically unrelated to (disconnected 
from) at least the action that they are used to trigger; they may 
be unrelated to the game in relation to which an action is 
triggered; and they may be unrelated to the game program as 
a whole. They may be related or unrelated to the device (e.g. 
mobile phone) on which the game is being run, or unrelated to 
the normal operation of that device. They may be completely 
unrelated to the device and communications network. These 
varying degrees of unrelatedness between the observable on 
the one hand and the game action it triggers on the other hand 
can give rise to a random or pseudo-random effect—i.e. the 
triggered events may often happen unexpectedly or Surpris 
ingly. This can improve the gaming experience, in particular 
for Wagering games. 
0419 FIG. 5 provides a flow diagram of the processes 
involved in acting upon an observable event. An observable 
event, 90, as described above, e.g. an incoming phone call 
from a particular person, is registered. This observable event 
is turned into data which can be processed, input 91. The 
application on the phone, which has pre-defined preferences, 
then makes the decision, at the discrimination stage 92, as to 
whether the input is to be acted upon, depending on those 
preferences. If the input is not defined to initiate an event, it is 
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discarded, 95. If the input is defined as an actionable observ 
able then depending on the type of action required the infor 
mation is either sent to the server, the server actuation stage 
93, or is handled internally by the mobile phone/device, the 
internal program actuation stage 94. The appropriate action 
defined for the detected observable is then taken by the server/ 
mobile client, the output stage 96, for example to initiate the 
appropriate application, placeabet in a game, or sendan SMS 
to a contact as in the examples above. 
0420. The observable feature may therefore be used to 
initiate multiple gambling events on the mobile device. In a 
traditional online PC gambling application the user is able to 
have multiple gambling games open. Due to the limitations of 
the mobile screen it is often not possible to have multiple 
games viewable at the same time. Observables may therefore 
be used to initiate gambling events while playingapoker-type 
game, for example. In this situation the user could set-up their 
observables preferences to initiate a blackjack application 
whenever they fold a hand. This feature therefore allows the 
user to maximise the time spent playing games on the phone 
during any one session. There are many other examples in 
which an action within a game may be used as an observable, 
Such as when a player makes a bet or wins a large pot. 
0421. In an alternative the observable could be the action 
of running an application, for example a poker-type game, 
which then initiates a further game, such as blackjack. The 
user could therefore set-up their mobile device to automati 
cally initiate the applications that they require every time they 
play a certain game. 
0422. In a further example the observable could trigger a 
cascade of events. An observable, such as the initiation of a 
poker-type game by one user will bean observable for another 
user, that will be an observable for another game for that user, 
that will bean observable for a further user and so on. Thus the 
observable mechanism could in some circumstances initiate a 
long cascade of events. 
0423. Due to the consequences of the use of observables, 
users have the ability to opt-out of any observable type 
actions. Using the preferences, which could be set-up on the 
mobile device or using over-the-air configuration, a user may 
select and deselect any observable that his/her device is 
capable of recognising. The user may also combine the 
observables, using Boolean operators to produce the desired 
effect. 

0424 The client game application provided on the mobile 
device preferably allows the user to participate in multiple 
games at the same time (either of the same game type or of 
different game types). Given the Small screen space, however, 
the application preferably displays, and allows interaction 
with, one game at a time. The user can preferably Switch 
between active games (for example moving up or down a 
defined sequence, or by explicitly selecting a given game). 
Additionally, as mentioned above, observables may be used 
to automatically Switch between games. In particular, an 
event in one game may trigger the Switch to another, already 
running game. For example, if the player withdraws from a 
round in a game (e.g. folding in Poker), the game application 
may automatically Switch to another game. More generally, 
the game application may switch to another game at the start 
of or during a period of inactivity for the player. In this way, 
the waiting time between hands in the Poker game can be 
filled with other gaming activity, thereby maximising the 
player's play time. Similarly, the game application may 
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Switch to another game while the player is waiting for a 
scheduled tournament to start. 
0425. As mentioned above, in addition to switching 
between currently running games, the game application may 
also initiate a new game in response to an observable, and 
then switch the user interface to the new game. The observ 
able may be used to trigger the brushing mechanism 
described previously (i.e. the allocation component 10, FIG. 
1) to select a suitable game for the user 
0426. As a further example, the outcome of one gaming 
event can be used to determine the next game played, or the 
next action performed. In this way, the gaming experience can 
be extended by automatically proceeding to the next game? 
action. 
0427. In the above examples, game actions are triggered 
directly in response to detection of a given observable (or 
combination of observables). In an alternative approach, 
observables may also be used to trigger configuration actions 
in relation to the game(s) provided, i.e. to modify the game 
set-up. 
0428 For example, default preferred game types, betting 
limits and the like (as specified in user preferences) could be 
modified in response to a communications event, the time of 
day, the location (or a change of location) or any other observ 
able. If, for example, a user's preferred game type is changed 
in response to an observable, then the next time the user starts 
the game program, the allocation component will automati 
cally allocate the player to a game of the new type. 
0429. As another example, if it is observed that a player 
deposits a large amount of money into their betting account, 
then the player's preferences could be configured so that in 
future he would be taken to high Stakes games. 
0430. The user interface used by the player can also be an 
observable, and therefore drive the type of game played. For 
example, if the player is using a mobile device with a small 
screen then games that are not graphically intense will be 
provided. However, if the player is using a PDA type device 
then games that require large Screens to show large amounts 
of in-game actions will be provided. (the type of user interface 
could be determined by the actual hardware, the platform, or 
even the firmware). 
0431. In general the gaming applications can preferably be 
skinned to provide different looks to the game to appeal to 
different audiences. For example slot machines may be 
skinned; the theme of the skin may be for a charity or for a 
commercial sponsor, with the pictures on the slots being 
related to the sponsor company. In some cases the user may be 
able to choose a skin (via user preferences). 
0432 Alternatively, a skin may be selected based on an 
observable. For example, skins may be selected based on 
location, such as the country or city the mobile device is 
located in. 
0433 Instead of triggering game actions in response to 
non-game observables, events or conditions within a game 
can also be observables, for example to trigger game events in 
other games. For example, a particularly fortuitous event, 
Such as four-of-a-kind in poker, could trigger a bonus game. 
Statistical information concerning a current game could also 
be used as an observable, e.g. to triggera bonus game ifa user 
has won or lost a certain number or proportion of hands, or to 
end a game/take the user to a new game in response to per 
ceived unfavourable conditions (e.g. a lack of balance on a 
roulette table because of a predominance of red over black 
numbers). 
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0434 Alternatively, a game event can trigger an event in 
the phone external to the game program, for example a com 
munications event. As an example, in response to a significant 
win, a message (e.g. SMS, MMS) could be transmitted to one 
or more predefined contacts (for example any contacts stored 
in the phone who are also users of the game service) inform 
ing them of the win, a call could be placed automatically oran 
appointment could be automatically scheduled in the phone's 
calendar program to meet up with his/her friends to celebrate 
the win. 
0435 Agiven observable (which may be a defined state or 
event or a combination of States and/or events) can lead to 
multiple game actions or configuration actions. For example, 
an observable may trigger the set-up of a private table tour 
nament. 

0436 The above description has given a large variety of 
examples of different types of observables that may be 
detected, and of different types of actions that may be per 
formed in response to the observables. The detection and 
processing of observables by a device (in this example a 
mobile telephone) will now be described in more detail with 
reference to FIG. 8. 
0437. The mobile device comprises storage means 100 for 
storing software, configuration and operational data, process 
ing means 102 for executing Software components, and a set 
of hardware devices 104, in particular for input/output pur 
poses. The storage means 100 may be provided, for example, 
by Volatile memory (RAM), a permanent storage device. Such 
as FLASH ROM, a memory card reader or a hard disk drive, 
or a combination of different storage devices. Processing 
means 102 may be provided by a processor (CPU) or a set of 
cooperating processors. 
0438. The storage means 100 may store the game software 
106 itself, for execution by the processor 102. Additionally, 
the storage means preferably stores game configuration data 
108, game status data 110, other device configuration/status 
data 112 and an observables table 114. 
0439 Game configuration data 108 may include userpref 
erences, for example relating to preferred game types and 
betting limits. Additionally, game configuration data may 
define operational settings, for example relating to the visual 
appearance of the game program's user interface (e.g. 
colours, fonts), default game servers and the like. 
0440 Game state data 110 defines the game status of one 
or more games in progress. In preferred embodiments, the 
remote game server controls the execution of the game and 
therefore keeps track of game status in detail (e.g. quantities 
bet, whose turn it is etc.), and the game state data stored at the 
device may be less detailed; for example it may merely iden 
tify the games the device is currently participating in. How 
ever, the game state data may nevertheless track additional 
game status information for the purpose of detecting observ 
ables, even if that information is not required to run the game 
at the device. Additionally, Some games may be run locally at 
the device (e.g. single-player games), in which case the full 
game state would be recorded in game status data 110. 
0441. Other device configuration or status data 112 may 
also be stored which does not relate (directly) to the game 
program. This may relate to configuration or status of hard 
ware components of the device or to configuration or status of 
other applications/programs running in the device. 
0442. Observables table 114 defines the observables that 
are to be detected, and for each observable, the action to be 
carried out in response to detection of the observable. The 
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observables table may specify additional information, Such as 
a probability that the specified action should be taken in 
response to an observable being detected. 
0443) The table may link multiple alternative observables 
to the same action (each triggering the action) or may specify 
that a combination of observables must occur to trigger an 
action. Additionally, a single observable may be linked to 
multiple actions, either to indicate that each of the actions are 
to be carried out in response to the observable (possibly in a 
specified sequence), or to indicate that one of the actions is to 
be selected, for example randomly. In this case the table may 
again specify a probability for each action, an action being 
selected randomly in accordance with the probabilities. 
0444 The processor 102 may execute a number of soft 
ware components. A game operating component 116 pro 
vides the main game functionality (typically acting as a game 
client and interacting with a remote game server). Other 
applications 118 may also be provided for execution on the 
device which are not related to the game program, for 
example a calendar application, calculator application, or 
other games. 
0445 Observables detection component 120 is provided 
to detect the relevant observables, as defined in observables 
table 114, and instruct the game operating component 116 to 
carry out the corresponding game action in response to detec 
tion of one of the defined observables. 
0446 Observables configuration component 122 allows 
the contents of the observables table to be modified. This may 
occur in response to a configuration message received over 
the communications network (that is, the observables are 
configured remotely). Alternatively or additionally, the 
observables configuration component may provide a user 
interface to allow the user to configure the observables. In this 
way, the user can set up which actions should be triggered in 
response to which events, and specify any relevant action 
parameters, for example a wager amount for a bet which is to 
be placed in response to a telephone call. 
0447 The software components discussed above may run 
at the same time or at different times. For example, the 
observables detection component 120 is typically active at the 
same time as the game operating component 116 (both may 
form part of a single application), whilst the observables 
configuration component 122 may be invoked as and when 
needed and not necessarily at the same time that the game 
program is being run. 
0448. The hardware I/O devices 104 comprise the stan 
dard telephone user interface components 124 (e.g. Screen, 
keypad, microphone, speaker), along with other external/in 
ternal sensors 126 (e.g. camera, GPS, temperature sensor, 
battery Voltage sensor etc.). A communications Subsystem 
128 is also provided to manage interaction with the commu 
nications network, e.g. for the making and receiving of calls, 
sending/receiving of messages, Internet access and the like. 
0449 In operation, the game operating component 116 
runs one or more games for the user by interacting with a 
remote game server. The observables detection component 
120 monitors the various elements of the system to determine 
if an observable, that is some predefined state or event, has 
occurred. If an observable which is defined in the observables 
table 114 occurs then the observables detection component 
120 determines the appropriate action from the table and 
instructs the game operating component to carry out the 
action. In some cases some other action, external to the game 
program, may be required, in which case the observables 
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detection component also initiates the relevant action (e.g. to 
send an SMS using communications Subsystem 128). 
0450. The observables detected may relate to game status 
data 110 (for example when an observable in one game trig 
gers an action in relation to another game), to other device 
configuration/status data 112, or to another currently running 
application 118. Alternatively, the observable may relate to 
input received from standard user interface devices 124, other 
sensors 126 or communications Subsystem 128. 
0451. Though a large number of examples of possible 
observables have been given above, for practical purposes, 
the system will typically be configured to work with a defined 
set of observables which are detectable by the observables 
detection component, with observables table 114 specifying 
actions for some or all of those available observables (simi 
larly, there may be a defined set of available actions which can 
be performed in response to the observables). 
0452 Detection can occur in a number of ways. The 
observables detection component 120 may regularly poll the 
potential sources of observables (e.g. sensors) to obtain infor 
mation on their current states or inputs. In some cases, the 
sources of observables may be configured to alert the observ 
ables detection component 120 when certain conditions arise. 
This may correspond immediately to detection of an observ 
able, or alternatively the detection component may first anal 
yse data received from the source to determine whether it 
meets certain criteria, and/or may in some cases request fur 
ther information from the relevant source. 
0453 Analysis of data received from a source may, for 
example, take the form of comparing a temperature received 
from a temperature sensor to a threshold, or analysing the 
image content of one or more images received from a camera 
to determine whether the image content meets certain criteria 
for example to detect certain colours or objects. 
0454. As previously mentioned, the observables configu 
ration component 122 is used to specify the link between 
observables and actions to be triggered. This may allow arbi 
trary mapping between the available observables and the 
available game actions. Configuration can occur automati 
cally over the network, or can be carried out manually by the 
user. Thus, as an example, the user may specify: 

0455 that receipt of an SMS message should trigger a 
game action 

0456 that the message should be received from one or 
more specified contacts 

0457 the game to be initiated in response to the mes 
Sage, 

0458 the game outcome and wager amount of abet that 
is to be placed in the game. 

This allows the user to define a trigger such as “when Jack or 
Peter send me a message, start the roulette game, and bet £1 
on red. Various other specific examples have already been 
described above, and many more are possible. 
0459. In other embodiments, instead of using the observ 
ables table 114, observable/action triggers may be hard 
coded within the game program. Though less flexible, this 
Solution may be appropriate where only a limited range of 
observables/action triggers are catered for, and these are not 
intended to be changed easily or frequently. 
0460. The following sections describe details of certain 
aspects of the implementation of the game system, in an 
exemplary embodiment. 
Compatibility 
0461. In order to provide the mobile application with com 
patibility with multiple types of mobile devices, each with 
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varying screen sizes and operating systems—Symbian, Win 
dows CE or a proprietary system—each phone is catered for 
individually. The screen images, for example of a poker table, 
are individually drafted, to ensure correct Scaling, for each 
phone requiring compatibility. As a further example, the num 
bers shown on the screen, current table balance for example, 
are also individually drafted for each device. 
0462. Furthermore, the phone's operating system is 
catered for by compiling the software individually for each 
appropriate system. A resource manager compiles all of the 
fonts, graphics and so on, into a compressed format so that it 
is Small and easy to handle on the mobile device, given its 
limited processing capacity. 

Server 

0463. The server is built on top of the gaming platform, 
GP. The main hook is via the Session object, which the server 
overrides. The components provided by the GP and its default 
implementation, include: 
0464 Communications & Security 
0465 Session Management 
0466 Account Management 
0467 Authentication 
0468 Cashier 
0469. In a preferred embodiment, see FIG. 6, the games 
server 74 and the poker server 76 both sit on the global game 
platform 78. The global game platform 78 functions as a 
server in which all of the individual games server sit, there 
fore the poker server 76 and any number of other games 
servers 74, are actioned through the global game platform. 
The clients communicate with the server via the network (not 
shown). Below the global game platform 78 is the wallet 80 in 
which is held the user's account details; which include the 
user account balance etc. 

Application Architecture 
0470 The preferred embodiment of the invention is run as 
a server/thin client arrangement. Therefore, the majority of 
the processing is accomplished at the server, with the instruc 
tions then sent from the server to the thin client detailing the 
screen update. The thin client transmits the user actions from 
the mobile device to the server to be dealt with. This greatly 
reduces the processing required in the mobile device and 
therefore improves game speed and allows the thin client to 
remain small. Preferably, all of the screen updates come from 
the server. Another advantage of this system is that the user 
can be reconnected to the game very quickly after a loss of 
connection. 
0471. A limited amount of information is sent between the 
thin client and the server, again, in order to reduce the lag 
between user actions and a screen update. For example, the 
server sends a bit pattern to the client, preferably 16 bits to 
update and create the interface screen. 

Application Environment 
0472. The preferred embodiment utilises a mobile device, 
specifically a mobile phone, to connect to the server 6 via 
network 4. A brief description of the communication proto 
cols follows. 
0473 Mobile phones (“Phones”) are linked to the internet 
using packet communications such as GPRS. 

0474 Phones use GPRS and other packet based wire 
less technologies to connect to “local area network'. 
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0475 Phones address an access point (Access Point 
Name”, “APN), which is a computer with an IP address 
within the operator address space 

0476. The APN looks at the identity of the phone (or in 
fact the MS-ISDN, the phone number) to deduce 
whether this phone is allowed to talk to the APN 

0477. If the phone is allowed to talk to the APN, then the 
APN can obtain a temporary IP address from the real 
internet for the phone, and connect the phone to the 
internet. 

0478. The phone communicates using a protocol with an 
APN. The protocol used by the phone to connect to the 
internet depends on the phone. For example, it might be a low 
level protocol based directly on TCP/IP or higher level com 
munication with, for instance, http over TCP/IP or the 
mobile phone protocol WTP used in wap APN gateways. 
Low-level protocols on TCP/IP are sometimes referred to as 
Socket based communications. 
0479 Independently thereof and at a less low level, the 
phone uses an operating system such as Symbian, Windows 
CE or a proprietary operating system by the relevant phone 
manufacturer. 
0480 Independently thereof and at a slightly higher level, 
the thin client gaming application sits on top of the mobile 
devices operating system, along with other application Such 
as email, an internet browser, etc. 
0481. The mobile device may use different connection 
protocols for each application, for example, the device may 
use a TCP/IP APN as the default gateway for email, a wap 
WTP APN as default for browsing, and awap WTPAPN for 
a downloaded Java game, and a TCP/IP APN for a prein 
stalled Symbian calendar. In the preferred embodiment the 
mobile device uses a TCP/IP APN to connect to the network 
in order to reduce the latency times and thereby improve the 
playability of the gaming system. 

Server Application 
0482. The server component of the gaming system is pref 
erably implemented using an object-oriented framework, 
which simplifies reuse of components in other similar appli 
cations (e.g. a multiplayer blackjack application). For 
example, the system may be implemented in Java. 
0483 The following are examples of some classes used in 
an example implementation: 

0484 PokerServer 
0485 Session 
0486 PokerSession 

0487 game 
0488 Table 
0489. Dealer 
0490 Player 
0491 Ring 
0492 Action 
0493 chips 
0494 Bet 
0495 Pot 
0496 Stack 
0497 Contribution 
0498 Split 

0499 cards 
0500 Card 
0501 Hand 
0502 Deck 
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0503 lobby 
0504 Brush 
(0505 WaitingList 

0506 model 
0507 Limits 
0508 BuyIn 

0509. The PokerServer class is responsible for managing 
the lobby and game elements, as well as ancillary tasks Such 
as daily reports. When it is created it initialises the server 
based on configuration files and database settings. It runs on 
its own thread and exposes management operations. Such as 
start and stop. It is the central object that can act system-wide 
and provides a single place to store and retrieve core objects, 
making them available as necessary to other components. 
0510) A player's connection to the system is represented 
by a "PokerSession' class. Individual games are represented 
by a “table’ class. As is clear from the above example, ele 
ments of the game itself. Such as cards, bets, pots and the like 
are also represented by classes, as are game attributes such as 
limits and buy-in values (grouped under “model above). 
0511 A“Lobby' class is also provided which implements 
the brush mechanism, which takes the place of a conventional 
menu/list-based lobby (though in some embodiments, the 
brush mechanism could be provided in addition to such a 
menu/list-based lobby). 
0512. It is the primary job of the lobby to implement the 
brush. It does this using a combination of waiting lists and a 
state model, containing all running tables, including details of 
empty seats. In a preferred implementation, many of the lists 
provided by the lobby are generalised into a WaitingList 
object. The brush runs multiple such lists. 
0513 For instance, and depending on the configured lim 

its, the brush might be running a set of lists such as the 
following: 

0514 props: WaitingList (all props logged-in and avail 
able to play) 

0515 bots: WaitingList (all bots logged-in and available 
to play) 

0516 guests: WaitingList (all guest accounts free and 
available to play) 

0517 Real Money 
0518. Heads-Up 
0519 20/40p:WaitingList 
0520 50/100p: WaitingList 

0521) 6-Max 
0522 20/40p:WaitingList 
0523 50/100p: WaitingList 
0524 100/200p:WaitingList 

0525 Play Money 
0526 headsUp: WaitingList 
0527 sixMax: WaitingList 

0528. The first three lists record available participants (in 
cluding computer-controlled players referred to as bots), 
while the latter lists record participants waiting to join spe 
cific types of games. A player is added to the appropriate 
waiting list if notable matching the player's preferences is 
available when the request to join a game is received. 
0529 While the prime real-money 6-max waiting lists are 
not expected to contain any players for any significant amount 
of time, other waiting lists such as heads-up may keep players 
waiting for longer. Therefore a well-defined waiting list 
mechanism is employed and generalised for all cases. 
0530. In alternative implementations, instead of placing 
players on waiting lists, a new table may be created for a 
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player when notable matching that player's requirements is 
available. Alternatively, new tables may be created as long as 
a maximum table limit (overall, or within a given game type) 
has not been reached. Once the maximum table limit has been 
reached, waiting lists are then used. 
0531. In addition to waiting lists, the Brush maintains 
game State information for running tables in detail. Using the 
waiting lists and State information, the Brush decides on 
which tables and in which seats to sit waiting players. As 
tables become full it is the job of the Brush to start new tables, 
and as tables become empty it also closes them. A table, as 
described below, exists in its own right and manages its own 
threads, and is not in control of starting and stopping itself. 
0532. The brush operates as previously described. The 
table state is represented using a data model which provides 
sufficient information to make efficient decisions in order to 
implement such operations. Referring back to FIG. 2, this 
preferably includes a master list 14 of running tables in a 
well-defined order that makes it simple and efficient to iden 
tify the appropriate table and seat at which to sit new players, 
with each table including attributes 22 and game state data 20, 
including, for example: 

0533 Table currency (real or play-money) 
0534 Table handedness (heads-up or 6-max) 
0535 Table limits (20/40, 50/100, 100/200p) 
0536) Buy-in 
0537 Empty seats (according to table balancing rules) 
0538 Seat positions (according to between-the-blinds 
rules) 

0539. As the Brush maintains the waiting lists and table 
state information, it can also provide operational data to an 
external management or reporting system, for example: 

0540. Number of waiting players (and average wait 
time, etc.) 

0541 Coverage of bots and props (and warnings when 
coverage is below thresholds) 

0542. Running tables and betting statistics (average 
hands per hour, etc.) 

Player Menu and Preference Interface 

0543. In one example, the lobby menu presented to the 
player may include the following options: 

(0544 Play for Real Link 
(0545 Play for Fun Link 
0546 Cashier Link 
(0547 Profile Link 
0548. Instructions Link 
(0549 Options Link 
0550 Exit Link 

0551. The first two links initiate the brush mechanism for 
“real money” and “play money” games respectively. The 
“profile' link provides access to the user preference wizard, 
allowing the player to define their preferred game type. In this 
example, the user may separately define their preferred “real 
money” and “play money game types, with games of the 
selected types being initiated via the “play for real' and “play 
for fun' links. 

0552. The available game types are dependent on con 
stants set by the game server 6 at start-up of the gaming 
system. In order to select the player's preferred type of game 
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and options such as buy-in, the preference wizard provided by 
the preference manager 12 takes the player through the fol 
lowing wizard-style options: 

0553 Play for Real 
0554 Heads-Up Tables: 
0555 £0.20/0.40 Limit 
0556 Buy-in: £2.50/£5.00/£7.50 

0557 £0.50/1.00 Limit 
0558 Buy-in: £5.00/£10,00/£15.00 

0559) 6-Max Tables 
0560 £0.20/0.40 Limit 
0561 Buy-in: £400/£8.00/£12.00 

0562 £0.50/1.00 Limit 
0563 Buy-in: £10,00/£20.00/£30.00 

0564) £1.00/2.00 Limit 
0565 Buy-in: £20.00/£40.00/£60.00 
Play for Fun (one set of limits, automatic buy-in) 

0567 Heads-Up Tables 
0568 6-Max Tables 

0569. 6-Max tables may not be available, depending on 
the connection speed, in which case this wizard step is pref 
erably not displayed. There are likely fewer limits available 
on heads-up tables in order to avoid splitting liquidity. In this 
example, there are no limit options for play-money; all play 
money users play at the same limits. 
0570. By specifying values for the various options pre 
sented by the wizard, the player can select their preferred 
game type. 
0571. Once the user has navigated the game selection wiz 
ard, the client submits the selection to the server in the form of 
a message, for example “GBP6.50,100.2000 for a real 
money, 6-max, £0.50/1.00 table with a £20 buy-in, or “PLM, 
2.0.0 for a play-money heads-up game where there are no 
defined limits and buy-in is automatic. With this mechanism 
it is also possible to select indeterminate games, where the 
server will determine what game to serve, depending on what 
is available. This may in particular be useful for bots and 
props. The preference wizard could also allow the player to 
leave certain parameters unspecified. 
0572 The wizard may also present other table information 
relevant to the selected game type. What is displayed will 
usually depend on the available screen real estate and may 
vary depending on the platform. For example, for a £0.20/0. 
40 table this additional information could include: 

0566 

0573 Limits=£0.20/0.40 
0574 Blinds=£0.10/0.20 
(0575 Min buy-in =£4.00 (10x the upper-limit) 
(0576 Max buy-in =£4.00 (30x the upper-limit) 
(0577 Rake=4% (max. £1 per pot) 
0578 Disconnection protection=2 

0579. None of this information is critical as it can be 
defined in the rules. It is information that is often available in 
online poker rooms with a full lobby service and it is infor 
mation that the server usually has available. There is infor 
mation that is not relevant when using the described brush 
mechanism which is therefore typically not displayed, prima 
rily because the player is unable to choose particular tables, 
including for example: 

0580. Number of players 
0581 Average hands per hour 
0582 Average pot size 
0583. Average players in the flop 

0584. In the described embodiment, the player does not 
get to select a seat at the table. Instead, the Brush mechanism 
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sits each player in the most effective seat, such as those not 
between-the-blinds, as already discussed. 
0585 Instead of or in addition to providing a wizard inter 
face (typically accessed through a menu option on the main 
menu) for setting preferences, the preferences, or a Subset 
thereof, may be displayed on the main screen/menu, allowing 
the user to access and modify them immediately. The prefer 
ences presented may be the most important or most com 
monly modified preferences. For example, the game type 
(Omaha, Hold'em etc.) and preferred betting limit may be 
part of the main menu screen. A wizard or other preference 
interface may then separately be provided to enable modifi 
cation of all the available preferences. 
0586 A player search is preferably provided in order for 
users to search for other players—the search can be based on 
playing style, name, location etc. Players found can, for 
example, be added to a “buddies' list. The system may in 
Some implementations also allow the player to choose to join 
a game in which a given player is currently participating, 
instead of using the automatic "brushing allocation mecha 
1S. 

Poker-Type Application 
0587. The user interface for an example implementation 
of a poker-type application will now be described (see also 
FIG.3). 

In-Game Menu 

0588. During a game there are a number of menu items 
that are accessible. The menu is generally accessed with the 
right-hand soft-key of the mobile device. A soft-key label is 
displayed to indicate this. Menu items include: 
0589 Leave/Stay 
0590. History Console 
0591 Chat Message 
0592 Nice Hand 
0593 Very Nice Hand 
0594 Bad Beat 
0595 Nudge 
0596. Etc. . . . 

0597 Sounds on/off 
0598. Vibration on/off 
0599. The left-hand soft-key may also pull down the His 
tory Console, and is labelled as such. In the history console 
the left-hand soft-key closes the console, and is labelled as 
such. The right-hand soft-key allows the user to filter mes 
Sages: 
0600 All messages 
0601 Dealer Only 
0602. Dealer Summary 

Game Screen 

0603 Various aspects of the client can be “skinned' for 
different appearances depending on the user's preference. 
The term “skinning refers to the ability to change the look of 
the application without changing the function. The aspects of 
the application that may be “skinned are listed below:— 
0604 Graphics 
0605 Splash Screens 
0606 Card Faces 
0607 Card Backs 
0608 Chips 
0609 Table 
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0610 Menus 
0611 Backgrounds 
0612 Colours 
0613 Text 

0614 Sounds 
0615 Launch 
0616) Congratulations 

Game Play 
0617 There are two game-play screens (in the poker-type 
application), one for heads-up and one for 6-max tables. 
Smaller devices, i.e. those with Small screens, do not support 
6-max tables and so the server will not serve them. In all other 
cases the server defines the available games by setting con 
stants at application launch, which will be dependent on the 
speed of the connection. 

Control Panel 

0618. A control panel is always visible at the bottom of the 
screen. This displays: 

0619 Player pocket cards 
0620 Possible actions 
0621 Current rake 
0622 Timer 

0623 Pocket cards are displayed only when the current 
player is in. When the current player has folded they are 
greyed out. At all other times the space is empty, apart from a 
subtle outline indicating that this is a placeholder for pocket 
cards. 
0624 Possible actions are displayed only when it is the 
current players turn to act. Possible actions include: 

0625. Fold 
0626 Check 
0627 Call * 
(0628 Bet * 
0629 Raise * 
0630 All-In * 
0631 Show 
0632. Muck 
0633 Small * 
0634 Big * 
0635 Reject 

0636 Actions marked with an asterisk* also have mon 
etary values attached. Only certain combinations of the above 
are displayed at any one time. The complete list of possible 
combinations follows (all monetary values are examples 
only): 
0637 Small £0.10 
0638. Reject 
0639 Big £0.20 
(0640. Reject 
0641 Check 
0642 Bet £0.20 
0643. Fold 
0644 Call £0.20+ 
0645 Raise £0.40+ 
0646. Fold 
(0647. Show 
0648. Muck 
0649 All-In is a special case and may appear instead of 

call, bet or raise at any time. It will not appear instead of the 
blinds; where a player cannot meet the blind level he will be 
automatically removed from the table. 
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0650. The current rake value is displayed on the control 
panel whenever rake has been taken from the pot. The values 
are likely to be very small, such as £0.01. The rake value is 
taken from the Chip Transaction message where chips are 
moved to the dedicated rake position. 
0651. The timer control is displayed whenever it is a play 
ers turn to act, both for the current player and any opponents. 
Each Action Request' broadcast by the server contains a 
timeout value that is to be used to immediately start the timer 
animation. Times are not precise and largely subject to net 
work latency, but the indication is more important than the 
accuracy. The face is segregated into five-second intervals 
with 12 segments in total (60 seconds). The final segment 
flashes rather than disappears as it is by no means accurate; 
anything may happen during these five seconds, including a 
forced action by the server; it is unlikely that the server will 
receive an “Action Response during this time if the player 
selects his action now. 

Chips 
0652 Chips are used to represent real or play money in the 
game. Their complete and accurate representation is usually 
an important factor in any betting decision made by a player. 
Therefore all of them are displayed, all of the time. 
0653 All chip movements are specified by Chip Transac 
tion messages that detail precisely how many chips to move 
from where and to where. However, due to the constraints of 
the Screen, chips are represented notionally, with an exact 
amount in figures displayed alongside. When animating chip 
movements, notional amounts of chips are moved from one 
position to one or more other positions. Sometimes the move 
ment takes place between a position that does not display chip 
graphics (such as player stacks) and one that does (such as 
playerbet positions), and vice versa. In these cases the move 
ment may be quite abstract, with the specifics detailed below: 
the important information to get across is that chips moved 
from one place to another, and this movement flows with the 
action as it moves around the table. 

Main Pot 

0654 The main pot, which is the game, is displayed cen 
trally on the table. As rake is taken the amount is shown on the 
control panel and the main pot debited accordingly. The main 
pot (in fact all pots) can be split between one or more players 
at showdown, or in the likely event that a showdown is not 
reached, then a takedown ensues where the whole pot is 
dragged to the one remaining player. The splitting or take 
down animation will display a notional amount of chips mov 
ing from the main pot to the benefiting player stacks. 

Side Pots 

0655 All side pots are visible at all times. Side pots are 
just as important as the main pot, as the game is wholly 
concerned with the current side pot, where the main pot is 
now largely irrelevant in betting decisions. Side pots are 
displayed with a number indicator and they are displayed 
Smaller than the main pot, not because they are less important 
but because there is not much space on the table and they are 
less likely to come into play than the main pot. Side pots are 
split or taken down in the same manner as the main pot. 
Bets 

0656 Player bets are placed in front of the players pocket 
cards. They are a good indication of who is left in the game (a 
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critical factor in betting decisions) and illustrate action, 
although the player pocket cards are the final indication of 
who is in and who is out, as bets do not appear in every betting 
round. As bets are dragged into the main pot or side pots a 
notional amount of chips move across the table and into the 
relevant positions. 

Stacks 

0657 Player stacks, the amount of chips (money) a player 
has at the table, are not so critical in fixed limit games. Small 
stacks generally indicate desperation and therefore are dis 
played at all times as they do affect the game. In pot-limit and 
no-limit games the stacks become critical. As players make 
bets a notional amount of chips is moved from the players 
stack and animates around the player symbol and into the bet 
position. 

Pocket Cards 

0658. The player pocket cards are dealt face down in a 
twice-around-the-table motion, starting with the player to 
the-left-of the dealer. Animation emanates from the left of the 
community cards (of which there will be none at the time of 
the pocket cards being dealt). A player holding cards indicates 
that the player is in the game, whether or not any bets are on 
the table. A player folding or mucking results in the cards 
being animated across the table to the left of the community 
cards, in whatever orientation they are currently (face up or 
down). A flash message "dealing will be displayed across the 
screen at the time of the deal. 

Community Cards 
0659 Up to five community cards can be dealt into the 
middle of the table. Not necessarily all of them will be dealt if 
the game does not go to showdown. In the case of an all-in, 
any remaining community cards may be dealt simulta 
neously. Animation emanates from the left of the community 
cards (of which there will be none at the time of the flop). A 
flash message “flop”, “turn” or “river' will be displayed 
across the screen as the cards are dealt. When the table is 
cleared at the end of a game the community cards are ani 
mated to the emanating position. 

Dealer Button 

0660. The dealer button is displayed next to the dealer 
position and animates around the table in a round-robin fash 
ion between games, usually skipping empty seats. It is pos 
sible that the button will not move or that it will be placed in 
an empty position. 

Next to Act 

0661 The next player to act is clearly highlighted at all 
times. From the posting of the small-blind to the final call, one 
player's position will be highlighted. The action timer in the 
control panel will apply to this player. During the showdown 
one or more winners may be highlighted in the same manner. 

Messages 

0662. There are several classes of messages during the 
game. Balancing the major events, such as winning hands, 
and the minor events, such as a fold, will remain in the control 
of the server at all times. The client provides the mechanisms 
to display messages, and the server decides which mechanism 
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to use and the text of the message itself. All messages are 
delivered by the server as Write Console messages. 

Action Bubbles 

0663 As a player acts the server simultaneously sends a 
Write Console message with a seat position and the text. The 
client displays this as a speech bubble above the relevant 
position. The bubble is either displayed for five seconds, and 
then removed on timeout, or the next player acts, in which 
case it is removed immediately. The entire text is formatted by 
the server and may be up to 12 characters long. 

Flash Messages 
0664 Certain phases of the game and other major events 
may be displayed as flash messages across the screen. This 
may be text such as; 

0665 Dealing... 
0666. The flop... 
0667 Smokin shows full-house, aces full of kings 
0668 Slick wins £999.99 from the main pot 

0669. These messages are sometimes critical, sometimes 
less So and, more often, simply confidence building. Building 
confidence in the service by clearly showing what just hap 
pened, particularly for the novice player and the new cus 
tomer who has never used the application, or any mobile 
poker service. 
0670. The messages are short and to the point. They are 
displayed long enough for the player to read, but should not 
get in the way of the ongoing game. There is no natural 
timeout at which the message can be cleared, and so a rea 
sonable time Such as 5 seconds is used; this may be altered 
depending on the game type. 
0671. During a showdown these messages may comethick 
and fast and in concert with other events, such as winning 
hands to highlight and pots to split. 

Congratulations Message 

0672. If the current player wins this is communicated with 
a “congratulations' message, part of the media, at Such times 
as the appropriate Write Console message is sent by the 
server. This will only happen during a showdown. 

History Console 
0673 All of the above Action Bubbles, Flash Messages 
and Congratulations Messages are sent as Write Console 
messages. The Write Console messages will also contain 
many lower priority messages, which may not be displayed 
on the game screen. All messages go to the text console, 
whether or not they have been written elsewhere. The console 
serves as a recent history of actions and events in a purely 
text-based format. The console can be pulled down at any 
time during game-play using the menu key. 

Showdowns 

0674 Showdowns are a complex sequence of events that 
can involve many players and many pots. Defining a clear 
sequence and displaying appropriate and quite detailed infor 
mation to the players is a difficult balance. 
0675 Information that must be displayed clearly includes: 
0676. The pot in-play must be indicated 
0677. The winning players must be highlighted 
0678. The winning amounts must be displayed 
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0679 The winning hand must be highlighted, every card 
0680 The winning hand strength must be displayed “Pair 
of Deuces, Ace Kicker” 
0681. This can happen for every pot. 
0682. As the final call is made on the fourth betting round, 
so the showdown commences. Usually this entails around of 
showing and mucking. In this game the showing and mucking 
of cards is automatic, based on whether the hand beat the 
previous show or not. This is still a round though. The server 
evaluates all hands in-turn, and then sends appropriate Sprite 
Transactions to reveal all the hands that would have been 
revealed in a live showdown. Sprite Transactions between the 
server and the thin client initiate Screen updates, and include 
information relating to the portions of the screen that require 
updating, the view of the cards in this example. Pocket cards 
are revealed face-up in the positions of the current face-down 
pocket cards. These are bigger than the face-down cards and 
will cover some of the player information, such as bet (which 
will be empty) and possibly stack and nickname. Where the 
current player reveals cards these will also be shown face-up 
on the table, in the current player position, as well as the 
current face-up representation in the control panel. The rep 
resentation must be clear and potentially all pocket cards may 
be revealed on the table at the same time, so there is a lot of 
information on the table. During a showdown it is the pocket 
cards, community cards and pots that are important, and 
therefore other information may be obscured; this will 
depend on the screen size. 
0683. Once all cards have been revealed the server will 
send a Sprite Transaction that indicates to the client which 
five cards make up the winning hand. The client must high 
light the winning hand from the pocket cards and community 
cards. There may be more than one winner in the case of a 
split pot, in which case the server will indicate multiple 
pocket cards to reveal. To emphasise the winners, Action 
Bubbles are used with text Such as “WIN 99.99. And if the 
current player is the winner, a congratulations message is 
displayed, along with Sound and vibration (Subject to optional 
Settings). 
0684. At the same time as the winning hand is revealed a 
Flash Message is delivered. This will contain the absolute 
hand strength, including relevant kickers. Rather than simply 
saying “Two Pair’, the message will read “Two Pair, Aces and 
Kings'. If kickers came into play then the message will get 
longer, for example “Two Pair, Aces and Kings, Queen 
Kicker. At no point should the user be left wondering why he 
was beat. The Flash Message is displayed across the middle of 
the screen for Some seconds. There is no natural timeout, and 
therefore the suggested time of 5 seconds should provide 
enough time for players to read it and ascertain its accuracy 
from the winning cards, as presently highlighted on the table. 
0685. The server sends a Chip Transaction straight after 
the Flash Message. The client should make the chip move 
ments as the Flash Message is removed after its timeout. The 
current pot can be split between more than one player. The 
movements should be clear So as to indicate how the pot was 
split and to whom. 
0686. The online gaming system described herein in vari 
ous embodiments typically comprises one or more user 
devices, typically mobile telephones or the like, communi 
cating with a game server. 
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0687. The user device has been described above with ref 
erence to FIG.8. In accordance with preferred embodiments, 
the user device is adapted to enable participation in multiple 
concurrent games as will now be briefly described. 
0688 Referring to FIG. 8, the mobile device is connect 
able to the online gaming system via the mobile telecommu 
nications network. Specifically, the mobile device comprises 
means, in the form of communications Subsystem 128, for 
communicating with the online gaming system to participate 
in a plurality of concurrent games. The device additionally 
comprises interface means, for example in the form of stan 
dard UI components 124 (e.g. keypad, Screen) for providing a 
game interface to a user of the program relating to a current 
one of the plurality of games. 
0689. The game program 116 also provides means for 
switching the interface to a different one of the plurality of 
games, for example in response to a user input received from 
the keypad, or in response to Some event in the game (as 
described in more detail above in relation to the observables 
feature). When Switching from one game to another, the user 
interface for the first game presented via UI components 124 
is replaced with a user interface for the second game, showing 
the game state of the second game. This information is pref 
erably obtained from game status data 110 (alternatively, the 
required information may be obtained from the remote game 
server, though this may make Switching less responsive). In 
this way, the user can participate in multiple concurrent 
games, despite the limited user interface capabilities (in par 
ticular screen space) typically available in Such devices. 
(0690. The game server is illustrated in more detail in FIG. 
9. The server 6 typically comprises (amongst other compo 
nents) permanent storage 160 (e.g. a hard disk drive) for 
storing game software and player information and prefer 
ences. CPU 164 controls execution of the game software to 
operate the plurality of games provided by the gaming sys 
tem. RAM 162 stores game Software during execution, along 
with game data (e.g. game data 14 shown in FIG. 2). The 
game software typically operates in the context of a server 
operating system (not shown). A communications interface 
166 is provided to enable communication with devices con 
nected to mobile communications network 4. Communica 
tion may occur via a gateway 168, which provides access to 
the mobile communications network 4 from other networks, 
e.g. a LAN or the Internet. 
0691. It will be understood that the present invention has 
been described above purely by way of example, and modi 
fication of detail can be made within the scope of the inven 
tion. 
0692 Each feature disclosed in the description, and 
(where appropriate) the claims and drawings may be provided 
independently or in any appropriate combination. 

1. An online gaming system adapted to provide access to a 
plurality of concurrent multiplayer games, comprising a 
player allocation component adapted to: 

access information relating to the history or state of play in 
one or more of the plurality of games; 

select one of the plurality of games for the player indepen 
dence on the information; and 

allocate the player to the selected game. 
2-109. (canceled) 


