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NETWORK GAMING SYSTEM

RELATED APPLICATION

Hns is a Contnuation application of prior application Ser.
No. filed Dec. 3, 1996 (now U.S. Pat. No.

52?.1\ 79y which claims ihe benefit of U.S. Provisional
Apphmnon No. 60:010.361 filed Jan. 19, 1996, and
Provisional A on Ser. No. 60:010,703 filed Jan.
1996, The entire disclosure of the prior application O8/759,
895, from which a copy of the oath or declaration s
supplicd, Is considered 1o be part of the disclosure of the
accompanying application and is hereby incorporated by
reference.

o N

[T I

FIELD OF THE INVENTION

The present invention is related to a method and apparatus
for autemating the playving games such as blackjack so that
they can be ph\ui contingously and asynchronously by «
pnummm large plurality of players substanually, and
wherein information related to goods and services for sale
can be exchanged between players and spoonsors of adver-
tisemoents presented during the playing of a game.

BACKGROUND OF THE INVENTION

The cost effective automation of playing certain games,
like blackjack, has been difficult due o the fact that these
sames typically require a dealer and only a relatively small
number of plavers may play the game with a single dealer.
However, with the popularity of local and wide- data
communication networks, it is desirable to bBave an avlo-
mated gaming system for games such as blackjack wherein
large numbers of plavers may cost-effectively and efficiently
play such games.

Furthermore., it has been difficult to cost-cffectively pro-
vide a nelwork g qmmg, system on such networks as the
Internet in that gaming restrictions prohibit wagering and
ante fees in most contexts except such situations as local

area

area networks within a casino. However, since many players

have an interest in playing casino-type games, it would also
be desirable to have a way to benefit from interests in such
games. Accordingly, it would be desirable to have a system
that utilized a gaming context as a vehicle for delivering

product and/or service Information to users of a network e

such as the Internet. In particular, it would be desirable 10
have a data processing system that provided a large number
of players with the abmly to substantially asynchronously
play casino-styvle games on the Internet for prizes at a
recduced risk or at ,subslammlly no nsk, wherein the data
processing system coordinated the presentation of products
and/or services from sponsors of the games so that there is
a coordinated, intecactive exchange of information between
players and sponsors regarding advertisements, samples,
prizes and questionnaires related to sponsor products and/or
services.

Accordingly, since the present invention, as described in
the sections hereinbelow, addresses the above-discussed
problems within the context of playing blackjack, an over-
view of this particular game is provided so that the novelty
and various related aspects of the present invention may be
more fully appreciated.

DESCRIPTION OF BLACKJACK

The card game of blackjack is a game of chance played
between a designated player known as a “dealer” and one or
more other players, Basically, each player plays against the

P

o

w

2

s~
dealer in the sense that cach player attempts 1o achieve 2
cotlection or hand of cards having a total score for the haad
closer to the value 21 than the score of the hand of the dealer.
However, If a player’s card hand goes over 21, the player
may lose any wagers bet on the hand regardless of the value
of the card hand of the dealer.

In further detail, blackjack is typically played with one or
more standard playing card decks wheretn each card has a
value. In pariicular, cach of the face cards has the value of
10, and non-face card has a value identical to the numerical
value as indicated on the card, except for aces. That is, for
aces a value may be assigned of either | or 11, depending on
which value a player deems most beneficial 10 hissher hand.

Tn one conventional method for playing blackjack, at the
commencement of a blackjack hand, each player iniually is
provided with two cards and the dealer also reccives two
cards. Typically, one of the dealer’s cards 1s dealt with the
value of the card showing whereas the other card is dealt
with the value of the card hidden. However, variations on
when the dealer receives his/her cards may depend on the
blackjack gaming rules where blackjack is being played but,
in any case, one of the dealer’s cards must be face-up before
the players exercise varions wagering options beyond an
initial ante.

After a player has reviewed his/her cards, the player may
request one or more additional cards in an attempt to get: ()
a value for a card hand that will be greater than the hand the
dealer will have, and (b) a value for the card hand that is less
than or equal to 21. Further, a player may under certain
circumstances, as will be described below, simultaneously
play more than one band of cards against the dealer’s cards.
However, in requesting such additional cards, a player runs
the risk of “busting” each hand played wherein the player
toses his/her wager(sy on a card hand by adding cards to the
hand until a value cxceeding 21 occurs. Further note that
such busting of a hand occurs regardless of whether or not
the dealer has a card hand value of less than or equal to 21.

Note that alter cach plaver has ceased to request further

5 cards (i, each player “stands™ on his cards), the dealer

either takes one or more further cards (e, “hils™) according
1o predetermined blackjack rules as cstablished, for
example, by the gaming establishment where the blackjack
game is being conducted. In general, the dealer must take
additional cards if his/her current card count total is less than
17 and the dealer must decline further cards if the dealer’s
hands has a value of 17 or more. However, there are various
rules regarding whether a dealer may stand or hit when the
card count total is a “soft 17.” That is, one of the dealer’s
cards is an ace {and therefore may have a value of 1 or 11)
and one of the values for the dealer’s hand is 17, For
cxample, the dealer may be required 1o take 1 hit on g soft
7.

Since a hil{s) taken by the dealer is performed after all
players have exercised their wagering options, the final
numerical value of the dealer’s hand is then compared to the
final numerical value of each of the player’s hand(s) to
determine the winning and losing wagers. Note that if the
dealer’s hand exceeds the value of 21, then any player that
has not busted wins the wagers for their hand(s) regardless
of the hand’s total value. Alternatively, if the dealer’s card
hand is less or equal {o 21, then it is compared with each of
the player’s card hand(s) and in each comparison the card
hand with the closest total value to 21 without exceeding 21

i< wins. Of course, ties are possible. In such cases (called a

“push™), the plaver's wager(s) on histher card hand are
returned.
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s tvpical in blackjack 1o have at least three additional
¢ options depending on the circumstances of play. A
first such option is known as “doubling down™ wherein if the
plaver’s first two cards have a value within a predetermined
range (€.¢., 10 or 11}, then the player may double his or her
wager and once deah a single additional card, the total of 1he
three card hand becomes the valoe for the play hand.
Alternatively, another option 13 that of “splitting pans”™
wherein if the plaver’s first two cards are dentical with the
exception of suit (ie., & pair), then the pair may be split so
that two card hands are created with one card of the pair in
cach hand. Thus, the plaver must wager on each of the hands
at feast the initial wagering or ante amount. Subsequently, a
second card and any subsequent successive cards are dealt to
each of the separate hands ss the player requests and the
results of both hands are compared 10 the dealer’s haad.
assuming oeither the dealer nor ether of the player’s two
hands b

In a third option, played immediately after each player has
beer dealt their first two cards and the dealer has been dealt
at least a first cand, a player may request “insurance” under
ihe circumstances where the dealer’s single face-up card is
an ace. In this circumstance, the player is betting that the
dealer has blackjack (i.c., a card value total of 21). I the
dealer does not have blackjack, then the insurance bet s
forfeited and the player plavs histher blackjack hand as if the
insurance bet were never made. Note that the player can
typically wager an insurance bet on one-half of the amount
of his/her initial bluckjack wager or ante and if the dealer has
blackjack, then the dealer {or the paming estabhshment)
pays the player double or triple his/her insurance bet.

Further note that options for splitting pairs and doubling
down may inferact with one another according to certain
pre-cstablished gaming establishment rules wherein, for

1818,

cxample, a player may double down on one or more of ;

his/her split hands.

Additionally, there are blackjack tournaments having
tournament entrants thal compete against cach other for
tournament prizes. In such tournaments cach entrant has a
fixed intial pumber of points that can be wagered in a
pre-established number of tournament blackjack games to be
played. Accowdingly, the plaver having the lighest number
of points at the end of the wumament wins the tournament.
Note that in such tournaments, there may be specific guide-
lines established at the beginning of the towrnament for
varying the blackjack gaming rules between tournament
games. For example, rules may vary on when a player may
split pairs repeatedly during the same blackjack game. Also,
double down rules may vary so that, for example, afler a
spliting of pairs, a plaver may be allowed to double down
on any two cards or, alternatively, an additional wager of less
than the mtial wager may be acceptable when a player
requests to double down,

However, in all known variations of blackjack, players are

only allowed to enter a blackjack game at the completion of »

a previous game and, further, there is a relatively smuall
number of players that can play blackjack at a dealer’s
station simultancously. Accordingly, it is desirable to pro-
vide a system for playing blackjack wherein potentially a
very large number of players can play blackjack simulia-
neously from a single dealer station and wherein players can
commence playing blackjack at their own discretion without
wailing for a previous blackjack game to complete.

SUMMARY OF THE INVENTION

The present invention is a computerized interactive adver-
tising system (i.e., method and apparatus) for exchanging

3
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mformation regarding goods and/or services between a first

population of users (hereinalter also known as “plavers™ or
“u ¥y and & second population of users {(hereinafter also

known as “sponsors” or “advertisers”
sponsars or adver

) ar, the
TS oAy present information related 10
goods and/or scrvi to the players using the present
invention and the players may view this information while,
for example, interacting with the present invention for
playing a game such as blackjack, craps, rouletie, poker, pai
gow or the like. Moreover, a plaver may also interact with
the preseat invention so that the plaver has the capability for
responding 1o spoonsor or advertiser presented
questionnaires, as well us for purchasing or vicwing sponsor
gaods and/or services. Thus, the present invention provides
aninformanion exchange service within a gaming context for
enticing players to view andsor ipteract with sponsor pre-
sentations such as inleractive advertisements.

It is also an aspect of the present invemion that cach
player or user 15 preseated with adveriisements for producis
andior services, wherein it s believed the plaver will be
receptive fo the advertisement. That is, the present invention
sclectively presents advertisements fo each plaver, accord-
ing 1o stored characteristics and preferences of the player
that the present invention has determined from, for example,
player supplied personal information, pluyer responses 10
questions, and/or analvsis of player inferactions such as
plaver requests for additional information related an adver-
tissrnent. Thus, such a selective presentation of advertise-
ments allows a sponsor or adveriser 1o provide information
related to relatively extensive or expensive promotionals
(e.g., demonstrations, samples, discounts, trial
subscriptions, prizes, bonuses) o players most likely to
subsequently purchase the advertised product or service.
Consequently. such selectivity can greatly increase the cost
effectiveness of advertising, wherein the term, advertising
(or advertising presentation), as used herein is understood to
include not only product or service presentations that are
merely informational, but also more interactive advertising
presentations such as promotonals wherela discouats, free
samples or a tial usage may be offered.

Moreover, it is ag aspect of the present invention that each
plaver may interact with and play a game at a time and pace
(le., fempo) substantially of the plaver’s choosing. In
particular, the player is not bouad by a required order or
sequence of play involving other players, even though the
player may be in competition with other players. fo fact, a
player may cease play for an extended time while in the
midst of a game and subsequently continue the game af the
point where the player ceased to play. Thus, if the present
invention is casily accessible, then players may interact with
the present invention at their leisure.

Accordingly, in a related aspect of the present invention,
it 1s intended that players {more generally, users) are able to
mnteract with the present invention remotely, as for example,
via the Internet and/or an interacuve cable television net-
work. Thus, using an Internet embodiment as an exemplary
embodiment of the present invention, a gaming web site may
be provided wherein players may access the interactive
gaming capabilities of fhe prescant nvention and substan-
nally simultancously also be presented with sponsor or
advertiser provided information related to goods andior
services of the sponsor or advertiser (those two terms belng
used substantially interchangeably to denote e.g., those who
provide advertising to users and/or subsidize game playing,
produci promotionals or network access). Moreover, the
sponsor provided information may include, for example,
hypertext links (also denoted hyperlinks) that allow players
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to activaie, for example, network uansters for obtaining
additional nformation regarding a sponsor’s goods and/or
s regardless of the status of any game in which a
may be currently involved at the gaming web site.

vy

It is a further aspect in one embodiment of the present
mveation that a player is able 10 commence play of & game
al substantially any time the player accesses the present
wvention. That s, it is not necessary for any previous game
being played by other plavers o be LO[ﬂP}ciLd for the player
to commence play. In other words, games provided by the
present invention may be continuously and asynchronously
commenced or entered by plavers.

hois a further aspect of the preseat invention to vequire
cach player wo use s distinet identification provided when the
\ sters” with the present imvention before playing
any games so that a network site for the invention may be
able o whentify each player. Accordingly, it is an aspect of
ithe present invention during registration, that each plaver
provides personal information about him/hersell’ both for
gaming identification and/or use as selection eriteria by
sponsors of advertisers for presenting particular presenta-
tions. For example, in the case of an Imernet embodiment of
the present invention, such registering can be performed via
the Internet prior 10 play of any games ab a gaming/
advertising web site. Thus, players may be reguired o
provide the present iavention with information about them-
selves such 2s name, address, E-mail address, age, sex,
and/ov other player characteristics deemed pertinent o one
or more sponsors or advertisers, Accordingly, the present
mvention provides a sponsor or advertiser with the capabil-
ity o target its preseniations substantially only to players or
users having selected characteristics as, for example, deter-
mined {rom playver information provided when registering
with # network site for the present invention.

{t 35 a further aspect of the present invention to have
players compele against one another for prizes in one or
more gaming tournaments. Using the Internet embodiment
of the present invention as illustrative, a gaming/advertising
web site for the present invention may partition the popu-
lation of players into competitive groups wherein each group
mncludes the players for a distinct tournament. Moreover, the
present invention may determine a competitive group
according to criteria such as: {a) the game(s) to be played in
the wurnament; (D) a skill level for the players (e.g., as
derermined by play in a previous tournament(s)); {¢) par-
ticular player chavacteristics such as age, area of residence,
horme ownership, ete.; (d) particular player lifestyle traits
such as traits exhibited by exercise enthusiasts or cruise ship
enthusiasts; and (¢} particular plaver preferences such as
preferences related to jewelry, personal care products or
particular sports.

It is a further aspect of the present Invention to allow
players 1o play games offered by the present invention
without incurring financial risk or charges beyond those that
are typical for the network being used in accessing the
present invention.

It is a particular aspect of the present invention to provide
blackjack and other casino-style games such as craps,
roulette, poker, pat gow, of variations thercof, wherein such
games may be played by a plurality of players contipuously
and asynchronously, and wherein each game is likely to be
unique from all other games being playved concurrently.
Furthermore, in a rclated aspect of the present invention,
such games may be aniomated s0 as to not require a manual
dealer. Also, the presen! invention may be plaved, in one
embodiment, 10 a gaming establishment (e.g., casino) using

A
s
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low cost gaming stations \'hivh players may play suach
games entirely electronically. Ahernatively, in another
embadiment, the present mvcmmﬁ may be used o play such
casino style games as blackjack on the Internet. Tn this later
embodiment, a blackjack game comroller {or the present
mvention communicates with blackjack players at Internet
client nodes via a web site from which the blackjack game
controller is accessed. Thus, blackjack players mav play
blackjack in the privacy of their own homes and at theiy
leisure since the present invention does ot reguire ihat a
particular tempo of a blackjsck game be maintained.
Adduionally, the present invention utilizes novel vanietics
i such games, as blackjack, that make the games more
Lﬂ_[(\) able for users. For example, using variations of black-
illustrative, in one novel embodiment wherein the
dealer functions are automated by a dealer module, this
module can play blackjack with a plurality of players
concurrently such that each player appears to be play
exclusively with the dealer muduk (e.g., “head-to-head™.
Moreover, in one blackjack embodiment, blackjack
game is played asynchronously from other concurrent black-
jack games with the dealer module. Furthesmore, the dealer
module may play a different dealer card hand with cach
player. In particular, the inittal one {or two) cards (or cand
representations) dealt 1o the dealer for cach game are
unlikely to be the same for any two blackjack games being
played with the dealer module; e, the probability of any
two concurrently played blackjack games beiag ideatical is
substantially equal to chance. Accordingly, this vaniation is
particularly worthwhile when players are pidymg remotely
through a network such as the Internet. Aliernatively, in a
different blackjack variation, the dealer module and cach
plaver concurrently playing blackjack with the dealer mod-
ule may be provided with cards (or card representations)
from the beginning of an identical sequence of card rcprc—
sentations. Thus, each concurrently playing playe sives
an identical initial card hand and the dealer is also dealt an
identical imtial card hand. Subsequenty, the Lil(ﬂ hands
within each concurrent game will vary ouly if players
request further cards differently. Accordingly, :lu.s variation
of blackjack is particularly uscful in tournament blackjack
played within the confines of a casino, wherein the play of
each player in the fournament is synchronized 1o start and
stop within a predetermined interval. Note that this variation

cach

s of blackjack is enjoyed by tournament players in that the

tournament players may consider it a better or fairer way for
demonstrating blackjack playing skill.

Other features and benefits of the present invention will
become apparent from the detatled description with the
accompanying figures contained hereinafter.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1is a block diagram of an embodiment of the present
inveation wherein this embodiment may be used within a
blackjack gaming establishment such as a casino;

FIG. 2 provides a representation of the gaming stations 18
of FIG. 1 wherein these gaming stations are used in gaming
establishments for playing blackjack;

FIG. 3 is a block diagram of an alternative embodiment of
the present invention wherein the present invention is used
to play blackjack on the Internet;

FIGS. 4A~-4E represent a flowchart for the processing
performed by the blackjack game controller 14 when pro-
cessing blackjack requests from players in either of the
embodiments of FIG. 1 or FIG. 3;

FIG. 5 provides a simple example of the operation of the
present invention for playing a novel variation of blackjack
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wherein four blackjuck games are shown being played
asynchronously with the blackjack game controller

FIGS. 6A and 6B arc a block diagram of an Inernct
embodiment of the present invention;

FIG. 7 &8 1 diagram iHlustrating how a user navigales
through web pages of the World Wide Web for accessing the
game/advertisement web site 308 (FIG. 6) functionality; and

FIGS. 8A and 8B are an alternative embodiment of the
game/advertisement web site 308.

DETAILED DESCRIPTION

In FIG. 1, a block diagram s presented of a first embodi-
ment of an clectronic system 10 for the present invention for
plaving blackjack, wherein data flows are represented by
solid arrows and control flows are represented by dashed
arrows. In particular, the embodiment of FIG. 1 presents an
architecture for the present invention for use on, for
example, a local network within a casino, wherein low cost
gaming stations may be utilized. Accordingly, the blackjack
ganung system 16 includes & blackjack game controller 14
clectronically connected 0 one or more potentially remote
gammg stations 18 sa that for each gaming station a player
may play blackjack. 1n the blackjack gaming system 14, the
blackjack game controller 14 functions substantially as a
dealer would in a manually operated blackjack game and
each gaming station 18 provides a blackjack player with an
electronic representation of a blackjack game wherein it may
appear that the player (i.e., user) at the gaming station 18 is
the only player playing against the dealer {(i.e. “head-to-
head” against the blackjack game controller 143,
Accordingly, each gaming station 18, as will be discussed
with reference o FIG. 2 below, includes a display for
displaving both the dealer’s cards and the player’s cards.
Each gamiung station 18 also includes player interaction
capabilities for requesting additional cards, activaling vari-
ous blackjack player options at appropriate times, and poten-
tially increasing various wagers at predetermined phases of
a blackjack game. Further note that each gaming station 18,
when In operation, may request a security code be provided
by a player for identifying himself/herself or, alternatively,
the gaming station may request the player 10 insert an
elecironic card (not shown) into the gaming station 18 so
that information electropically encoded upon the card is read
at the gaming station and wransferred to the blackjack
controlier 14.

Referring now to the infernal structure of the blackjack
game coniroller 14, a gaming station interface 22 is provided
for interfacing with cach of the gaming stations 18. In
patticular, the gaming station interface 22 buffers data
signals between the other componenis included within the
blackjack game controller 14 and the gaming stations 18.
Yor example, the gaming station interface 22 may have
speed matching buffers in order to adjust for differences in
speed between the blackjack game controller 14 and the
caming stations 18. A blackjack driver 26 exchanges data
with the gaming station interface 22. The blackjack driver 26
substantially coordinates the operation of the blackjack
game controller 14. In particular, the following capabilities
are substantially provided by the blackjack driver 26:

(1.1) identifies each player requesting to play blackjack at
one of the gaming stations 18;

(1.2) creates internal data structures for communication
with other modules of the blackjack game controller 14
regarding each blackjack game being plaved; in
particular, blackjack gaming data objects or records are
(reyinstantiated with each player request, such data

8
objects providing sufficient information for the black-
jack game convroller 14 1o propurdy respond 1o cach
received plaver requesi;

(1.3} determines the owput of the blackjack game con-
woller 14 10 cach of the active gaming stations 18;
(1.4} distnibutes blackjack gaming data between other
modules of the blackjack game controller 14; and

{1.3) provides card representations 1 gaming statiens 18.

In performing the above tasks, the blackjack driver 26
communicates with a blackjack player registration and play-
ing status daiabase 28. The datab em 28 maintaing in
persistent storage information regarding each blackjack
plaver. In particular, the database sysiem 28 maintains:

(2.1} information dentifyving cuch player; ¢.g., @ unique
player identification code;

(2.2) information regarding, for cxample, cach blackjack
player’s financial status; in particular, a credit limit and
a current amount of funds (either 1o be paid or received
from the plaver);

(2.3} for cach person registered 1o play blackjack, infor-
mation regarding the status or context of any game the
player is presently playing; that is, sufficient informa-
tion 8 stored so that the blackjack game controller 14
can retrieve this nformation and continue 4 blackjack
SAMG 13 response 10 receiving u plaver’s request;

(2.4) for each person registered to play blackjack, infor-
mation regarding any blackjuck tourmament that the
player is plaving; in particular, stnce such a tournament

30 typically requires a tournament player to complete a
specified number of blackjack games in a prodeter-
mined amount of time and/or o complete a specified
number of blackjack games out of a iotal pumber of
blackjack games, the following types of information
maybe stored: (a) information relating to the number of

i

35
blackjack games completed by the player; (b) informa-
tion related 10 the time and/or the number of games
remaining in the tournament: and (¢} information
refated o the amount of funds or points in the player’s
49 account for the tournament.

The blackjack driver 26 communicates with a wager
accounting module 30 whercin the wager accounting mod-
ule provides the following capabilitics:

(3.1) determines various wagering limit parameters for
the next one or more blackjack games to be played
{e.g., the wagering limit per game and the total wager-
ing limit per player); and

(3.2) performs wagering accounting for cach plaver's
wins and losses.

Thus, the wager accounting module 30 is instrumental W
initializing a new blackjack game in that this module
receives and maintains financial information related 1o cach
currently active player ai a gaming station 18. Thus, the
wager accounting module 30 has a communication dafa
channel with the blackjack player registration and playing
status database 28 so that the wager accounting module 30
may retrieve information for determining whether the player
has, for example, sufficient financial resources o cover
potential wagering losses. OF course, o provide waging
evaluation information o other controller 14 modules, the
wager accounting module 30 recetves identifying informa-
tion from each such module requesting an evaluation.

The blackjack driver 26 also communicates with a black-
jack player evaluator 34. The blackjack player evaluator 34
receives, from each player {via instantiation of blackjack
gaming data objects from the blackjack driver 26), ail
blackjack player requesis except the data from each player

48
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at amount to be wagered.

idicating Thus, the blackjuck
plaver cva{uamr 34:

{4.1) determines cach player’s options during

games; and
{(4.2) responds to player requests for hits or tw, for
example, split pairs.

Thus, the hlackjack player evaluator 34 enforces the gaming
establishment rules related to player options during a black-
jack game. Note, however, that in responding to certain
plaver requests, the blackjack player evaluator 34 commm-
picates with the wager accounting module 30 to confirm that
4 proper wager accompanices the requested option and that
the wager is acceptable to the wager accounting module 30.

The blackjack player evaluator 34 is supplied with data
corresponding 1o blackjack card representations from a card
generator module 38, The card generator module 38
generaics, for example, an ordered collection or sequence of
substantially random card representations and each such
card represeniation is provided to the blackjack player
evaluator 34, wherein the blackjack player evaluator
responds to each player’s valid hit request by outputting the
most recent card representation received from the card
generator module 38. That is, cach player at a gaming station
18 receives a card representation according to when the
player’s request is received by the blackjack player evalu-
ator M.

Yurther, note that the card generator module 38 also
supplics the same card representations as supphied to the
bilackjack player evaluator 34 (0 a house blackjack playing

blackjack

module 42, wherein this latter module plays the dealer’s 2

hand in cach blackjack game. Thus, the house blackjack
playing module 42 enforces the blackjack gaming rules on
behalf of the guming establishment. In particular, this mod-
vle determines when and how insurance bets can be made
related to the dealer’s cards. Note, as with the blackjack
player evaluator 34, the house blackjack playing module 42
outputs, when required o provide the dealer’s hand with
another card representation at a gaming station 18, the maost
recent card representation received from the card geaerator
module 38. Further noic that the house blackjack playing
module 42 provides control information to the blackjack
driver 26, particularly regarding activation of the blackjack
insurance option. This information, in wrn, is conveyed to
the blackjack player evaluator 34 so that this latter evaluator
may activate the insurance option for each player at an active
gaming starion 18,

A blackjack hand evatuator 46 is also in communication
with the blackjack driver 26. The blackjack hand evaluator
46 cvaluates cach player’s hand(s) in comparison to the
dealer’s blackjack hand for determining the win/loss/tie for
cach player’s hand. Thus, the dealer’s hand and the one or
more hands played by cach player at a gaming station 18 is
supplied to the blackjack hand evaluator 46. Subsequently,
this evaluator outputs win/loss/tie results to the gaming
stations 18 via the blackjack driver 26 and the gaming
station interface 22. Further, the blackjack hand evaluator 46
also outputs wig/loss/tie results along with the identity of the
plaver playing cach hand to the wager accounting module 30
so that wager credits and debits for each player’s account
may be updated according fo the last or mos{ recent black-
jack game results.

In FIG. 2, and embodiment of a gaming station 18 is
illustrated. The gaming station 18 includes a player input
arca 204 wherein a player may press touch-sensitive por-
tions of a thin film laminated with blackjack player opera~
tions and requests. Immediately above the player input area
is a player output display area 208 for displaying blackjack

Document 64

=

i5

35

48

A

Filed 09/11/2007

366 Bl
10

information related to the player. Optionally, cach
station 18 may include a player identification card

gaming
ming

ruuiu 216 so that a blackjack player My dentify him/
hersell st o gaming station 18 by swiping & magnetic

identification portion of a player idemification card (nof
shown) through the card slot 221 thereby allowing the card
reader 216 1o transmit the player’s encoded xdcmx fication
upon histher card 1o the blackjack game controlier 14.
However, it should be noted that other contigurations of the
gaming station 18 are also contemplated by the present
invention, Iu particular, gaming station 18 may not have a
card reader 216. Instead, a bluckjack player may be required
1o register either manually or automatically at « site remote
from the gaming station 18, or, alternatively pumu.ﬂ iden-
tification numbers may be provided to plavers for identity-
ing themselves via the player input area 204 wherein. for
example. 3 numeric digit provided in the lower botiom
portion of some of the touch-sensilive arcas may be used by
the plaver to input a personal identification number. Further,
the arrangement of the tuch-sensitive portions of the player
input area 204 and the format of the display area 208 (both
being discussed in detail below) may have other arrange-
ments and still be within the scope of the present invention.
Describing i detail now the touch-sensitive portions of
the plaver inpul arca 204, an activate/eater next game butlon
220 is provided. This button is used to initially activaie the
gaming station 18 so that a “request to play” signal is
ransmitied to the blackjack driver 26, That is, assuming a
plaver aciivates this button at a gaming station 18, the
blackjack driver 26 responds by requesting that the player
input hissher identification via, for example, placing an
identification card in the card reader 216 and‘or a personal
identification number via the player input area 204
Additionally, note that the button 220 may be pressed af the
end of a blackjack game for indicating that the player wishes
10 play another blackjack game. Note that in one embodi-
ment of the present mvention when consccutive games are
plaved by a player, the player need only press the bution 220
to commence a new game. That is, the player’s identification
need not be entered for cach consceutive game played
(assuming the button 220 is activated within a predeter-
mined time after the last game has terminated).
The plaver input area 204 also includes a quit bution 224
that a player may press to explicitly indicate the player’s

s desire o terminate any further gaming at the gaming station

18,

Additionally, buttons 228 through 248 provide the player
with the capabilities to request the following blackjack
AMING reqUEsts:

(5.1) The “HIT” button 228 allows the player to request

another card 1o be dealt o him/her.

(5.2) The “STND” button 232 allows the player o stand
on a curren! blackjack hand.

(5.3) The “DBL” button 236 allows the player to double
down under appropriale circumstances as determined
by the blackjack player evaluator 34

(5.4) The “SPLIT” bution 240 allows the player to split
the player’s first two cards into two separate blackjack
hands when these first two cards are identical.

(5.5) The “INS” button 244 allows the player to request
insurance under the circumstances where the dealer’s
single face-up card is an ace.

(5.6) The “BET” button 248 allows the player to request
that a bet or wager be entered during a blackjack game.

Note that subsequent to requesting a bet via the “BET”
bution 248, the buttons 252 through 264 are activated so that
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the plaver may input various betting amounts. In particular,
buttons 252 through 264 provide the player with the option

10 bet $3.00 (button 282}, $25.00 (button 256), $100.00
(button 260% and $500.00 (bution 264). Moreover, a

sequence of the buttons 252 through 264 may be pressed for
obtaining s bet not provided by a single bution. For example,
1o bet $130.00, the player presses consecutively each of the
buttons 252, 256 and 260 (in any order) exactly once.
The player input arca 204 also includes various coalirm
and cancel buttons 268 through 276. The accept button 268
allows the user 1o accept # last input, For example, it s an
aspect i the present embodiment of the nvention that after
each uscr input, the input is accepted either by the player
explicitly pressing the accept button 268 or by allowing a
predetermined amount of time to expire afler the last player
input. The “CANCEL BET” button 272 allows the user 10
cancel an immediately preceding bet thal was inputl.
Haowever, note that if a time Hmit is exceeded for placing 2
bet due to. for example, the player pressing the “CANCEL”
bution 272, then any minimum bet required will be auto-

matically wagered on the plaver’'s behalf by the wager
accounting module 30, Further, the “CANCEL LAST" but-
ion 276 may be used by the player 1o cancel the immediately
preceding wager of oae of the doltar amount butions 252
through 264. Thus, if & player intended to bet $125.00 by
pressing first the buiton 260 followed by the button 256 but
instead pressed the bulton sequence 260 and 264, then the
plaver may press the bution 276 for cancelling the $500.00
bet associated with bufton 264 and subsequenily the player

presses the bution 256 10 obtain the desired bet of $125.00. :

Nete further that pressing the “CANCEL LAST” button
iwice in suceession also cancels the entire bet.

A “SPEED OF PLAY” button 280 may be optionally
provided on the player oput area 204, This bution allows the
player to specify 1o the blackjack driver 26, for example, the
predetermined amount of time after a player input 10 wait
before each subsequent input is automatically accepted. In
one embodiment of the present inveation, the “SPEED OF
PLAY™ button 280 includes active areas at cach end of the
button, wherein if the user presses the “slower” end of the
buiton 280, then the predetermined time(s) for automatically
accepling a plaver input is lengihened. Alternatively, if the
player presses the “faster” end of the bution 280, then the
predetermined default acceptance time(s) becomes shorter.
However, it is imporant to gote that the tempo of the
blackjack game is, using the present invention, no longer as
important as in typical blackjack gaming situations. That is,
since each blackjack plaver using the present invention is
wot plaving in sequence with other players, there is less
concern about speedily playing so as not to delay other
players.

Lastly, the player input arca 204 includes a “HELP”
buiton 284 for allowing the player to request assistance
from, for example, the personnel of the gaming establish-
ment providing the gaming station 18.

Referring now to display area 208, the screen display
provided here is but one of a number of contemplated screen
layouts for the present invention. In particulas, the screen
layout illustrated in display arca 208 is a representative
layout for use in playing foumament blackjack. Thus, when
other modes of blackjack are played other than tournament
blackjack, then it is within the scope of the present invention
to modify the fields represented in the display arca 208
according to the player needs for the type of blackjack being
played. Further, it is important to note that in one
embodiment, the display 208 is in color so that, for example,
diamonds and hearts are in red and spades and clubs are in
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black, and various ficlds of the display ares 208 may
highlighted for focusing a player’s altention on the portion
of the display providing information most relevant 10 the
player’s currently permissible oplions.

Describisg now the ficlds currently presented in display
208, at the top of the display is the house hand arca 288: ()
for providing a representation of the cards that have been
dealt to the house; {b) for providing a status of the house
hand (i.e. one oft “STND™ for standing, “BUSTED”, when
the value of the house haud exceeds 21, and “CONTINU-
ING” when the house may take additional hits. That is, this
field provides an annotation “house hand” followed by &
represeatation for at least one card that has been dealt tw the
house; 3.¢., an ace of hearts, In the player™s hand arca 292 of
the display area 208, there are five columns providing
information related to each blackjack hand the plaver is
cusrently playing in the blackjack game. The columns pro-
vide the following formuation:

(6.1) the "PLAYER HAND(SY" columa provides, in ¢ach
row of this column, a different blackjack hand that s
being played simultancously by the player in the cur-
rent blackjack game. Thus, two blackjack hands are
presently represeated as being played simublancously
by the player on the display arca 208. That is, an upper
or first hand having a three of spades, king of hearts,
and a five of spades, and, a lower or second blackjack
hand having a three of clubs and an eight of diamonds.
{Note, when a player chooses to double down, card
representations in common between two blackjack
hands may be displayed in a row between the remain-
ing card representations for both hands. Alternatively,
card representations in common between blackjack
hands may be duplicated in the blackjack hands o
which the common cards representations apply.)

{62y A “STATUS” column for indicating the current
status of each blackjack hand the player is playing. That
is, for the first or upper hand that the player currently
is playing the status is “STND” thereby indicating that
the player has elected to stand on this hand
Alternatively, for the second or lower hand a staws of
“PICK OPTION” is provided thereby indicating that it
is the player’s turn to pick a blackjack playing option
for this hand. Note that there are at least three possible
values for the status field of cach blackjack hand being
played. That is, in addition to the two represented in
FIG. 2, a “BUSTED” status value is output for indi-
cating that the value of the related blackjack hand has
exceeded 21.

(6.3) The “OPTIONS” column provides, for cach black-
jack hand being played, an indication of the permissible
blackjack plays that the player currently may select
from for the related blackjack hand in the same row.
Thus, for the first hand illustrated in area 292, there are
no options remaining for the player to play related 10
this hand: However, on the second hand, four permis-
sible player inputs are displayed as options o the
player. That is, the player may stand on the related hand
(STND) by pressing button 232, the player may request
a hit (HIT) by pressing button 228, the player may
double down (DBL) by pressing bution 236 and the
player may bet an additional wager by pressing button
248 and subsequently putting a bet amount using
buttons 252 through 264.

{6.4) The “LAST BET” column displays to the player
his/her last bet for each blackjack hand the plaver is
currently playing. In particular, for both the upper and
lower hands shown in area 292, the plaver’s last bet
was $50.00.

be
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{6.5) The “TOTAL BET” column displays 1o the plaver
the 1otal bet the plaver has wagered on the blackjack
hand to which it relates. For example, in FIG. 2, m both
the upper and lower plaver’s blackjack hands

displaved, the player has bet a total of $200.00.
Below the plaver hand arca 292 is the player information
arca 296 wherein additional blackjack gaming information
relating 1o the player is displayed. In particular, labeled line
300 displays the most recent bet amount that the player bas
requested along with 2 tag indicating the status (e.g.,
“ACCEPT/CANCEL ) of the most recent bet. Note that ihe
status bay be: (a) “"ACCEPTED™ for explicidy or impliciily
indicating the acceptance of a displayed wager (via the
plaver pressing the accept bution 268 or by default due 1o a
time limit expiring); (b) “CANCELLED™ for cxplicitly
indicating the cancellation of the last entered wager (via the
player pressing either of the cancel buttons 272 or 276); (¢}
“REJECTED™, this status being displayed due to the wager
accounting module 30 rejecting the player’s most recent bet:
and () "ACCEPT/C.
igvention is waiting a predetermined amount of time for the
plaver to explicitly sccept or cancel the most recent bet.
Thus, in the example of line 300 in FIG. 2. the player has
indicated a most receat bet of $30.00 and the blackjack
driver 26 has output a status of “ACCEPT/CANCEL” as in
{d) above. Further note that the blackjack hand(s) to which
this most recent bel applics may be designated in any of a
number of ways such as, for example, nghlighting the
row{s) in the player hand arca 292 of the blackjack hand(s)

1o which the most recent bet of Hue 300 applies. Alternately, :

an indicator such as arrows 302 may be used as in FIG. 2 o

indicate 1o the plaver thai the most recent bet is to be applhied

to both the upper and lower bluckjack hand(s).
Additionally, note that line 304 displays the annotation

“INSURANCE BET™ ogether with any Insurance amount 3

that has been bet by the plaver. Accordingly, the dollar
aimount on lige 364 and the notation at the right end of the
line pertain, respectively, to the amount that has been bet as
insurance, and the status of this bet (le., one of

SACCEPTED”, “CANCELLED”, “REJECTED” or 4

“ACCEPT/CANCEL” as in line 300).

In line 312 of the player information area 296, the total
amount of funds available by the player for betting is
displayed. For example, line 312 of FIG. 2 indicates that the
player has a total amount for betting of $1,000.00. Note that
the wager accounting module 30 maintains tns total amount
available for betting and updates it after cach blackjack
game.

The lower three lues 320, 324 and 328 of the player
information area 296 provide blackjack plaver information
that is particularly useful when plaving in a blackjack
tournament. Thus, the information in these three lines may
not be displayed when the present invention is used by
players not in a tournament. In line 320, wwo fields are
provided for displaying playing time information. The lefi-
most field, annotaied by the label “ELAPSED PLAYING
TIME:", displays the total amount of time the player has
played blackjack (which in this case is 45 minutes).
Alternatively, the rightmost field, anpotated by the label
“SREMAINING PLAYING TIME:", displays the time
remaining in the fournament.

In line 324 an identifier for any tournament associated
with the present blackjack game is displayed.

In line 328, up to two additional ficlds are provided that
are useful in lournament blackjack. The leftmost field having
an annotation of “GAMES PLAYED:™ displays to the player
the number of blackjack games he/she has completed within

ANCEL” {or indicating that the present 2
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a tournament. Note that is some blackjack tournaments cach
plaver is requited o complele a certain predeteominad
number of games within a predetermined allofted time
period. Por example, a blackjack wurnament may require
cach plaver to play SO games within a predetermined inter-
val (such as four days). Relatedly, but optionally, 1n black-
jack gaming contexts where the total pumber ol blackjack
games in the wurnament is meaningful, the rightmoest field
of line 328, having the annotation "GAME NUMBLER:”,
displays 10 the player the total number of ournament gumes
that have beon completed thus m the tournament.
Aceordingly, using at feast the leftmost annotated ficld in
line 328 and “REMAINING PLAYING TIME?" anaotated
field of line 320, the player is able to determine the number
of remaining games in the tournament that he/she must play.

Fursther note that other blackjack game values are con-
lemplaied by the present invention. For example, a fickd
providing the number of games remaining that a player st
play in the tournament may be added {or substituied for) in
addition to the current values in the player information area
296,

In & next display 208 lower area, denoted the mles area
336, blackjack house rules are displayed. In particular, the
house rules displayed in area 336 allow vanations upon the
typical blackjack rules that & player is lkely w0 assume if nof
prescated with information o the contrary. Noie that by
providing these additional rules on the display of gaming
stations 18, successive blackjack games may be provided
with different house blackjack rules thereby crealing an
increased interest in each game by the plavers and requiring
additional blackjack plaving skills from the playvers. Note
that three house rules are provided in the preseni display area
336. That is, (a) Iosurance for the present blackjack game
pays 3 10 1 odds (instead of the typical 2 1o 1 odds); (b) the
player may double down after splitting ounly onee; and (¢) the
migimum bet is $25.00 for the current game.

Lastly, the display 208 includes a player identification
area 342 for wentifying the plaver curreatly playing black-
jack at the gaming station 18. The present plaver area 342,
includes a field having the current player’s name (c.g., 1. B
Smith). However, other fields identifying the player are also
contemplaied by the present invention including, for
example, a player identification number such as the number
that may be encoded upon a player identification card used
in conjunction with the card reader 216 for identifying the
player.

FIG. 3 presents a second embodiment of the blackjack
gaming system of the present invention. In this embodiment,
the blackjack game controller 14 is substantially the same as

ar

y described hercinabove. However, this controller 14 is now

accessible through an Internet web site 308 so that blackjack
players at Internet client nodes 318 can play blackjack on the
blackjack game controller 14 via the Internet 324 (or more
particularly, via the World Wide Web).

Accordingly, describing the web site 308 in more detail,
it inclodes an Internet imterface 332 for receiving and
supplying communications between the Internet 324 and the
remainder of the web site 308, The Tnternet interface 332, in
furn, communicates with World Wide Web server 340: (a)
for validating and/or initiating registration of web site users
(c.g., blackjack players) at web site 308; and (b) for inter-
preting Internet requests for routing and/or activating web
sitc 308 modules that can fulfill such requests. Thus, the
World Wide Web server 340 may access the database system
28 for determining the registration identity of, for example,
a blackjack player. Additionally, upon receiving user regis-
tration confirmation regarding an Internet (e.g., World Wide
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Web) request, the Warld Wide Web server 340 activates
of modules known as common gateway inier-
iduc (CGy seripts, cach CGI seript 348 instantiation {or, for
simplicity, each such instantiation also being referred w as
a CGLseript 348) being: {a) for imerprering snd processing
Internet requests dumdmg o the semantics ol a web sie
308 application associated with the CGY seript; and (b) for
constructing Internct responses from output from the asso-
ciated application. Thus, there are onc of more common
gateway inferface modules provided wherein each CGl
script 348 (instandation} invokes the blackjack game con-
woller 14 to process @ single Internet blackjack request from
an Internet chient node 318 where o player is playing
blackjack, and subsequently the CGL soript 348 constructs
an appropriaie [nferael response [rom the output received
from the blackjack game contredler 14,

Since the embodiment of the blackjack game controller 14
of FIG. 3 is substantially identical w that of FIG. 1, a
description of i1s internal structure is not repeated here.
However, it is worthwhile to note that the embodiment of
FIG. 3 is particularly appropriate when the blackjack game
controller 14 exccutes on a different or remole processor
from thal of, for instance, the processor performing the CGl
soripl(s) 348, Further, note that if the blackjuck game
convroller 14 executes on the same processor as the other
web site 308 modules of FIG. 3, then the communication
interface 22 may be unnecessary, and additionally, much of
the functionality of the other components of the blackjack
game controller 14 may be incorporated o one or mo
CGI scripts 348. Thus, for example, the blackjack player
cvaluator 34 functionality may be incorporated inio one CGI
script 348 while house blackjack playing module 42 func-
tionality may be incorporated into another CGI seript.

Theve are also poleworthy distinctions between the gam-
ing stations 18 of FIGS. Land 2
318 of FIG. 3 as well as disupctions in blackjack play
interactions, For example, the following distinctions may be
provided:

{7.13 Due to the potentially lengthy delays that occur on

the Internet, the embodiment of FIG. 3 does not provide
for amomatic acceptance of a blackjack play (e.g.,
acceptance of an inpui bet or a default to a minimum
anie) due to a time period expiring. Thus, the speed of
play is determined by the responsiveness of each player
and the responsiveness of the Internct.

(7.2) Players may play blackjack in tournaments against
one another on the Internet wherein, for each tourna-
ment entered by a player, he/she reeeives, without cost,
a predetermined number of points to use for playing in

the tournament. Note thal prizes may be awarded 1o s

tournament winners as incentive to play in such black-
jack tournaments. Further note that the time period 1o
complete a tournament may be subsiantially more
lengthy than the time periods for typical blackjack
tournament play. For example, a tournament may
extend for 90 days since players can play at their
feisure.

{7.3) The input keys of gaming statton 18 of FIG. 1 may
be also presented on the display screens of Internet

client nodes 318 wherein the input buttons of gaming 5

station 18 now become active buttons on a blackjack
web page generated by the web site 308 and presented
to a player at an Internct clicnt node 318. However, note
that at least the speed of play key 280 is not necessary,
as mentioned in reference to the embodiment of FIGS.
1 and 2 since the speed of play is of diminished
importance.

and the Internet client nodes
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{7.4) There may be other types of infonmation ontpul 1o an
Luiernet client pode 318 in addition 10 the information
displayed n FIG. 3. fn particular, adverising informa-
tion may be provided with each web site 308 response
to a plaver regarding, for example, blackjack tourna-
ment sponsors and prizes.

In FIGS. 4A-4E, a flowchart is presented of the high level
sieps performed by the blackjack game controller 14 when
processing player requests in either of the embodiments of
FIGS. 1 or 3 for playing a novel blackjack variation wherein
new cligible card representations are generated periodically
regardless of whether they are dealt 1n @ blackjack game or
not and wherein the blackjack players may play the game
asynchropously from one another. In step 408, the blackjack
. controller 14 is inttialized so that it may process
blac! Kkjack plaver requests and ouiput approprialc responses
1o each player’s request. Subsequently. in step 416, the card
generator module 38 commences to oulput at regular inter-
vals {¢.g., less than two seconds such as every (.5 seconds)
random card representations to both the blackjack player
evaluator 34 and the house blackjack playing module 42,
Thus, for as long as the blackjack game controller 14 s
properly responding to blackjack player requests, the card
generator module 38 contnuously and regularly outpuls
card representations. Concomitantly with the actions i step
416, the remaining steps of FIGS. 4A-4E are performed.
Thus, in siep 424, the controller 14 waits for a (next)
blackjack player input, such inputs being. for example,
requests 1o enter @ new blackjack tournament, requesis 1o
commence a new blackjack game within a tournament,
requests to process a blackjack game play request, a request
for information regarding the players aceount, and a request
for help mnformation (such as how to play blackjack).

Upan receiving a blackjack player request, in step 430 the
communication interface 22 queucs the request and subse-
quently trapsmits the request to the blackjack driver 26. In
step 436, a determination is made as to whether the player's
request is related 1o a current blackjack game and/or current
blackjack tournament. If not, then step 448 is encountered
wherein an additional determination is made as to whether
the player’s request is to enter a new blackjack tournament.
If so. then in step 454 the blackjack driver 26 determines a
blackjack tournament and enters the player inio the tourna-
ment. Note that in providing this function, the blackjack
plaver 26 communicates with the wager accounting module
30 w confirm that the player is cligible to enter a new
tourpament. Thus, the blackjack driver 26 supplies the
wager accounting module 30 with at least the plaver's
dentification and a specification of the tournament in which
the player may be entered. Note that the tournament selec-
tion may be provided by the player in some embodiments of
the present invention. Aliernatively, the blackjack driver 26
may select a tourpament for the player using tournament
information stored in the database system 28. Assuming that
the wager accounting module 30 responds with a confirma-
tion that the player may be entered into the selected
tourgament, in step 438, the blackjack driver 26 creates o
confirmation record identifying the blackjack tournament in
which the player is entered. Subsequently, in step 462 the
blackjack driver 26 outputs information in the confimmation
record to the player at histher Internet client node 318
(gaming station 18). Thus, in the embodiment of FIG. 3 of
the present invention, the output of step 462 (and all
subsequent such cuiputs o a blackjack player) are outpui
from the blackjack driver 26 to the communication interface
22 for queuning until the output can be wansmitted to the CGl
script 348 that initiated the plaver requesi to which this
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output is a response. Subscquently, the ostput is transmitted
to the World Wide Wb sevver 340 and to the luternet
taterface 332 f{or ireasmiting on the Internet 324 and
thereby being routed o the Internet clivnt node 318 where
the player 15 playing blackjack.

Following step 462, in step 466, the blackjack driver 26
enters, into the database syswem 28, information indicating
the blackjack touwrnament in which the plaver has been
cntered. Note that the information entered here inte the
database system 28 is subscquently accessible both by the
blackjack driver 26 and the wager acconnting module 30 for
determining the ournameni(s) ia which the player has beea
entered. Following this step, since the playes’s request has
been processed, the fow of control foops back 10 step 424
to wait for the nexi player input from a player at an Interact
client node 318 or aliernatively a gaming station 18.

Returning now to sfep 448, i the player has not requested
10 enter a blackjack lournament then step 478 is encountered
o process any miscellancous blackjack player requests not
related 1o a current blackjack game and/or blackjack tour-
nament. For example, a player may request accounting
information velated to hissher blackjack gaming account.
Assuming such requests are processed and responded 10 in
this step, the flow of control again returns to siep 424 (o wall
for a next player tnput.

Rewraing now 1o sicp 436, if the player request is related
1o a current blackjack andfor blackjack tournament, then step
476 is encountered wherein the blackjack driver 426 uses the
player's identification (1D} provided with the request for
retrieving any staius information from the dalabase system
28 regarding any current blackjack game and/or blackjack
tournament in which the player may be currently involved.
Subsequently, in step 480, a determination is made us 1o
whether the player request is 10 commence & new blackjack
game in a current tournament. I so, then in step 484 the
blackjack driver 26 requests the confirmation from the
wager accounting module 30 that the player can commence
with & new blackjack game in the current tournament. That
is, the wager accounting module 30 determines whether the
player has sufficicnt tournament credits to continue in the
tournament. Following this, in step 488, the blackjack driver
26 determines whether a confirmation has been received
from the wager accounting module 30. If no such confir-
malion is provided, then in step 492, the blackjack driver 26
outputs 4 message to the player at s/her Internet chent pode
318 (gaming station 18) indicating that no further blackjack
games in the current tourpament may be played by the
player.

Alternatively, il in step 488 the blackjuck driver 26
receives confirmation from the wager accounting module
30, then in step 494 the blackjack driver 26 creates a
blackjack game record for fulfilling the player’s request.
Note than in creating the new blackjack game data record,
the blackjack driver 26 communicates with the wager
accounting module 30 te both debit the player’s account for
any initial ante corresponding 1o commencing the new
blackjack game and also 0 output to the blackjack driver 26
data of this wansaction for subsequently cutputting o the
player. Following this siep, in step 496, the blackjack driver
26 requests the blackjack player evaluator 34 1o provide an
mitial blackjack game counfiguration for the new blackjack
game. Subsequently, in step 500, the blackjack player evalu-
ator 34 rcsponds with anm initial blackjack game
configuration, wherein this configuration includes the initial
card representaiion for the player’s hand (as shown, for
example, in area 292 of FIG. 2). Note that this initial card
representation is the most recent card representation pro-
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vided to the blackjuck plaver evaluator 34 by the card
generator madule 38, Thus, note that if two player requests
te commence @ now blackjack game were transmitied to the
jack driver 26 in rapid succession, then step 500 may
be performed for each of the requests before the dealer
module 38 outputs a new random card representation to the
Dlackjack plaver evaluator 34, Consequently, in such a case
both players will be presented with an identical initial card
representation for the player's band. Subscquently, in step
304, the blackjack driver 26 stores information regarding the
identity and inital configuration of the new blackjack game
for the plaver in the database system 28, by particular, a
blackjack game identifier for the new game w stored and
associated with the dentity of the blackjack plaver and the
lournament to which the game is associated. Following step
S00, in step 504, the blackjack driver 26 stores infornation
regarding the new blackjack game for the player in the
database system 28. In particular, the following information
is stored regarding the iniual configuration of the new
blackjack game: the player’s identity, the wdentity of the
teuraament for which the new game corresponds, and iden-
tifter identifying the new game, and an initial configuration
for the new blackjack game including card representations
and any inifial required bets, Further, note thal throughout
the course of each blackjack game played by = player, the
blackjack driver 26 and the wager accounting module 30
updale information in the database system 28 as the game
configuration changes due to interactions between the player
and the blackjack game controller 14, Thus, for a blackjack
game underway, cach request from a player for continuing
the game with a next play, need not provide the entire game
configuration 1o the blackjack game controlier 14, Instead,
only sufficient infonmation is required in the request for the
blackjack driver 26 and/or the wager accounting module 30
1o reteieve information related to the blackjack game con-
figuration corresponding to the player’s request. Following
step 304, 1o step 508, the blackjack driver 26 oulputs an
initial blackjack game configuration for the new game io the
player at hissher Internet clicnt node 318 {gaming stalion
18). Subsequently, the flow of controf once again returns 1o
step 424 to await a next player input to the controller 14.

Returning now to step 480, if it is determined here that the
player request is not to commence a new blackjack game in
a current tournament, then step 520 is encountered wherein
a determination is made as (0 whether the player request is
related to a play in a currently active blackjack game. If not,
then in step 524 the blackjack game controller 14 processes
miscellancous requests such as, for exawmple, a request for
special blackjack rules relaling 1o a current game and/or
tousrnament, the number of players remaining n the current
tournament, the player's ranking in the current fournamesnt,
and the prized for winners of the current tournament.
Subsequently, assuming such miscellaneous requests are
responded to, in step 524, the flow of control for the present
flowchart returns to 424 1o await a next player input.

Alternatively, il in step 520 the plaver request is related to
a play in a currently active blackjack game, then in step 528
a further determipation is made as o whether the player
request is for a pew card representation. If so, then in step
532, a determination is made as to whether the card request
is for the house or for the player. If the card request if from
the house, then in step 536 the blackjack driver 26 commu-
nicates with the house blackjack playing module 42 for
obtaining a new blackjack game configuration for the cur-
rent blackjack game, wherein the new game configuration
inciudes the most recently output card representation from
the card generator module 38 as the next card representation
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in the house hand for the blackjack gume from which the
current player’s request came. Subsequenily, fn step 542 the
house blackjack plaving module 42 outputs blackjack game
configuration information indicating the new house hand
card u,prgscnmmn ard any play
player may exercise in respoading 0 the new blackjack
pame configuration.

Upon receiving the house blackjack playing module 42
output, in step 546, the biac o driver 26 determines
whether there is o funther player response in the present
game by lavoking one or both of the blackjack player
evaluator 34 zad lhc blackjack hand evaluator 46, I there
are additional possible player responses, then in step 330 the
blackjack driver 26 ontputs a blackjack game configuration
1o the player at his/her Internet client node 318 (gaming
station 18) so that the player may exercise one of ns/her
available game options. Subsequently, having proce

sed the
plaver’s request the flow of control again loops back 1o step
424 1o await a next player input. Aliernatively, if in step 546
the blackjack driver 26 determines that there are no further
posubi player responses, then the current blackjack game
is complete and the blackjack driver 26 in step 556 activawes
ihe blackjack band evaluator 46 for evaluating the blackjack
game hands so that the blackjack hand evaluator can activate
the wager accounting module 30 to update the player’s
account (according to the results of the blackjack game}
the database system 28. Following this step, in step 560 the
wager accounting module 30 outputs to the blackjack driver
26 updated accounting information to be provided to the
player. In step 364, the blackjack driver 26 outputs the
results of the blackjack game and the players updawed
account information to the player. Also, note that the black-
jack driver 26 updates the database m 28 regarding the
completion of the present blackjack game as well as any
further status information related to the player and the
tournament 1o which the present blackjack game 15 associ-
ated. Subscquently, having processed the player’s request,
the flow of control again loops back 1o step 424 10 awalt a
next plaver input.

Alternatively, if in step 532 it is determined that the
plaver’s request is for a new card representation for the
player, then in step 568 the blackjack driver 26 activates the
blackjack player evafuator 34 for obtaining a new blackjack
game configuration for the current blackjack game, wherein
the new game configuration includes the most recently
output card representation from the card generator module
38 as the next card represepiation for the plaver’s hand(s).
Subsequently, in step 572 the blackjack player cvaluator 34
determines the next blackjack play options the plaver may
exercise for the present game and thep outputs the new
blackjack configuration wxlh these options 1o the blackjack
driver 26. Following this, the steps 546 and subscquent sleps
are performed as described above.

Returning now to step 528, if the player request is not for
a new card representation then step 5§76 1s encouniered
wherein the blackjack game controller 14 processes other
blackjack player game requests such as requests for addi-
tiopal bets, cancellations of bets, a request to siand on a
particular player hand, a request to split a pair of card
represeatalions, or a request for insurance. Assuming, that
such requests as described above are processed, in step 580
the blackjack driver 26 subscquently outputs a new black-
jack game configuration to the player according to the
processing performed in step 576. Also, note that the black-
jack driver 26 updates the database system 28 with infor-
mation relating to the new blackjack game configuration so
that 1t may be retrieved upon a subsequent player request
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relating to the present game. Following this step, the flow of
contral for the presemt Howchart loops back o step 424 o
again wait for another pl inpul.

FIG. § presents a simple example of the operation of the
pnswx invention for plaving blackjack wherein four black-
jack games are shown being played asynchronously with the
blacky game controtler 14, To describe FIG. § in detail,
note that the row of num bers 604 s the wop of the
figure represents a sequence of values of successive card
representations owtput by the card generator module 38, That
is, in a first time interval a card representation having & value
of three is oulput, in a second pme tnterval & card repre-
sentation having a value of five is output, n a third tme
tnterval @ card representation having a value of seven is
outpul and so on across the row. Below row 604 are
biackjack game rows 606, wherem vach blackjack game row
606 represents @ series of events that occur in each blackjack
game 610 through 626 over the course of time correspond-
mg to the series of card values 604, In particular, the
numerical entries within cach blackjack game row 606
correspond (o the values of the player and hovse card hands
as additional cards are added to the player and house hands
of cach blackjack game. For example, referring to blackjack
came 1ow 610, assuming this blackjack game commences
with the player’s hand obtaining the card representation for
the feftmost card value of the sequences 664 (ic. the value
three), the player™s hand has a corresponding value of three,
Subsequently, if the house blackjack playing module 42 15
activated for ah}a game 1o output (i.e. deal) an initial card
representation o the house during the second time interval
(i.e. the card generator module 38 has output a card repre-
sentation of five), then the house hand initially has a value
of five. Subsequently, if in the third interval the player for
blackjack game 610 provides a request for another card, then
the card representation corresponding o the value of seven
in sequeace 604 s provided to the player and therefore the
plaver’s hand has a total value of ten. Following the meor-
poration of the seven iato the player’s hand, this blackjack
game is delayed so that the next time interval corresponding
to the value of two in sequence 604 is not dealt to cither the
plaver or the house in blackjack game 610. Note that it is an
important aspect of the present invention that card repre-
sentations generaled by the card generator module 38 are
only incorporated into a particular blackjack game when a
request for such a card representation is made during the
time the card representation 18 rhc most recent output from
the card generator module 38, Thus, one or more card
representations output by the card generator module 38
during a blackjack game may not be used in the game. More
precisely, it is typical (although not shown in the example of
FIG. 8) that substantially any length of subsequence of
consceutive card representations outpui by the card genera-
tor module 38 may be ignored within a given blackjack
game due to lime delays occurring in the game. Thus, in
some circumstances such delays could be as fong as a
number of days if the player, for example, did not request
agother hit during such a time interval,

Continuing now with the remaining plays of blackjack
game 610, note that in the fifth tme interval the player
requests a hit therehy obtaining a card representation having
a value of uine and thus obtaining a player’s hand value of
nineteen. Subsequently, the house takes hits for the next two
consccutive card representations having values eight and ten
respectively. Thus, the house hand busted when the value of
twenty-three was obtained for the house hand.

Blackjack game rows 606 for blackjack games 614
through 626 may be interpreted similarly to the description
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above for blackisck game 610, Note however that cach of
these games commence i a different time interval in that
me commences with a different card rcprcsml'ﬁim‘x
1aken as the first hit {or the plaver’s hand. That is, the first
card representation dealt in cach of the blackjack games 616
through 626 is different and further each of the card repre-
sentations requested corresponding to values of the sequence
604 is differemt for each blackjack game. Therefore, sub-
stantial 3 ack game, even if plaved concurrently
with other blackjack games, will have unique player hands
and house hands. Thus, not only can a large number of
asyachronous blackjack games be played simultaneously
head-to-head with the house, but also there may be 2 grealer
degree of confidence by the blackjack players that the house
is not manipulating card representations in that blackjack
players may substantially determine the timing for substan-
tally ail hits in a blackjack game (for both the player hand
and the house hand) and thereby reduce any suspicions that
the card representations are being manipulated. Moreover, in
one embaodiment, the players may request the sequence of
card representations that were generated during the course of
4 game.

Note that the present invention alse may include other
blackjack variations as well. In particular, referring to step
416 (FIG. 4A) again, instead of gencrating curd represen-
tations a1 regular intervals, this step may simply activate the
card gencrator module 38 o that it gencrates a substantially
random card representation on demand whenever a request
for a new card representation is made {e.g., steps 336 and
568).

Additionally, in another blackjack variation, particularly
suited for tournament blackjack where each player can be
monitored, the players play cach play of a blackjuck game
synchronously as blackjack is xvmmllv played with a human

cach ¢

a<

dealer in casinos. However, in the present variation, each :

player is provided with the identical card representation for
their initial cards. Subsequently, each player hand and the
house (i.c., dealer) hand varies between players only when
plavers play their blackjack hands differently. That is, for
cach synchronously p}ayud blackjack game among a plural-
ity of plavers, the same sequence of card representations is
available 10 each player and the house blackjack playing
module 42 so that, for example, the dealt card representa-
tions in each game between one of the players and the house
blackjack playing maodule are identical for players playing
the same sequence of plays throughout the game.
Accordingly, as one skilled In the art will appreciate, for
each blackjack game, it may be necessary for the card
generator module 38 to maintain a predetermined sequence
(or ordered collection) of card representations throughout
the game so that playees playing differently may be dealt an
appropriately sequenced card represcatation. Moreover, it
may also be necessary for the house blackjack dealer playing
module 42 1o provide sufficient control information to the
card generator module 38 so that the card generator module
can respond with the appropriate card representation from
the predetermined sequence.

Another embodiment of the present inveation is presented
in FIGS. 6A and 6B, wherein this embodiment is enhanced
for preseating sponsor or advertiser product and/or service
advertising to qualified players that adequately match a
predetermined player profile such as a demc)gmphxc profile
of a particular group of players. Accordingly, in FIGS. 6A
and 6B, there is a game/advertisement controller 604 for
providing substantially the same functionality as the black-
jack game controller 14 (FIG. 3) except that games other
than blackjack may also be played (such as poker, craps, pa:
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gow and rouletie). Additionally. the game/advertisement
controller 604 also pedforms functions u_mul i maiching
pamcumr advertising with the users (b s} playing
the various games provided by the game/advertsement web
site 308, wherein cach user communicates with the web site
308 on a corresponding Internet client node 318
(alternatively Interactive cable telovision node). That is, the
present FIGS. 6A and 6B present the high level modules for
muyiching plavers having desired uscer characteristics (¢
profiles) with advertising from sponsors of adverhisers
requesting players with such user chavactevistics. In
pa;m.uia only the players with such desired profiles qualify
for receiving a particular advertisement andsor promotional
(i.c., advertising) from & patticular sponsor or advertiser.
Accordingly, it is an aspect of the present invention that
various criteria may be used fo make such a determination
as to which players (or, more generally. users) receive which
advertising. For example, one or more of the following
attributes may be used in matching vsers with advertising
presentation:

(5.1) age,

(8.2) sex,

(8.3) financial status,

(8.4) location or residence,

(S.5) education,

(8.6} marital status,

(5.7) amount of recreationa tme,

(3.8) personal fastes and/or habits (c.g., smoke
smoker, preferences for sports, movies, lquor, foods,
clothes, vacalions, <ars, ¢lo.),

(8.9} size of household

(8.10) number of children, and

(8.11) categorizations of users according o network imter-
actions such as the type of web sites acvessed, the type
of advertising for which the user seeks additional
information, the risk tolerance in playing games such as
blackjack.

To provide (or, match) particular users with particufar
advertising, data (or user information ilems}) on each user is
maintained in the form of a user profile in the user (player)
database 28 which is an enhanced version of the blackjack
player registration and playing status database 28 of FIG. 3.
The user profiles are populated with such user related
information as in (8.1) through (8.11). This information is
obtained when users register at the web site 308 when users
respond Lo explicit questions subsequeatly asked of them, or
by monitoring the network activitics of users. Note that user
profiles may vary in leagth, depending on the amount of
information obtained on each user. Morcover, different types
of information may be obtained for difforent types of users.
For example, for users having assets of more than one
million dollars, these users may be requested to enter their
favorite vacation desiination location since this may be
imporiant for certain advertisers, However, for users whose
assets are less than forty thousand dollars, no such infor-
mation may be obtained since the information would be
likely irrelevant to any advertiser. Thus, in one embodiment
of the user profiles, cach user profile has a variable length
section for storing user information items not uniform across
all users. Moreover, in such an embodiment, each user
information item stored in the variable length section may be
considered as a pair, wherein the first component of each
pair indicates or references a question, user attribute, or user
classification to which the second component provides an
answer or value related to the first component. Thus, for
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sxample, [or @ particular user,
provide the paic (4, “Madrid™), wherein “47 identifics the
attrtbuke: “favorite vacation dc,slmdtmn }oczmon, and
“Madrid” is the value for this attribute, as one skilled 1n the
art will understand.

Alternatively, data related 1o the advertisers or sponsors
may reside in a different database, the advertiser datsbase
612, Accordingly, this database stores demographic profiles
which, i3 one embodiment, have a date structore substan-
tially identical 1o the user profile data structure, Such demo-
graphic profiles may have a variable length seciion for
specifying requested values for user information items that
may be provided In (potendally only a relatively small
aumbor of) user pr»’.xﬁ‘lc% In some embodiments, a demo-
graphic profile includes a reference 1o the advertiser’s or
sponsor’s identity, a reference fo the adverusing o he
presented and a variable length section of demographic item
pairs, wherein the first component of each pair has the same
interpretation as the first component of a user information
item pair and the sccond component of the pair specifies 2
desired value or range of values that the advertiser or
spoasor prefers. Further, note that, in some embodiments,
each demographic ilem pair may have additional informa-
tion associated with il such as a perceived importance of the
demographic iiem paiy to the advertiser or sponsor. Thus,
such additional information may be in the form of a nor-
malized scalar value wherein a value of one indicates that
the demographic itern pair is of highest importance whercas
a wvalue of zero indicates that the demographic item is
substantiaily irrelevant 1o the advertiser or sponsor.
Accordingly, regardless of the particular embodiment of the
demographic profiles, the users’ demographic profiles are
used 1o mateh (e, sclect) one or more corresponding
advertising presentations with & particular target group of

an inll)rm:ni(m Hem may

users that, presumably, arce likely to purchase the produoct :

and/or service portrayed in such advertising presentations.
Thus, since such advertising presentations may be provided
to only users who are likely 10 be subscquent customers.
advertisers andfor sponsors may provide to thesc users
specifically targeted advertising having relatively expensive
promotionals such as product or service discounts, free
samples, of a ral usage.

Accordingly, to perform the selecting or matching of users
with such demographic profiles, for each user, the user
profiles stored in the user database 28 ase compared with the
demographic profiles by the advertising selection engine
618. Note that there are numerous techuiques for performing
such a companson for selecting a group of users. In
particular, a precise match may be required between each
demographic item pair and a corresponding user information
item pair so that the second component of the user infor-
mation item pair is (within) a desired range as specified in
the corresponding demographic item pair. Alternatively,
various weighting statistical techniques may be used for
determining a “similarity” measurement when not all demo-
graphic pairs are required fo precisely match a demographic
profile. In one cmbodiment, the similarity measurement may
be provided by a statistical analysis module that determines
the users that most closely maich the corresponding demo-
graphic profile for and advertising presentation. Thus, in
order for a user 1o be selected, the similanty measurement
between the user’s profile and a correspoading demographic
profile may be required 1o be above a predetermined thresh-
old. Additionally, note that the advertising sclection engine
618 may perform the maiching of users with advertising
presentation as a background of non-real time process so
that, for example, for each user profile in the user database
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28, there is a refated wable identifving the advertising pre-
sentations that are candidates for presentation 10 the corre-
sponding user when, for instance, this user communicates
with the ganme/advertisement web site 308

Morcover, it is important to note that at least in one
embadiment of the present invention, the advertising selec-
tion engine 618 may, for a p:,riicuiur demographic profile,

periodically re- wslum user profiles in the user database 28
for reselecting the group of users (o which an advestising
2 . E

presentalivn is 0 be presented. Thus, users previously
selected may be requalified or disqualified and users previ-
ously disqualificd may be now qualified for selection due o,
for cxample, an enhanced user profile.

Accordingly, the present invenlion may commence or
cease transmifting a category of advertising 1o 3 user whose
user pmmL is enhanced with additional information. For
example. if a user indicates that hefshe is currently consid-
ering the purchase of & new car, then adverting for purchas-
ing & car may be transmitted o the vser, Alternatively, once
the present invention is notitled that, for example, a car has
been purchased or that oo further car advertising is are
desired, then a further enhancement of the user’s profile may
he performed so that oo funber advertsing from the cat-
egory of car advertising is transmitted w the user.

Nole that the present invention provides for Hexibly
creating, deleting and modifying categories of advertise-
wenis by providing techniques for Haking demograpiic item
pairs that are similarly refated 10 a cate ccord or object.
Thus, at least the following sd\«,msmg categorics may be
provided by the present invention: sports calegories (¢.g.,
baseball, soccer, hockey, ete.), food related categories (e.g.,
restaurants, grocery stores, foot items), exer refated
advertising (c.g., bicyeles, in-line skates, skiing), lnsurance
related advertising (c.g.. auto insurance, life insurance),
political related advertising (¢.g., for or against a particular
political candidate), and geographical related advertising
(¢.g., for users living in a particular area such as the Denver
mietropolitan area). Thus, the advertising selection engine
618 supplies the selected advertising presentations 1o the
HIML display engine 622 for translating this data so that il
may subsequently be included in an HTML output 1o the
user by the common gateway interface 348.

More precisely, the selected advertisement data is joined
in the HTML display engine 622 {at least in one operation
of the present invention) with a token 628 representing, for
examnple, a gaming card (for a current user game) that has
been issued b) the token gencrator (module) 38, this gen-
erator being an enhanced version of the card generator
module 38 of FIG. 3. The gencrated token is supplied
initially to the game play engine 632 for processing user
gaming requests according ta the rules of the game being
plaved. That is, the game play cngine 632 determines, for
each available game: (a) how each token may be “played™;
(b) who receives the token, for example, the user or the
house playing module 42; and (¢) the result of playing the
token. Note that in one embodiment, the token generator 38
generates tokens on request by, for example, the house
plaving module 42 and/or the player options evaluators 34,
wherein the tokens generated are appropriate 1o the game
being played. Alernatively, in another embodiment, the
token generator 38 may generate random tokens and the
game play engine 632 transforms the token into appropriate
randomized values for the game offered, as one skilled in the
art will appreciaicd. Furthermore, other embodiments for
supplying randomized tokens to a plurality of different
games are within the scope of the present invention.
Additionally, the game play engine 632 contacis the player
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database 28 o maintain the status of the wser in relation w
the particular game being played as well as the user’s
r«vlauonshxp to all of the other users (if, for example, the user
is involved in a tournament offered at the game/
advertisement web site 308). Note that, as one skilfed 1w the
art will appreciate, in one embodiment of the game play
engine 632, its internal modules provide a similar architee-
wre and functionality (o the correspondingly labeled mod-
ules of FIG. 3, ahu{ additionally, for games other than
blackjack (e.g., “head-to-head” pn}\cr, craps, ronlette, and

pai gOW).

The common gateway interface or CGI seripts 348 wans-
fer data between the HIML display engine 622 and the
World Wide Web server 340 which, s one skilled in the ant
will understand, may be a plurality of high level executable
programs as discussed in the description of CGI seripts 348
of FIG. 3. The World Wide Web server 340, in wrn, transters
the data to the Internet TCP/IP stack 332 that interfaces with
the Internet 324 for transferring the data to an intended
Internet client node 318 having an appropriate World Wide
Web browser 6440

The present embodiment maintaing information on the
status of games being plaved and user respouses to adver
tising in the user database 28. Moreover, additional adver-
tiser specific information {c.g.. desired demographic
profiles, advertisements, promoticnals, and information
related 10 user responses) is provided in the advertiser
database 612. Accordingly, as discussed above, the demo-
graphic profiles in the advertiser database 612 may include
schemas or templates having fields for designat
more of the atfributes (8.1) through (8.11). Moreover, the
database 28 and 612 may maintain records of various types
of pertinent statistics such as: (3) the advertising presenta-
tions presented o each user; (b) the tme, daie and number
of presentations of a particular advertising presentation; and
(¢) the detected user response 1o the advertising. Thus, this
information may provide advertisers or sponsors with
enhanced feedback as 1o the efficacy of their products,
services and presentations thercof. For example, an adver-
tiser may be able 1o query the user and advertiser databases
28 and 612 to obtain such feedback as:

(9.1) who has seen a particular advertisement;

{9.2) when it was secn;

{9.3) the number of times the advertisement was accessed:

(2) by any particular user;
(b) by all users; and

(9.4) the number of favorable and/or unfavorable

fESPOnSes.

Referring now to FIG. 7, a diagram is preseuted providing
one embodiment of the access routes or paths users pavigate
in accessing the features of the game/advertisement web site
308. In particular, upon initiating Internct contact with the
game/advertisement web site 308, a user is first presented
with the opening page 700 1dcnui\,mg, the web site 308,
Subsequently, the user can access the benefits and registra-
tion pages 704 for viewing general information related to
web site 308 and also for repistering at the web site (as is
discussed in further detail below). Alternatively, the user
may access one or more “Lobby™ pages 708 to view the
gaming and information exchange capabilities as, for
example, provided by advertisers. Assuming the user is
registered at the game/advertisement web site 308, the user
may proceed from the LOBBY 708 to the game page 710,
wherein a game 726 or game rules 730 can be selected for
playing, via the introduction to game pages 728.
Alternatively, the user may instead access one or more index
pages 714 having, for example, listing of organizations 10

one or
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which the user may be allowed 10 access depending on the
affiliations of the user {c.g., & member of a partcular
membership discount store chain). Additonally, from the
index page(s) 714 substantislly any user may access an
advertisement o promational pre Aded by an adverti
andt advertisor page(s) 722. However, 11 15 an aspect 0%‘ 1hc
prcwm invention that information rtldlcd Lo certaln promo-
tionals provided by advertisers or sponsors are restricted.
‘That is, such pmmommd]\, may be only presepted 10 users
having a demogr :phlu profile that has been determined by
the presem invention to be sufficienily compatible with a
desired user profile for the advertiser or sponsor 1o warrant
providing such  promoticaal. Thus, ihe present vention
pm\ idt% aocess to certain advertiser promovonals anly t©

qualilied” users who are, for example, considered likely
sequent purchasers of the advertiser’s products andfor
such promotionals may also be pre-
septed 10 users who express an inlerest in a particuly
product of service advertised. For example, users who (a)
request additional or supplemental information related 10 an
advertised item, or (b) provide a favorable response (o such
advertising (by, for instance, indicating 2 prefecence for an
advertised item), or {¢) respond 10 a questionnaire related 10
personal information or marketing survey information may
also be provided with information regarding promotionals.
Thus, adverfisers o sponsors may offer relatively substantial
or expensive promotionals via the present inventinn to such
users as well. Moreover, the present invention may also
wiilize such demographic profiles (© prohibit a user noy
sufficiently matching such a demographic profile from gain-
ing access 1o a corresponding promotional. Accordingly, in
one embaodiment of the present invention, when the user
accesses an advertiser page 722, the user’s profile (in the
user database 28) is compared with the demographic profiles
in the advertiser data base 612 [or deternnning any promo-
noaals that can be presented to the user.

Morcover, from the index page 714 the user may be
provided with the ability 10 Hok into various web sites or
web site pages. That is, the user may be provided with the
ability 1o link into another web sitc or web page at any time
a link is made available (iypically a hypertext link).
Additionally, note that similar links may be accessible by
users while playing a game 726. However, these links may
generally hyperlink the user to an advertiser page 722 within
the game/advertisement web site 308 so that the user may be
exposed to further information and/or presented with pro-
motional options for an advertised item. For instance, certain
advertising hyperlinks may be integrated into the presenia-
tioa of plays of a game 726. Accordingly, since an aspect of
the present invention is (o repeatedly integrate different
advertising preseunfations (and any related hypertinks) into
the play of a game 726, a user may repeatedly be enticed to
seck out additional information about different products or
services by activating the related hyperlinks. Moreover, it is
also an aspect of the present invention that when such
hyperlinks provide the user with access to a different web
site, that at least a portion of the display of the user’s Internet
client node 318 maintains a graphical format associated with
the game/advertisement web sitc 308, and that the user may
leave and return to the web site 308 without the user being
aware of accessing another web site. Moreover, by moai-
toring user input related to an advertising presentation, the
present invention is able to provide feedback to an advertiser
as to, for example, the number of times the advertising
presentation is accessed by users for such additional infor-
mation abou! products or services.

Also note thal some advertisements (presented via adver-
tiser pages 722 or as part of a game play presentation) may
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be interactive with the user wherein the user may perform a
transaction such as making a reservation (e.g., an airline or
holel reservation). Further, a user may

other related mutters by expressing such response upon
sssing advertisement relafed information. Thus, it s an

sfactory representative groups of users
may be ted for determining:

{10.1) the cfficacy ov appeal of onc advertisement ig
comparison to another advertisement for a particular
advertised Hein;

{10.2) the profile of the users thal are responsive 0 a
particuiur advertising presentation; and/or

{10.3) whether a particular group of users, for example,
having similar user profiles favorably respond 10 2
particular advertising presentation. For example, the
present invention may determing such a response: (a)
by detecting an activation of a hyperlink, (b) by detect-
ing a response fo questions presented, and/or (¢} by
determining the lepgth of time the advertising presen-
tation s displayed or visible.

Accordingly, input response data may be tansmitied to
the game/advertisement web site 308 and retained for sub-
sequent statistical evaluation. Thus, resulting aggregate sta-
tistics can be made available to, for example, advertisers or
sponsors, thereby preserving the privacy of the users. In
particular, statistics may be made available for:

{11.1) providing information about, for example, the
cfficacy of certain advertising presentations {e.g., the
aumber of positive responses o such presentations
and/or the number of advertised ftems sold directly
through the advertisements at the game/fadvertisement
web site 308);

{11.2) providing information related to the number and
profile of users accessing certain advertising presenta-
Hons;

{11.3) determining measurements related to the number of
different (groups of) users to which an advertising
presentation has been presented;

{11.4) determining the total number of presentations of a
particular advertisement;

(11.5) determining the cost of advertising presentations o
the advertisers and billing the adveriisers for such costs
according to, for example, at least one of: (a) the
number of users to which an advertisement is
presented, (b) the number of promotionals requested or
{c) the number of network user communications {i.c.,
hits) with the web site 308; :

(11.6) determining if an advcrﬁging».prcscnmtion should
be discontinued because the advertiser’s cost limits
have been reached, such limits being, for example,
related to a total aumber of presentations of an adver-

tising presentation. Note that, in one embodiment, it is 53

an aspect of the present invention 1o charge an adver-
tiser for cach presentation 1o a user; or
{11.7) determiniog which of an advertising presentation
and a different second advertising presentation (from
the same advertisery is most effective whea both are
provided 1o various selected (groups of) users, so that
the advertiser or sponsor may then have a basis for
choosing the most appropriate of the two advertising
presentation in future advertising.
Additionally, it is an aspect of the present invention that
it may also maintain statistics (and/or related information)
for:
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(12.1y providing “real tme” game rankings of uscrs
(players) involved in a gaming toumament provided by
the game advertisement web site 308, Note that such
rapkings may be provided 10 a user so that he/she may
know hissher standing and the number of players
remaining o the tournament; and

(12.2) providing “style of personality” of the game play-
ing users so that, for example, a risk tolerance of such
users may be estimated and used o determine if a
particular user might be interesied in a particular prod-
et or service. Thus, such “style of personulity” stati
tics for a user may be stored n the user’s profile. For
example. the information captured here may include:
average size of wagee, average size of wager in com-
parison to the total smount that could be wagered.
length of ime playing in a single session, the ratio of
the number of wagers on high nisk plays presented, and
the skill of the player

Accordingly, the following aspects of the present inven-

tion are noleworthy:

(13.1} the user may be provided with free access or
reduced cost aceess 10 other areas of the Internet 324
upon viewing the presentation of cenain organizations
andsor advertisers. Note that the ability 10 reduce the
cost of accessing the Internet may act as a vehicle for
aliracling various users;

{13.2) the index page 714 gives a user the opportunily to

a particular organization {e.g., organizations
718) that the user may belong to or any particular
advertiser (e.g., advertisers 722) without going through
any games although the wvser may be required fo go
through the “LOBBY” page(s) 708 and thereby be
exposed W advertising snd/or the opportunity 10 join a
Same;

(13.3) a vser may also be able to go from an initial
organization page 718 10 an iniroductory game page
728 {c.g., for u game 726) but, vnless authorized, may
not be provided with further access to the organiza-
fien’s web pages or the game;

(13.4) while playing a game 726, the user has the ability
to access further information related to an advertise-
ment ot promotional being presented;

(13.5) during the playing of a game 726 (e.g., blackjack),
the user may be allowed w review and/or stepwise
replay a previous portion of & game 726 dunng a
CUrrent gAming session;

(13.6) when in a particular organization page 718, the user
may be required Lo return 1o the index page 714 before
linking into an advertiser 722 unless a direct link has
been provided for some reason on the particular orga-
nization web page. Moreover, the user may access the
game page 710 from the index page 714 and vice versa;

(13.7) & vser may cither go directly into playing a par-
ticular game 726 (as authorized) of to a rules section
730 for reviewing the rules for the corresponding game
726. Note that a user may always access the rules
section 730 during the corresponding game 726;

(13.8) there is a help feature for providing information
such as:

a) how 1o do some particular action or the reason for some
action or the reason an action is blocked. For example,
the reason for an inability to access a certain web page,
the reason for an inability to make a particular game
play, such as a bet, stand or hit in the game of blackjack
and/or the reason for a particular result of a certain bet,
hit, stand or other user play in a game such as black-
jack;
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by for contacting a ganlog referee for resolving gaming
conflicts. Such & referee will be available o resolve any
dispute. Note that the user can potify the management
operating the present invention of u problem vig, for
example, notification forms displayed when a notifica-
tion buiton is activated.

Referring now 1o an aliernative cmbodiment of the
present invention presemted in FIG. 8, wherein the game/
advertisement web 308 coordinates with a thied party
Jaternet access scrvice provide 818 {or interactive cable
welevision provider) for providing {aternet 324 {cable
welevision) access (o users on a reduced cost or free basis
onee 4 user has rwi&t«v et with the web server 340 {cable
television pmvxdt.r) hat is, the game/advertisement web
site 308 contacts the user’s Internet service provider and
arrang sidize the user’s Internel service charges in
cerurn for the gzxmmg advertisement web site 308 being able
to repeatedly download o the user’s Interent client note 318
(or shernatively, interactve cable television node), unre-
quested information such as advertising for presentation to
the user.

Accordingly, a prospective user of the present invention
can sign up or register with the game/advertisement web site
308 for reduced Internet service fees by dialing 1ato an
Internct service provider 810 with normal seral dialing and
after gaining Internet access, subscquently log on o the web
site 308 as a user iwdentificd by the gencric user identifier
“NEW.” Each user identificd by “NEW" is forced into a
connection with an enrollment or registration program so
hejshe can provide information requested by the present
invention that can subsequently be used in detenmining
which advertising o present to this user according to, for
example, advertiser preferences. Thus, when registration is
completed, the present embodiment of the inveation
downloads, for example, an ad viewer program 812 and a
communications daemon (e.g., ad receiver dacmon 806) 1o
the user’s Internet client aode 318, wherein this dacmon
allows the gaime/advertisement web site 308 10 download to
the user’s Interpet client node 318 uprequested mformation
such as advertising repeatedly. Accordingly, assuming the
dacmon 806 is installed, the user may access not only the
gaming and advertisement services of the web site 308, but
also access substantially the entire Internet through the web
site 308 at a reduced cost. Thus, whenever the end user
processor 318 connects with the Internet service provider
810, the game/advertisement web site 308 is alerted by the
Internet service provider 816 and the DISPLAY ENGINE
622 starts up the downloaded dacmon 806 via Internet
communications with the user’s Internet client node 318.
Subsequently, the DISPLAY ENGINE 622 periodically
sends selected advertising to the daemon 806. Accordingly,
the daemon 806 utilizes the ad viewer program 812 to
coordinate the display of the advertising presentation.

Note that various alternative embodiments related to the
architecture and functionality of FIG. 8 are also within the
scope of the present invention. For example, instead of
communicating with & plurality of third-party Internet ser-
vice providers 806 for determining when users registered
with the present invention are accessing the Intemet via
subsidized Internet connections, the gamesadvertisernent
web site 308 may iaclude or be related to a dedicated
Internet service provider 806 so that when a user registers
with the present invention, the user is provided with & new
Internet access code for the dedicated Internet service pro-
vider 806 and the user’s Internet access fees may be subsi-
dized.

However, regardless of how the present invention subsi-
dizes Internet access, the game/advertisement controller 604
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is notified whenever cach subsidized user connects o the
fnternet or disconnects from the fnternet. Additionslly, cer-
tain reliability features are included in the daemon 806 and
ad view progran 812 for assuring that advertising 1s indeed
presented 10 the user. example, there may be perindic
transmissions from cach subsidized user’s Internet client
node 318 1o the web site 308 verifying that both the dacmon
806 and the ad view program 812 are active. Note that
whenever any advertising is received at the user’s Internet
client node 318, the dacmon 806 transters the advertising 10
the ad viewer program 812 which, in turn, converts the
transmitied information to a displayable format and forces
the display of the user’s Internet client node 318 1o present
the advertising unobscured fo the user.

Additionally, note that in certain contexis the DISPLAY
ENGINE 622 may transmit a message o an Interet Service
Provider 8§06 indicating that no further Internet access will
be subsidized due to a pibdkl\.fﬂ'ﬂnbd aumber of advertisiog
presentation display failwres,

The {oregoing discussion of the nvention has been pre-
seated for purposes of illustration and description. Further,
the description is not intended to timit the invention to the
form disclosed herein. Consequently, variation and modifi-
cation commiserate with the above teachings, within the
skill and knowledge of the relevant art, are within the scope
of the present invention. The embodiment described here-
inabove is further intended to explain the best mode pres-
ently known of practicing the invention and (o enable others
skilled in the art 10 utilize the invention as such, o fn other
cmbodiments, and with the various modifications reguired
by their particular application or uscs of the invention,

What is clatmed 1s:

1. Ap apparatus for presenting one of products and
services while providing an interactive informational service
on a network, comprising:

an advertising selector for determining, for cach of a
plurality of users, a corresponding advertising
presentation, from a plurality of advertising
presentations, to present 1o the user at a corresponding
node of the network, wherein each of at least some
presentations of said corresponding advertising presen-
tations is unrequested and is used for presenting infor-
mation about at least one of a product and a service;

a service providing computational system for providing a
first of the users with a requested corresponding
instance of the informational service, wherein the
instance includes a plurality of user interactions, via the
netwark, with the service providiag computational sys-
tem;

a combiner for obtaining combined data, wherein said
combined data is a result of combiaing said corre-
sponding advertising presentation with data for dis-
playing at least a portion of said corresponding
instance, said corresponding advertising presentation
including at least one network link for identifying
another presentation related to said corresponding
advertising presentation, said network link associated
with a corresponding one or more locations on 4
display of said corresponding advertising presentation,
wherein a user input indicative of at least one of said
locations activates said network link for presenting said
another presentation;

wherein said service providing compuiational system
provides substantially a same informational content
regardless of which of said advertising presentations
are combined therewitly;

a network interface for (a) and (b) following:
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() transmnitting, via the network, said combiged data to
the first user for display during uscr inferactions with
said corresponding astance;

(b receiving, from the first user, one or more user data
ftems indicative of an action in response to said
combined dats being presented;

006 oF MOXe user respanse processing modules for vne or
more of: evaluating an effectiveness of said corre-
sponding presentation, and obtaining another one of
said advertising presentations f{or providing to said
combiner, said processing modules receiving sard one
or more user data Hems.

2. The method of claim 1, wherein said interactive infor-
mational service includes a playing of a game, wherein
portion of the network used for communications between
said service providing computaiional system and the first
user includes a portion of the Internet, and further inchuding
& means for generating a value determined using said user
data, wherein said value is provided to & party requesting a
first of said advertising presentations be presented 1o the
uscrs accessing the Interner.

3. A method of playing a game, comprising:

generaiing electronic game tokens for playing the game,
said game tokens played in instances ol the game to
affect outcomes of the instances;

receiving plaver identification data prior to at least a first
plaver playing the game, wherein said identification
data is used to identify information related to the first
player in subsequent instances of the game;

first plaving a first instance of the game inferactively with
the first player and a substantially electronic game
plaving module, whercin said game playing module
plays a first sequence of said game tokens;

second playing a second instance of the game interac-
tively with a sccond player and said game playing
module, wherein said first and second game instances
overlap in time, and whercin said game playing module
plays a sccond sequence of game tokens when playing
said second instance of the game;

wherein said first and second sequences have at least
different pame tokens in at Jeast one identical game
ioken posilion, in each of said first and second
sequences; and

presenting to the first player, during said first instance, an
advertisement capable of changing 10 a different adver-
tising presentation when the first player responds 1o
said advertisement, wherein said change to said differ-
ent advertising presentation does not change an avail-
ability to subsequently perform game plays of said first
instance.

4. The method as claimed in claim 3, wherein one or more

of:

{2) said token representations are useful for playing one or
more of the following games: blackjack, poker, pia
gow, craps, and roulette; and

{b) said game tokens include token representations of one
or more of: cards, and dice.

3. Amethod of viewing a preseatation related to one of #
product and a service while playing a game on a aetwork,
compusing:

communicating with a server network node that provides
network access 1o one or more games capable of being
played using communications on said actwork;

playing one of said games using communications between
a first user node and said server network node;
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presenting @ first presentation at sald first user node,
wherein said first presentation is presented belween two
plays of the game and wherein said first presentation is
capable of being replaced by a different second pre-
s sentation without changing a play of the game;
detecting an aclion in response to said frst presentation;
transmitiing a data item indicative of said action 0 &
second network node not comtacted for the playing of
the game with the user;
conducting a network conmuunication between the user
and the second network pode, in response 1o said data
item, for information related to the purchase of at feast
one of: & product and a service.
.« 6. The method as claimed in claim 3, further including, in
" response to said siep of detecting, a step of dentifying 2
network address of the second network node without the
user inputting the neiwork address.
7. The method as claimed in claim 6, wherein said step of
identifying includes activating a hyperlink.
8. The method as claimed in claim 5, further including s
step of subsidizing the user’s access to sald network.
9. A method of advertising ou the Interpet, comprising:

[

activaling by an Internet accessible user node, an nstance
of an interactive service available at a first Internet
secessible node via a first Internet connection;

a5

first presenting a fiest presentation, via the Internet, 1o a
user at said user node, during lntermet interactions
between the user and the service, wherein said first
presentation identifies at least one of a purchasable
product and a purchasable service; and wherein said
first presentation is: unrequesied by the user, and sub-
stantially unrelated w a performance of the service by
the user;

transmitiing data, via an Internet communication, indica-
tive of an action by the user in response 1o said step of
first presenting;

receiving, via the laternet, a second presentation for
presenting to the user, whercin said second presentation
is determined using said data, sald second presentation
also identifying one of a purchasable product and a
purchasable service; and

second presenting to the user said second presentanon
during the fivst Intermet connection.

16. The method as claimed in claim 9, whercin said step
of activating the service includes providing an Internct
transmission to a second Internet accessible node, wherein
said second Internet accessible node performs at least said
first presenting step; and

said sccond Internet accessible node includes an Intemet
website that at Jeast one of:

(a) provides said first Internel connection;

(b) provides an offer to subsidize said first Internet
copneclion;

{c) stores information on said first Internet accessible
node for use in a second Internet connection different
from said first Internet connection; and

{d) stores information related to the user for selecting
an advertising presentation for presenting to the user.

11. The method as claimed in claim 9, wherein the service
is one or more of:

(a) a game; and

{b) substantially any service available on the Internet
through an Internet service provider by which the user
accesses the Internet, such that when the user connects
1o the Internet, said Internet service provider pravides




Case 2:07-cv-00263-TIJW-CE

Document 64

Filed 09/11/2007 Page 33 of 46

US 6,183,366 Bl

33
a communication fo a predetermined website that sub-
sequently transmits said first presentation o said user
node.

12. A method for providing advertising related informa-
tion while plaving a game on a communications network,
comprising:

comtacting a game plaving network node by a user sl &

wser eiwork node;

initiating an instance of the game by the user at the user

network node, wherein the instance includes a plurahity
of user plays;

figst receiving one or more adveriising related prescota-

tions by the user for presentation during a playing of the
instance of the game, wherein for at least a duration of
time between a pair of some of the user plays, a first of
said one or more advertising presentations is presenied
at the user network node, wherein said first advertising
related presentation was not presented to the user

during the instance of the game between a different pair

of seme two of the user plays, wherein at least one of
said advertising related presentations 1s inferactive
has network node identifying information tor access
an additional network node different from said game
playing network node, said additional network node
fraving an additional presentation responsive (© & user
input to said at least one advertising related presenta-
non

wansmitting for said at Jeast one advertising related
presentation, user response data 1o said additional net-
work node, wherein said user response data is related to
one or more respouses by the user to said at least one
advertising related presentation;

seeond receiving by the user network node another adver-
tising related presentation providing additional infor-
mation sbout @ product or service advertised in said at
least one advertising related presentation.

13. The method of claim 12, wherein one or more oft

(2) suid at lvast one advertising related presentation
includes a hyperhink for said network node identifying
information; and

{b) said first advertising related presentation and said at
feast onc advertising related presentation are wentical.

14. A method of advertising on the Internet, comprising:

for each of one or more users accessing the Internet, the
following steps are performed:

first transmitting, from the user, an Internet request for
contacting a providing node of the Intemet, said pro-
viding node provides access to oue or move display
presentations for a service with which the user desires
to interact, wheremn said request has associated there-
with an Internet address for contacting the providing
node, and wherein said interactive service is interactive
via the Internet with the user;

first receiving, via the providing node, sald oune or more
display presentations for presenting on at Jeast & portion
of a displav of a user node by which the user accesses
the Internet;

first presenting, by the user node, overlapping with a
display of at least one of the display presentations, a
first one or more adveriising presentations for provid-
ing information refated to one or more of a product and
a service, wherein said first one or more advertising
presentations are received via the Internet in response
to Internet transmissions by the providing node, and
displayed on at least a portion of said display;
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secoud presenting, by the user node over time, one or
more additional advertising presentations, cach said
additional advertising presentation for providing infor-
mation relsted 10 one of & product and a service,
wherein cach of a1 least most of said additional adver-
tising presentations is: (a) received via the Internet in
response lo Internet transmissions by the providing
node. and (b) displayed on at feast a portion of said
display withou! the user providing an input subsequent
to said steps of first transmitting, first receiving and first
presenting to which said one or more additional adver-
tising presentations are responsively provided:

second transmilting, via the Internet, daia indicative of an
action by the user in response to one of said first and
said additional advertising presentations, wherein said
data is transmitied: (1) from said user node, and (b) 10
a destination node of the Internet, said destination node
identificd at said user node by destination Internet Hok
information used for mansanitring said data;

sceond receiving, via the Internet, another presentation for
presenting o the user at said user node, wherein said
aother preseatation is responsive 1o said action by the
USELL

15. The method of clabm 14, wherein one or more of:

(a) said step of second presenting includes periodically
fransmitting via the Internet one of said additional
advertising presentations o said user node;

(b) said step of second presenting includes forcing 4
display of at feast one of said additional advertising
presentations 1o be exposed on said display;

() said forced display 1s in exchange for subsidizing a
cost related 1o accessing the Internet, wherein said
subsidizing the cost related 1 accessing the Intemet
includes vne of: a subsidy of an Infernet sccess charge,
and frec access o the Inferoet

(d) said first advertising presentations is one oft (i)
received from the providing node as part of the at Jeast
one display presentation, and (1) received from an
Tnternet site providing for the forced exposure of said
first advertising presentations on said display;

(¢) said destination Taternet link information includes a
hyperliok for accessing said destination Infernet node;

(£y said destination Intemet node is an Internet site for a
sponsor of said advertising peesentation 1o which said
action by the user is responsive; and

() said display presentations are related 10 a game, and
said providing node includes an Lniernet web site for
determining at Jeast oue play of said game.

16. The method of claim 14, wherein said providing node
is not said destination node, and said destination Internet
link information is not indicative of said providing node
being said destination node.

17. The method of claim 14, wherein one or more oft

{a) at least one of said steps of first and second presenting
is in response lo & communication: (i) from said pro-
viding node connecting the user to the Internet, and (ii)
to some Internet node so that said some Internet node
transmits one or more of: said first advertising
presentations, and said additional advertising presenta-
tons 1o the user node;

{b) said step of second receiving includes receiving fur-
ther information refated to the product or service of the
advertising presentation for which said action by the
USST IS & TeSponse;

(c) further including a step of third presenting said another
presentation on said Internct user node, wherein at least
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& portion of said display maintains « graphical format
displayed prior 1o said step of third presentng.
8. The method of claim 14, wherein said siep of second
saiing includes preseating at least one of smi additional
riising presentations overlapping with a display of @
least one of display preseniations.

19. A method of advertising on the Internet, comprising:

for cach of one or more users accessing the Internet, the
following steps are performed:

receiving. al an Internet pmv»dma node and from a user
node by which the user accesses the Internet, an Inter-
et request for one or more dlsp]ay preseatations of an
interactive service, wherein said request has associated
ﬂwrcwilh an Interuct address for contactung the pro-
viding node, and wherein said interactive service is
xmumux\u via the Internet between said providing node
andd the user;

ransmitting 1o the user node, in response 1o said Internet
request {a) and (b) following:

{a} said one or more display prescntations of said
service for presenting on at least & portion of a
display for the user node, and

(b) one or more advertising presentations, wherein a
first of said advertising presentations is also dis-
played on at least » portion of said display with at
least one of said display presentations;

wherein, over time, one or more additional of said adver-
tising prescnations are presented on at least a portion
of said display without the user providing an iuput
having a corresponding next response that presents said
one or more sdditional advertising presentations,

wherein at least one of said first and said additional
advertising presentations is capable of responding 10 an
sction by the user by transmitting, via the Internet, data
indicative of said action to a destination Intesnet node,
wherein said destination node is identified by destina-
tion Internet link information, provided in said step of
transmilting, for contacting said desiination node with
said data.

20. The method of claim 19, wherein one or more of:

{a) said step of sccond presenting includes periodically
transmitting via the Internct one of said additional
advertising presentations o said user node;

(b} said step of second presenting includes forcing a
display of at least one of said additional advertising
presentations to be exposed on said display;

{c) said display presentations are related to 3 game;

{d) said first advectising presentations is one of (i} and (it):
(i) received from the providing node as part of the at

jeast one display presentation, and

(i) received from an Imternet site providing for the
forced exposure of said first advertising presentation
on said display;

{¢) said forced exposure of said first advertising presen-
tation is in exchange for subsidizing a cost related to
accessing the Internet, wherein said subsidizing the
cost related to accessing the Internet includes one of‘ a
subsidy of an Internet access charge, and free access 1o
the Internet:

{f) said providing node is an Internet website;

{g) at Jeast one of said steps of first and second presenting
arc in response o a communication:

(i) from an Internet service provider connecting the
user to the Internet, and

(i) 10 some Internet node so that said some Internet
node iransmits one or more of: said first advertising
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presentation, and said additional advertising presen-
tations (o the user node;

{h) said destination Internet hink is used for providing a
hyperhink for accessing said 'vstma ion Iaternct node;

(1) further including a step of third presenting said another
presentation on said Internet user node, wherein at feast
a portion of said display maintains a graphical format
displayed prior to said step of third presemting;

(i) said destination hternet node is an Internet siie for @
sponsar of said at least one advertising presentation
which said action by the user is responsive; and

{ky further including a step of
providing node prior ‘s')
presentations.

21. A method of advertising on a petwork, comprising:

for cach of one or more users sccessing the network, the
following steps are performed:

first ransmitting, from the user, a corresponding reque
for accessing a providing node of the network. said
providing node provides one or more nteractive dis-
play prescatations, wherein said request has associated
therewith a network address for identifying the provid-
ing node;

first receiving, from the providing node via the network,
said ope or more interactive display presentations for
presenting on at least a poton of a display of a user
node by which the user accesses the network, and
whorein said interactive display preqcnl:\tjnn\‘ are
inferactive, via the network, between the user and said
providing node;

first presenting, by the user node, concurrenily with at
feast one of the interactive display presentations, a first
advertising presentation for providing information
related to one of a product and a service, wherein sad
first advertising presentation is received via the net-
work from some node of the network, and displayed on
at least a portion of said display;

second presenting. by the user node over time, one or
more addifional advertising presentations, cach said
additional advertising presentation for providing infor-
mation related to one of a product and a service,
wherein cach of at least most of said additional advers-
tising presentations is:

(a) received via the network fron said some node, and
(b) displayed on at least a portion of said display
withaut the user providing an input that causes said
additional advertising presentation to be displayed;
second trapsmitting, via the network, data indicative of an
action by the user in response to one of said fisst and
said additional advertising presentations, wherein said
data is ransmitted:
(i) from said user node, and
(i) to a destination node of the network, said destina-
tion node identified at said user node by a destination
network address used for transmitting said data;
second receiving, via the network, another presentation
for presenting to the user at said user node, whercin
said another presentation is responsive 1o said step of
second fransmitting.

22 The method of claim 20, wherein one or more off

(a) said step of second presenting includes periodically
ransmitting one of said additional advertising presen-
tations to said network user node;

{(b) said step of second presenting includes forcing a
display of at least one of said additional advertising
presentations 1o be exposed on said display;

the user registering at the
receiving said one or more
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{c) af least a partion of said network used i one of said
steps first and sceond receiving and first and second
sransamitting tncludes the Interact

{d) at least a portion of said neiwork used in onc of said
steps first and second receiving aud {first and second
transmiting communicates ustag TCPAP as 4 network
profocel;

{¢) said network providing node and said some network
node are at a same Internet site;

(1} saidd Infernet site provides foternet communications via
the petwork to said network user node so that the vser
can play an interactive game using the Internct com-
municalions;

{g) said step of first receiving includes interacting with an
Trernet informational service accessible rom the net-
work providing node when said intevactive display
presentations are displayed at said network user uode;

(h) said step of sceond receiving includes recciving fur-
ther information related 1o 1he product or service of the
advertising prescatation for which said action by the
USCL 1S A [ESPONSE;

(1) said network address includes Intermet addressing
information for usc in routing the request through the
Internet to said network providing node;

{1) said step of second presenting includes presenting at
Jeast one of said additional advertisiog presentations
concurrently with at Jeast one of said interactive display
presestations;

(k) said at least one inferactive display presentation
inchudes an output from 4 game nstance;

{1y said destination network address is used by 3 hyperlink
for accessing said destination network node;

{m) funther including a step of third presenting said
another prescatation on said network user node,
wherein at least a portion of said display maintaips a
graphical format displayed prior to said step of third
presenting;

(n) said destination network node is an Internet site for a
sponsor of said advertising presentation to which said
action by the user 15 responsive;

{0) said destination network node is an Internel site
identical to one of: said network providing node, and
said some network node.

23. The method of claim 21, wherein at least one of said
steps of lirst and second presenting s In response 1o a
communication: {a) from an Internet service provider con-
necting the user to the network, and (b) to said some network
aode so that said some network node transmits one or more
of: said first advertising presentation, and said additional
advertising presentations to the network user pode.

24. A method for providing advertising related informa-
tion while playing 2 game on the Internet, comprising: .

contacting 4 game playing Internet site by 4 user at a user
Internet station;

transmitting user identification information priof to the
user playing ap instance of the game, wherein said user
identification inlormation is used to identfy additional
personal information related to the user for use during
at least one subsequent instance of the game;

initiating said at least one instance of the game by the user
at the user Internet station, wherein said af least one
mstance includes a plurality of user plays;

first receiving, by the user, one or more advertising related
presentations for presentation during 2 playing of said
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al teast one instance of the game, wherein at Jeast one
of said advertising related presentations accesses Inter-
net site identifying information for contacting an addi-
tional Interpet site different from said game playing
Internet siie, said additional Internet siie having an
additional preseatation responsive to inpul by the user
fo said ar least one advertsimg related presentation;

transmitiing, for said at lesst one adverising related

atation, user response data w said additional Intey-

te, wherein said user response data s indicative of
one or more inputs by the user o sad at least one
advertising related presentation; aad

seeond receiving, by the wser Internet station, ancther
advertising relaied preseatation providing additional
infonmation abowt & product or service adveriised m
said at least one advertising related presentation.

25. A mcthoed of advertising on the lnternet, comprising:

For vach of one or more users accessing the Internct, the

following steps are performed:

providing, by the user, information for a subsidized Inter-

net secess from an Interaet service provider;
comecting, by the user, to the Internet via said Internet
service provider;
first receiving, from a first Internet site via the Internet, a
first transmission of one or more advertising presenta-
tions for presenting on at least a portion of a display of
a user node by which the user accesses e Internet,
wherein said first vansmission is in response to first
said step of connecting;
first presenting, by the user node, concurrently with at
least one of the advertising preseniations, s colleciion
of one or more Internet preseatations from one or more
Internet sites dillercnt from said fivst Internet site;

second receiving, by the user node over tme, one or more
additional advenising teansmissions for presenting to
the user concumrently with said collection of Internet
presemations, cach said additional advertising trans-
mission for providing information related to one of &
product and a service, wherein cach of at least most of
said additional adveriising transmissions is: (4)
received via the Internet from said first Internet site,
and (b} displayed on at least 2 portion of said display
independently of the user previding a corresponding
request to said first Internet site;

second transmitting, via the Internet, data indicative of an

action by the user in response to a presentation of one
of said first and said additional adveriising
wransmissions, wherein said data is transmitted: (a)
from said user node, and (b) to a destination node of the
Internet, said destination node identified at said user
node by destination Internet Hok information vsed for
transmitting said data;

second receiving, via the Internet, another presentation for

presenting o the user at said user node, wherein said
another presentation is responsive to saxd action by the
user.

26. The method as claimed in claim 25, wherein said
Internet service provider and said fivst Internet site have a
same Internet address.

27. A method for providing advertising related informa-
tion while playing & game on a communications network,
comprising:

performing the following substeps (A1) through (A2) for

cach of a plurality of users:
{A1) providing, in response 10 a request on the com-
munications network by the user, access to an
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instance of the game [or playing by the user, wherein
the instance includes a plurality of user plays;
(AZY transmitting one or more advertising related pre-
sentations 1o the user for presentation during a play-
ing of the fnstance of the game, wherein for ai least
& duration of tme between a pair of sone of the user
plays, 4 first of said one or more adverlising related
presentations is presented to the user, wherein said
first advenising related preseptation was not pre-
sented 10 the user during the instance of the game
tretween g different pair of some two of the user
plavs, and wherein for at least one of said advertising
related presentations, (a) and {b) following hold:
() said at least one advertising related presentation
has assoctated therewith network Linking informa-
tion identifying a corresponding one of a plurality
of podes connected 1o the communicaions
actwork, said network linking information beiny
identical for transmissions of said at least one
advertising related presentation for al least most of
the users; and

{b) said at least one advertising related presentation
is capable of providing a responsive trapsmission
for transmitting on the communications network,
corresponding data related o one or more
responses by the user to said at least one adver-
tising related presentalion;

providing advertising related information o a frst adver-
tser for said at least one advertising related
presentation, wherein said advertsing related fnforma-
tion is obtained using said corresponding data for said
at least one advertising presentanion.

28. A method as claimed in claim 27, wherein said step of
transmitting occurs during 4t least a portion of a presentation
of the iostance of the game, and said network linking
information is used in providing a hyperlink to said corve-
sponding node.

29. A method as claimed in claim 27, further including a
step of determining a perceived effectiveness of said at least
one advertising related presentation using said correspond-
ing data received from said responses from at least some of
the one or more users.

30. A method as claimed in claim 29, wherein said
perceived cffectiveness of said at least one advertising
related presentation includes one or more of the following:

{a) a measurement related to a number of the users to
which said at least one advertising related presentation
is displayed,

(b) a messurement related o a number of times said al
least one advertising related presentation is displayed to
some of the users,

{c) 2 measurement related to a number of favorable
responses by the users 1o said at least ope advertising
related presentation, and

{d) a measurement related to a number of promotionals
provided to the users, said promotionals related to at
least one product or service of said at least one adver-
tising related presentation,

31. A method as claimed in claim 30, further including &
step of charging the first sdvertiser using at least one of said
measurement (a) through {d) of claim 30,

32. A method as claimed in claim 27, further including a
step of obtaining a first amount of information from the user
prior to said step of transmitting.

33. A method as claimed in claim 32, wherein said step of
obtaining includes one of: receiving registration information
at an Internet web site, and personal information about the
user.
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34, A method as claimed in clalm 27, wherein one ¢
advertising related presentations includes information
related W one of: cne or more products, one or more
services, and information for influencing the user.

35, A method as claimed in claim 27, further including a
step of determining a measurement related to a number of
times 1o which the users provide & response 10 one of said
advertising related presentations, wherein said response
requests additional informaton.

36. A mothod as clatmed in claim 27, further includes one
or more of the {ollowing steps:

(a) comparing a first measurement indicative of an inferest
by the one or more users ip one of said advertising
related presentations with a second measurement of an
interest by the one or more users in g second advertising
relared presentation of said advertsing related presen-
rations for determining an effectiveness of said one
advertising related presentation in compansen 1o at
least an effectiveness of said second advertising refated
presentation;

{by determining a characterization of the users that are
responsive o said one advertising related presentation;
and

(¢} determining a measurenment for said onc advertising
related presentation, wherein the measurement relates
to a length of time said one advertising related presen-
tation is displayed 1o the one or more users

37. Amethod as claimed in claim 27, wherein said one or

more responses by the user include an answer 1o at least one
question presented 1o the use

38. A method as claimed in claim 27, wherein said step of

initiating includes providing the user with an option to play
one of: blackjack, craps, roufette, poker, baccaral, and pai
gQ\V.

39. Amethod as claimed in claim 27, further including the

steps of generating card representations for plaving the
game;

first requesting, by a ficst of the one or more users, a first
collection of one or more of said card representations
when plaving s first instance of the game by the first
user;

initializing & second instance of the game with a second

of the users for playing said second instance of the
game;

second requesting, by the second user, a second collection

of one or more of said generated card representations,
wherein said first and second steps of requesling over-
lap in time.

40. A method as claimed in claim 27, wherein said game
includes at least one of the following attributes:

{(a) an clement of chance;

(b) a total number of possible game plays is capable of

being determined before playing the game; and

(<) there is an opponest to at Jeast one of the users.

41. An apparatus as claimed in claim 40, wherein said
opponent deals a playing token to the onc user.

42. A method as claimed in claim 27, wherein said
network overlaps with one of an Internet network, an
interacuve cable welevision network, and a local area nei-
work.

43. A method for providing product or service information
while playing a game using a communications neiwork,
comprising:

performing the following substeps (A1) through (A3) for

each of a plurality of users:
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(A1) receiving, at a first network site, a communica-
tions network request from the user w play a corre-
sponding instance of the game, wherein the corre-
sponding instance iocludes a plurality of vser plays.
wherein for each of at least some of game play
network transmissions 1o the user for said plays, said
transmission is dependent upon & most recent pre-
vicus nelwork transmission from the user, and ai
jeast some of said game play transmissions have
different visual displays for different users;

(AZ) providing for preseptation to the user, ai a second
network site, one or more presentations for presen-
tation during a plaving of the corresponding mstance
of the game, wherein between some two of the user
plays there is one of said one or more presentations
presenied to the user, wherein said preseatations are
for relating information about one or more purchas-
able products or services, or for receiving informa-
tion from the user about purchasable products or
KEIVICES;

wherein said step of providing iacludes the ollowing

substep (A3):

{A3) rransmilting, to the second network site, at least
one of said presentations having a capability for (i)
and (1) following: (1) receiving data, wherein said
data is related 1o one or more responses by the user
1o said at least one presentation presented (o the user,
and (i1) transmitting, in response to an sction by the
user, said data on the communications network 1o a
predetermined network site, using & network identity
for the predetermined network site available at the
sceond network site, wherein said network identity
does not identify said fisst network site as said
predetermined netwark site;

wherein said data is used for sclecting a second presen-

tation for presenting for presenting to the user during
said corresponding game instance,

44. A method as claimed in claim 43, wherein there is
pair of uscr plays wherein said one or more presentations are
not presented.

45. A method as claimed in claim 43, wherein said game
includes an clement of chance.

46. A method as claimed in claim 43, wherein said game
includes a total number of possible game plays that is
capable of being determined before playing the game.

47. A method as claimed in claim 43 wherein for said
game there is a1 least one opponent fo at least one of the
USErs.

48. A method as claimed in claim 47, wherein said at least
one opponent deals a plaving token to the user.

49, A metbod as claimed in claim 43, wherein said
communications network overlaps with one or more of an
Internet petwork, an inferactive cable television network,
and a local area network.

50. A method as claimed in claim 43, further including a
step of obtaining a first amount of information from the user
prior to said step of providing, wherein said step of obtaining
includes registering at an Internet web site.

31. A method as claimed in claim 43, said step of
providing includes a step of matching the user with said at
least one presentation by comparing user supplied informa-
tion with information supplied by an advertiser of said at
least one presentation.

52. A method as claimed in claim 51, wherein said step of
malching includes comparing information obtained from the
user with a demographic profile for determining said second
presentation 10 be provided 1o the user.

B0
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33, A method as claimed in claim 43, farther inchuding &
step of ceasing (o ansnul 4 first of said presentations o the
user, and ceasing to transmil a particular category of pre-
sentations of said presentations to the user.

54. The method of claim 43, further including for each of
users, the sieps oft

receiving al said fiest network site trapsmitied plays of
said corresponding game instance played by the user;
and

smitting responses 1o said received plays, wherein for
each of at least most of 1he users having overlapping
corresponding pame instances, said responses of cach
are transmitted free of any game synchronization con-
strains with at least most of the other usors.

55 A method for providing information regarding prod-

ucis or services while plaving a game using a network,

COMPrisinNg:

(A1) providing, at a network site on said network, access
to & plurality of presentations for presenting to a
plurality of users, wherein at least some of said pre-
sentations have corresponding network Haking mfor-
mation for idemifying a corresponding site on the
network, and cach of said at least some presentations
provide: (a) information about one or more purchasablc
products or services, and (b) a capability for recelving
a corresponding response from the user related to the
one or more purchasable products or services;

performing the following substeps (A2) and {A3) for each of
some of the users:

(A2) receiving a request for playing an instance of the
gamie by the user using the nefwork;

{A3) transmitting, via the neiwork, a particular one of said
al least some presentations o the user for presentation
between some two user plays of the game instance,
wherein said particular presentation also has a capabil-
ity to transmit data indicative of a said conesponding
response by the user to said corresponding site on the
network identified by said corresponding network link-
ing information;

wherein said data, once received at said corresponding site,
is used for one of: evaluating an effectiveness of at least one
of said presentations, determining another presemtation for
transmitting 1o the user, providing a product, and providing
a service.

56. A method as claimed In claim 55, further including a
step of receiving said data at said corresponding site during
the instance of the game.

37. A method as claimed in claim 53, further including a
step of providing, to a first of said users, supplemental
information related to a compensation to the first user for
providing one or more of said responses.

58. A method as claimed in claim 55, wherein said
network overlaps with one of an Internet network, an
interacuve cable television network, and a local area net-
work.

39. A method as claimed in claim 35, wherein at least one
of said responses mcludes obfaining some of the following
information related 1o the user: a name, an address, an ¢-mail
address, an age, a financial statos, an educational Jevel, a
marital status, a size of houschold, a number of children, an
amount of recreational time, personal tastes, and a sex.

60. A method as claimed in claim 55, further including a
step of storing information related to one of: whether one of
said plurality of presentations has been presented to a first of
the one or more users, and a time when said one presentation
was presented 1o the first user.
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61, An spparatus for plaving a game using the Infermet,
and providing a preseatation related o at least one of a
product and a service during the game, comprising;

a game plaving engine, accessible via a fiest Internet site,
said engine capable of playing a game with cach of a
plurality of users, each of satd plurality of users at a
corresponding  Internet acc station,  wherein
communications on the Internet are used;

5
&

a controller for controlling network game play transmis-
sions 1o the Internet acoessible stations, whercin
between some fwo plavs at 4 first of the Internet stations
during & plaviag of the game with a first of the users,
at least ope presentation of a plurality of preseatations
is presented vsing presentation information wansmitted
by said controller via the futernet, and whercin said
presentation mformation includes: (a) advertising
information concerming at least one of: a corresponding
product and a corresponding service, (b) Internet link-
ing information identifying an additional presentation
to be oblained from & second Interpet site, {¢) a
capability for allowing said at feast one presentation o
receive one or more data ems related to one or more
actions by the first user directed to said at least one
presentation, and {(d) a capability to transmit, upon
sctivation of said Internet luking information by the
first user, said one or more data items to said second
Tnternet site;

whereln one Of more user response processing modules at
the second Internet site uses data obtained from said
one or more data jtems for at least one of: evaluating an
cffectiveness of said at least ome presentation, deter-
mining another of the presentations for transmitting (o
the first wser, providing a product (o the irst user,
providing a service 1o the first user, purchasing the
corresponding product by the first uscr, and purchasing
the corresponding service by the first user.

62. An apparatus as claimed to claim 61, wherein said

game is a game of chance.

63. An apparatus as claimed in claim 61, wherein a total
number of possible game plays of said game is capable of
being determined before playing the game.

64. An apparatus as claimed in claim 61, wherein
game Is a game having an opponent.

65. An apparatus as claimed io claim 64, wherein
opponent plays the game inleractively with the user.

66. An apparatus as claimed in claim 64, wherein
opponent is another plaver.

67. An apparatus as claimed in claim 64, wherein
opponent deals a game playing token o the user.

68. An apparatus as claimed in claim 64, wherein said
game is interactive between the user and said game playing
engine.

69. An apparatus as claimed in claim 61, further includ-

ing:

said
said
said

said

a profile repository for storing one or more demographic
profiles, cach said demographic profile describing a
corresponding group of one or more game playing
users, including the first user, for presenting, via the
network, one or more presentations used for identifying
products or services.

70. An apparatus as claimed In claim 61, wherein at least
one of said demographic profiles includes data for identify-
ing said corresponding group according 1o one or more of:

an age, sex, financial status, location of residence,
cducation, marital status, estimated amount of recre-
ation ume, personal tastes and habits, size of
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household, number of children, and user network inter-
action Calegorizalions.

71. An apparatus as claimed in claim 61, further including
one or more modules for categorizing the first user accord-
ing {0 data indicative of network interactions by the firsi
user, wherein said indicative dawa includes one oft a char-
acterization of network sites accessed by the first user, one
or more types of advertising for which the first user requests
additional information and a risk wierance of the first user.

72. An apparatus as claimed o claim 61, wherein, for the
first user, said one or more user data Hems are used o
enhance 2 user profile for the user within a user data
TEPOSIOTY.

73. An apparatus as claimed in clatm 61, wherein said
network uses one of an Jnternel connection, an interactive
cable television connection, and an intrancl connection.

74. An apparatus as claimed in claim 61, wherein said at
least one presentation includes one or more questions for the
first user.

75. An apparatus as claimed in claim 61, wherein some of
said one or more data jlems are determined using one of:

(a) a detection of an activation of a hyperlink by the first
user; and

(b) a determination of 3 length of tme that one of the
presentations is visible 1o the user.

76. An apparatus as clatmed in claim 61, further includ-

ing:

a means for combining said at least one presentation with
a game play by the game playing engine into a com-
bined outpuy and

a means for transmitting through the Internet, said com-
bined output to the first Internet station.

77. An apparatus as claimed in claim 76, whercin said
means for combining includes a means for specifying saxd
combined response in a byperiext markup language

78. An apparatus as claimed in claim 76, wherein said
means for wansmiting includes a World Wide Web server
for accessing the Interaet.

79. An apparatus as claimed 1n claim 61, whercin one or
more said data items for the first user includes user nfor-
mation related to one or more of:

an age, sex, financial status, location of residence,
education, marital status, estimated amount of recre-
ational time, personal tastes and habits, size of
houschold, number of children, and user network inter-
sction categorizations.

80. An apparatus as claimed in claim 61, wherein said
controller includes a selector engine for comparing a desired
user profile with data provided by the users via the Intemet.

81. An apparatus as claimed in claim 61, wherein said
game playing engine Includes a game controller for playing
one or more of blackjack, poker, craps, roulette, baccarat and
pai gow.

82. An apparatus as claimed in claim 61, wherewn said
game playing engine includes a wager accounting module
for defermining an acceptability of a user requested wager.

83. An apparatus as claimed in claim 61, wherein said first
fnternet station includes a network browser for communi-
cating with the Internet site for playing the game.

84. An apparatus as claimed in claim 83, further includ-
ing:

a presentation receiving module operatively connecied 10
said network browser at the first Internet station, said
presentation receiving module for receiving an unre-
quested presentation not combined with any game
playing response by the game playing engine.
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85, An apparatus as claimed in claim 84, wherein said
preseatation receiviag module includes o dacmon for detect-
tng said unrequested presentasion.
86. An apparatus as claimed in claim 88, further includ-
ing:
an advertiser reposiiory including data related 0 a mea-
surcment of a preference of the first user for one of said
presentations, and an adveriised Hem;

¥ 73

wherein said advertiser repository is accessible for trans-
mitting said at least one presentation to the first Internet
station.

87. An apparatus as clanimed o claim 61, wherein:

saicd at least oue presemtation provides for conducting a
trapsaction for a purchase of an advertised item pre-
sented at the first Internet station.

88. An apparatus as claimed in claim 61, wherein:

said first Imternet station accesses the Internet via
Internet service provider;

an

wheren said service provider is a casiuo.
89, A method of preseating at least one of a product and
a service while plaving one or more games on a network,
comprismg;
for cach of a plurality of users the following steps (AD)
through (A3) arc performed:

(A1) first determining, in response (o i network request
by the user, a particular presentation, from a pluralny
of presentations, to present to the user at a corre-
sponding user node of the network, wherein said
presentations are used for presenting information
abont at least one of a product and a service, and said
particular presentation includes addressing informa-
tiop for a destination site of the aetwork {or receiving
user responses o saxl particular presentation;

(A2} playing. with the vser, a corresponding instance of

one of the games, wherein the instance includes one
or more user plays and wherein for cach of at least
most of the users playing the game concurrently, a
different display of tokens for the game is presented
from that displayed to most other users;

(A3) first presenting to the user during the playving of a
portion of the corresponding instance, said particular
presentation via the network;

wherein a data item indicative of an action in response to

said particular presentation is transmitied to said des-

tination site wherein said data item s used for one of:
evaluating an effectiveness of said particular presentation,
selecting another presentation for presenting to the
user, providing a product, providing a service to the
user, purchasing a product, purchasing a service, and

providing information for influencing the user on a

predetermined issue.

90. A method as claimed 10 claim 89, further including:

second determining for the uwser a different presentation,

from the plurality of presemtations, to present to the

user at the correspoading user node of the network;
second presenting 1o the user during a different portion of

the corresponding instance, said different presentation.

91. A method as claimed in claim 89, wherein the corre-
sponding instance played by the user is played according to
s predetermined set of rules indicating how an instance of
the game is to be played.

92. A method as claimed in claim 89, wherein the corre-
sponding instance played by the user is an instance of a
game of chance.

93. A method as claimed in claim 89, wherein a total
number of possible distinct game plays of the corresponding
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istance plaved by the user is capable of being deternuned
before plaving the game instance.

94, A method as claimed in claim 89, wherein said
mstance is an instance of a game having an opponent.

95, A method as claimed i claim 94, wherein said
opponent plays the tostance of the game interactively with
the user.

96. A method as claimed in claim 94, wherein said
opponcnt is another user.

97. A method as claimed in claim 94, wherein said
opponent deals a playing token to the user.

98. A method of viewing a presentation related 10 one of
4 product and a service while plaving a game on 4 network,
COMprising:

accessing the network by a first user via a first neiwork

service provider, and by a second user via a different
second network service provider;

communicating by each of the first and second users with

a network site that provides network access to one or
more games capable of being plaved using communi-
cations on said network, wherein each of said first and
second users use a common network address for com-
municating with said network site;

plaving a first instance of one of said games using

communications between said first user and said net-
work site;
presenting s first presemtation (o the first user, wherein
sawd first presentation is displayed between some two
plays of the stance and wheretn said first presentation
provides wformation aboni a product or servics;

replacing said fiest preseatation by a second presentation
for display to the first user between a different two
plays of the first instance of the game, wherein said
second presentation provides information about a prod-
HCL OF SSIVICE;

detccring an action by the tirst user in response 10 one of
said first presentation and said second presentation;

transmiliing one or wore data tems indicative of said
action to a particular petwork stie corresponding said
one presentation;

receiving another presentation for presenting to the fiest

user during a playing of the game instance, said another
presentation responsive to said step of transmitting.
99. A method as claimed in claim 98, wheretn said
network stie s said particular network site.
100. A meihod as claimed in claim 98, whercein a reversing
of an ordering of display of said first and second presenta-
tions does not affect a plaving of said first game instance.
101. A method of viewing a presentation related to one of
a product and a service while playing a game on a neiwork,
comprising:
providing access to the network via a first user node;
commumnicating with a second network node that provides
network access o one or more games capable of being
played using communications on said network;

transmitting game plays, via the network, between said
first user node and said second network node for one of
said games;

presenting a first advertising presentation to said first user

node, wherein said first adveriising presentation is
presented during a first instance of the game and
wherein said first advertising presentation is capable of
being replaced by a different second advertising pre-
sentation;

detecting an action in response to said first advertising

presentation by said first user node during the first
instance of the game;
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fiest transmitling u data itom indicative of said action on
said network;
sceond fransmittiog to said first user node, another adver-
tising presentation, wherein said another advertising
presentation s determined using said data item.
102. A method as claimed in claim 101, wherein said first
prescatation is capable of being replaced by said second
presentation in the game instance and the game instance is
capable of being played in andentical manner regardiess of
wirich of said first and second presentations 1 presenicd.
103, The method as claimed in claim 101, wherein one or
more of (3), {b) and (¢} following:
{a) said step of presenting includes presenting said second
advertising presentation wr a different game wstance
from said first instance, wherein an outcome of said
first instance of the game s substantially unrclated to
which advertising presentation of a plurality of adver-
tising presentations is presented as said first advertising
presentation in said step of presenting;
(b) said step of second transmitting includes selecting said
another advertising presentation by al least one of (i)
and (it} following:
(1) accessing stored data indicative of network commu-
gications by the first user prior to said step of first
transmitting; and

(ii) determining whether the first user qualifies 1o
receive @ particular advertising preseatation as said
another advertising presentation;

(¢) said step of first ransmitting meludes transmitting said
data items 1o one off saxd second setwork node, and
another netwark pode for determining said another
advertising presentation.

104, A method of viewing a presentation refated to one of

a product and a service while playing a game on a network,
comprising:

communicating with a server notwork node that provides
network access (o one or more games capable of being
played using communications on said petworl;

playing one of said games using communications between
a first user node and said server network node;

presenting a first presentation at said first user node,
wherein said first presentation is presenied between two
plays of the game and wherein said first presentation is
capable of being replaced by a different second pre-
sentation without changing a play of the gamc;

detecting an action in response to said first presentation;

ransmittiog @ data ftem indicative of said action o a
second petwork node;

providing, in response to said data item, information
related to the purchase of at feast one of a product and
a service,

105. A method of presenting an Internet presentation,

comprising:

providing a first presentation, via the Infemet, 0 a user
Internet accessible node;

activating, in response 10 an Internet request by the user
via an Internet conuection 10 the user Infernet acces-
sible node, an instance of a first Intemet service,
whereln said fiest presentation is presented at Jeast
during an interval between Internet transmissions for
two user inputs to the instance of the first service, and
said first prescntation 1s not presented in response to an
Internet input by the wuser, during said Internet
connection, and wherein said first presentation provides
information relating to at least one of a purchasable
product and a purchasable service;
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receiving data. via & communication on the Inleret,
indicative of an action by the user i response 10 said
first presentation being prescated o the user, whercin
said communication uses an Internct address, available
at the user Internet accessible node, for determining a
destination of said data;

determining a second presemtation for presenting to the
user, wherein said sccond presentation is determined
using said data, said sccond presentation also providing
information relating to one of a purchasable product
and a purchasable service;

fransmfiing 1o the user, via the Internet, said sceond

presertation for presenung o the user dunng said
Internet conpection.

106. A method as claumed in Claim 103, wherein said first
sesvice includes the capability of plaving one or more games
on the Infernet, and said activation is an instance of playing
one of the games interactively with the first [nernet acces-
sible node.

167. A method as claimed in claim 106, wherein said
vame has predetermined rules of how the game is played and
at Jeast oue of the following attributes:

(2) an clement of chance;

(bY a total number of game plavs is capable of being
determined before playing the game: and

(<) there is an opponent 1o at least one player of said game.

108. A method as claimed in claim 103, further including
a step of determining cpe of: a number of tmes the first
presentation is presented, a number of positive responses 10
the first presentation, and a number of purchasable products
or purchasable services sold using the first presentation.

189, A method as claimed 1n claim 105, wherein the
communication between the first Internel accessible node
and the second Imternet accessible node uses a TCPAP
protocol.

110. A method as claimed in claim 1058, further including
a step of generating a value from said data, whereln said
value is provided to a party requesting said first presentation
be presented 1o users accessing the Iniernet.

111 A method as claimed 1n claim 110, wherein said step
of generating includes determining one oft a pumber of
times the first presentation is presented, a number of positive
responses 1o the first presentation, and a number of purchas-
able products or purchasable services sold via the first
presentation.

112. A method of providing a presentation 1o each of one
or more users of & communications netwoek, comprising:

performing for each of the one or more users, sieps (Al)
through {A3) following:

{Al) providing access fo a nelwork server node for
allowing network access 10 a network service, wherein
said network server node presents one or maore infer-
active service preseatations o cach user: (a) duning an
activation of the network service from a network clicat
node via the aetwork, and (b) substantially asynchro-
nously from most other users, said interactive service
presentations providing interactive communications
between the user and sald network server node via the
network;

{(A2) presenting cogcurrently with the interactive service
presentations at the network client node, a first adver-
tising presentation for providing information related to
one of a purchasable product and a purchasable service,
wherein said first advertising presentation is transmit-
ted during the activation of the network service, and
said first advertising presentation is capable of being
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replaced by a different, sceond advertising presentation
for presenting during the activation of the network
service, and wherein at least one of said service pre-
sentations for presenting on the nenwork client node is
determined withom regard 1o which one of said first
and second advertising presentations are also transmit-
ted to the user for concurrent presentation:

{A3) receiving data, via a communication on the petwark,
indicative of an action by the user in response to said
step of presenting; and

evaluating, usi i 31 at least one
of said first and second advertising presentations.

113, A method as claimed in claim 12, wherein the
activation includes playing an instance of a game.

114, A method as claimed in claim 113, wherein at least
some of said service presentations concwrrently presented
with said first advertising presentation include data indica-
tive of a game play for said instance of the game.

115. A method as claimed in claim 112, wherein said step
of evaluating includes delermining one off a measurement
related to positive responses 10 said first advertising presen-
tation by the one or more users, a measurenent related 1o
negative responses o said first advertising presentation, 2
comparison of & measurement of an effectiveness of said first
advertising presentation with measurement of an effective-
ness of apother advertising presentation, a measurement
related to a number of a saleable product or saleable service
sold to the users Imteracting with the network service, and a
megsurement related W oa mumber of promotionals of a
saleable product or saleable service requested by the uscrs
interacting with the network service.

116. A method of providing a presentation on a netwark,
comprising:

activating, in response [0 a request by a user, a service
accessible from a first node of the network, wherein one
or more interactive service presentations are presented
to the user during an activation of the service by a
network user node from which the user accesses the
network, at least some of said interactive service pre-
sentations transmits communications on the actwork
between said first node and said user node;

presenting concurrently with the service presentations at
the user node, a first advertising preseatation for pro-
viding information related 1o one of a product and a
service, wherein said first advertising presentation is
transmitted on the network for display durnng the
activation of the service, and z display of sad first
advertising presentation is capable of being replaced by
a display of a different, second advertising presentation
during the activation of said service, wherein at least
one of said service presentations, for presenting on the
user node, is determined without regard to which one of
said first and second advertising presentations is pre-
sented concurrently to the user with the at least one
service presentation;

wherein said first advertising presentation includes net-
work link data that includes a network 1dentifier iden-
tifying another presentation ai a second node of the
network different from said first node, and wherein said
first advertising presentation is sctivated for requesting
said another presentation by the user providing an input
related 1o a position of a display of said first advertising
presentation.

117. A method as claimed in claim 116, whercin said

sccond network node is said network server node.

118. A method as claimed in claim 116, wherein said step
of presenting includes transmitiing on one of: the Internet, a
cable network and a local area network.
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119, A method as claimed 1o clabm 115, wherein said step
of activating includes providing access (0 1 game playing
engine during the activation of the network service.
120. A method of providing a presentation on a network,
COMPTISING:

activating & network service accessible from a fivst net-
work node via the nctwork, wherein one or more
interactive service presentations are presented o a user
during an activation of the network service by @ net-
work uwser node from which the user accesses the
metwaork;

inpuiting, by the user, service related infonnation during
a presentation of the service presentations for transmit-
ting said information, via the network, to said first
nelwork node during the activation of the network
service;

presenting concurrently with the service presentations at
the network user node, a first presentation for providing
information related to one of a product and & service,
wherein said first presentation is transmitted for display
during the activaiion of the network service,
display of said first presentation s replaced by
differcnt, second presentation during the activation of
said nelwork service substantially independently of any
user input, wherein at least one of said service presen-
tations for presenting on the network user node is
determined without regard to which one of said first
and second presentations is presented concurrently
with the at least onc service presentation fo the user:

wherein said first advertising presentation includes net-
work link data that includes a network identifier iden-
tifying another presentation;

activating, by the user, said first presentation for request-
ing said another preseniation, whercin the user provides
an input related to a position of a display of said first
advertising presentation;

presenting said another presentation at the network user
node;

providing product or service purchasing data fo said
another presentation; and

receiving the product or service in response 1o said siep of
providing.

121. A method of providing information regarding prod-

ucts or services on the Internet, comprising:

transmitting, via the Taternet, from a first Internet acces-
sible pode, first information for storng at a sccond
Internet accessible node, whereln said first information
is capable of being utilized in subsequent Intemet
communications between the first Internet accessible
node and the second Internet accessible node;

wherein for cach of a plurality of subsequent different
Internet connections by the second Internet accessible
node, the following steps (a) and (b) are performed
during the subsequent different Internet connection:

(a) receiving, via the Internet, at the first Internet acces-
sible node, second information from said second Inter-
net accessible node, said second information indicative
of at least a presence of said first information;

(b) causing, via one or more Infernet transmissions from
said first Internet accessible node, one or more of a
plurality of preseniaiions to be transmitted to said
second Inmiernei accessible node when a presence of
said first information is detected on said second Internet
accessible node;

wherein the following (1) through (i} occur during at

least one of said subsequent different Internet connec-
tions:
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(1) an instance of said one or more of the presentations
are transmitled during an activation of a desired
Internet service accessible via said first Internet
accessible pode, whereln said activation Js activated
by a user at the seeond Internet accessible node for
subsiantiafly immediate interaction therewith,

(ii} a display of at least a first of smd instance presen-
tations is replaced by a display of & different second
of said Instance presemations, and

(151} substantially all owtpus from the activation of the
desired Intemet service, it response to Infernet trans-
missions from the second laternet accessible nods
velaied fo the activation, are determmined without
regard 1o which of said Instance preseptations is
displaved at the second Internet accessible node.

122. A method as claimed in claim 121, wherein the

activation includes a plaving of a game, wherein said game
is played according o o predetermined set of rules, and said
aame is at least one of: 1 game of chance, a game having an
opponent, and a game having a total number of possible
distingl game plays that is capable of being determined
before playisg the game.

123. A method as claimed in claim 121, wherein:

{2} the first Internet accessible node is one of (1) and (i)
following: (i) an Internet service provider for the uscr,
and (1) a website contacted by an Inleruet service
provider for the user when the Internet service provider
is used by the user for connecting 1o the Internet,

{b) the second Internet a ible node is used by a uscer
in accessing the Internet, and

() said presentations include advertisernents of products
and services.

124. A method as claimed in claim 123, further including

a step of registering, via the Imernet, the user at the first

S

Internct accessible node, wherein user identification data for 2

identifying the user is stored in a data storage that is
accessible, on demand, by a process that services Internet
requests via the first Internet accessible node.

125. A method as claimed in claim 124, wherein when the
user accesses the desired Internet service via the first Inter-
net accessible node, said step of causing includes presenting
at Jeast a first of said presentations concurrently with @
display for the desired laternet service, wherein said first
presentation advertises a product or service.

126. A mecthod as claimed in claim 121, wherem said first
information includes an encoding of a program for recciving
unrequested transmissions of said one or more presentations
at the second Internet accessible node.

127. A method as claimed in claim 126, wherein said
second information includes a status indicative of an acti-
vation of said program.

128. A method as claimed in claim 121, wherein said step
of receiving includes verifying, using said second informa-
tion at the first Internet accessible node, that said first
information has a predetermined configuration.

129. A method for praviding product or service informa-
tion while playing a game, comprising:

performing the following substeps (AL) through (A4) for

cach of one or more users:

(A1) initiating an instance of the game for playing by
the user, whevein the instance includes a plurality of
user plays, wherein said instance uses iransmissions
on a communications network;

(AZ) presenting over time a plurality of presentations to
the user during a playing of the instance of the game,
wherein said presentations are presented indepen-
dently of user input, and wherein said presentations
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are for velating information about one or more pue-
chasable products or services, or {or receiving intor-
mation from the user about purchasable products or
SCIVICEs;
{ A3} transmiliing data by the communications network
from the user to @ site on the commupications
retwork, wherein said data is related 10 one or more
responses by the user to at least one of said presen-
tation: snted (o the user; and
{A4) receiving from said network site, a second of said
presentations for presenting to the user, wherein said
second presentation is determined using saxd data.
130. A method for providing information regarding pred-
ucts or services while playing @ game using a network,
CoOmprising:

performing the following substeps (Al) through (A3) for
cach of one or pore users:

(A1) providing, at a oetwork site on said network,
aceess to a plarality of prescatations {or presenting (o
the user, wherein said preseatations provide at Jeast
one oft (a) information about one or more purchas-
able products or services and (b) # capability for
receiving a response from the user related to one or
more purchasable products or services:

{A2} initiating an instance of the game for plaving by
the user using the network;

{A3) causing & display, using transmissions via the
network, of one or more of said presentations to the
user during a playing of the game instance, wherein
there is at least one corresponding presentation of
said presentations displayed to the usev to which the
user is able o enter a response, said response includ-
ing an input by the user for activating a hyperlink on
o display of said corresponding presentation,
wherein said hyperlink, when identified by user
inpul, activates a display of an additional presenta-
non;

receiving, via said actwork, daa related 1o one or more of
the responses by the users o said hyperlinked addi-
tional presentations; and i

using said data from said one or more users for one of:
evaluating an effectiveness of at least one of said
presentations, determining another of said presenta-
tions for transmitting to the user, providing a product to
the user, providing a service to the user, and charging
an advertiser of one of said presentations.

131. A method of providing a presentation on a network,

comprising:

activating a neiwork service accessible at a first petwork
node, via the network, whercin one or more interactive
scrvice presentations are presented to a user during an
activation of the network service by a network user
node from which the user accesses the network, and an
interactive content is provided by at least one of said
service presentations, said content concerning the ser-
vICE;

receiving, at the first network node and during the acti-
vation of the network service, network {ransmissions
from the user node for one or more interactions
between the user and sald interactive service presenta-
tions concerning said interactive comtent; responding,
by the first network node, to at least one of said network
transmissions prior o receiving some next one of said
network tansmissions from the uses;

determining a particular one of a plurality of advertising
presentations wherein said advertising preseniations
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are used for presenting to the user information about at
least onc of a product and a service, and wherein said
particular presentation includes nerwork link data for
identifving another presentation related 1o said particu-
far presentation, said network link data associsted with

a corresponding ong or more positions on a display of

said particular presentation;

providing, for display concurrently with & display of at
Jeast some said inferactive content of the service pre-
sentations at the petwork user node, said parucular
advertising presentation, wherein a display of said
particular advertising presentation is activated for pro-
viding said another presentation to the user when the
user provides an inpul identifying one of said one or
more positions on a display of said particular
presentation, and whercin said interactive content 18
substantially unaffected by which of said advertising
presentations is identified in said step of determiniag as
said particular presentation.

132. A method as claimed i claim 131, wherein saul step

of activating includes one of?

{a) activating an instance of a game as at least 2 poruon
of the network service, and

wherein a second Internet site different from said first
Interpet site performs said step of providing.

wh
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133, An apparatus for providing product or service infor-

mation 10 one or more users while cach user is playing a
game on & comnuiications network, comprising:

means for plaving, with cach user, a covresponding
instance of the game. wherein the corresponding
instance includes a pluralily of user plays ransmutted
on the communicancns network;

means for deternuming one of move presentations 1o
present 1o each user during a playing of the correspond-
g instance of the game, whercin between some two of
the nser plays by the user there Is one of said one or
more presentations presented to the user, wherein said
presentations are transmitted to the user via the com-
munications network, and wherein said presentations
are for relating information about one or more purchas-
able products or serviees, or for receiving information
from the user about purchasable products or services;

means for receiving data transmitted by the conymunica-
tions network by at least one of the users, whercin said
data transmitied by the at Jeast ope user is related o one
or more responses by the user {o at least one of said
presentations presented 1o the user; and

means for sclecting a sccond of said presentations for
transmiiting 1o the at least one user, wherein said means
for sclecting uses said data for determining said second
presentation.
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