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another of the same type. Preferably, the saved current state
of game play would include a time stamp so that play would
have to be resumed within a reasonable period of time (such
as, for example, three hours, twelve hours or twenty four
hours) to continue the trip.

[0135] In a still further embodiment, a player may be
initially provided with only a single instance of a first
player-selected or gaming machine-selected game of
chance. Upon the player achieving certain game outcomes,
levels of winning, and/or satisfying specified play param-
eters, the player may be provided the option of playing a
second game of chance, which may include one or more
additional instances of the same or a differing game of
chance at the same time as the first game of chance.
Attaining further specified outcomes, winnings, or play
parameters would result in still further instances of the same
or differing games of chances for play at the same time as the
first and second games of chance[,] and so on. In this
manner, a player is challenged to end up playing as many
simultaneous games of chances as gaming machine 70 is
configured to allow. Of course, with each additional game of
chance added to single display screen 72 of gaming device
70, the odds of winning for the player go up, thus making
continuous play in this manner more attractive to the player.
Additionally, multipliers may optionally be activated as the
player achieves various levels of numbers of games to
further increase the player’s willingness to engage in con-
tinuous play.

[0136] Referring again to FIG. 4E, FIG. 4F and FIG. 5,
gaming machine 70 is particularly adapted to games involv-
ing cooperative play between players at gaming machines
remote from one another. For example, one or more players
on gaming machines 70 may enter a gaming tournament as
a team, with the combined outcomes of the players assessed
in determining the winners of the tournament. Tournament
windows 100 may be used for tournament play, and a player
progress window 96 may be used to display information
related to the player’s statistics in the tournament.

[0137] Using mutually concurrently displayed companion
display windows 102 on gaming machines 70, the players
may observe each other’s tournament game outcomes in
real-time[,] and thus more fully share in the ongoing excite-
ment of team play. A separate companion display window
102 may be used to display playing statistics for each
teammate[,] or combined statistics for the team. One or more
windows in gaming machine 70 may also be provided for the
display of statistics of competitors within the tournament.

[0138] Using the audio and video components of their
respective gaming machines 70, remotely located players
may also communicate with one another to coordinate entry
into a tournament, to discuss play during the tournament,
and the like. Since each gaming machine 70 is configured
with individual gaming windows 88 which operate indepen-
dently from tournament windows 100 and companion dis-
play windows 102, a player on gaming machine 70 may
choose to play other games of chance at the same time as the
tournament games.

[0139] Using companion display windows 102, new types
of games in which remotely located players cooperate in
play are contemplated. In this embodiment, players may link
their gaming machines together in a manner previously
described and opt to have various games of chance com-
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monly mutually concurrently displayed for play in indi-
vidual gaming windows 88 of separate gaming machines 70.
For ease of discussion, gaming machines 70 linked together
in such fashion are referred to herein as “cooperatively
linked” gaming machines 70. For example, players at dif-
ferent gaming machines 70 may mutually participate in
gaming decisions during one or more jointly played games
of chance. Players participating in this embodiment may, for
example, use wagering input components 82 and wagering
buttons 79 to place wagers on any of the mutually concur-
rently displayed games. Player input [controls]devices 76 on
any of the participating gaming machines 70 may operate
all, or only a selected or randomly assigned number, of the
displayed games of chance on each of the cooperatively
linked gaming machines 70. Preferably, the outcomes on
each of the jointly played games are mutually displayed
simultaneously on each of the cooperatively linked gaming
machines 70.

[0140] Players may also be assigned particular games on
another player’s cooperatively linked gaming machine 70
for which the player is accountable and/or primarily respon-
sible for play. For example, games selected for mutual play
could be assigned to each of four players (e.g., with three of
the players being remotely located on linked gaming
machines 70) by dividing the single display screens 72 into
quadrants containing roughly equal numbers of games, with
each player responsible for a particular quadrant. Alterna-
tively, one player could be responsible for one type or class
of game (e.g., one player could be responsible for video
poker while another is responsible for keno, etc.).

[0141] Credits or other awards won during the jointly
played games could be apportioned, for example, with all
winnings to the player who achieved the winning outcome
and with no winnings posted to the joint players. More
preferably, a specific higher percentage is posted to the
player who produced the winning outcome with lesser
percentages posted to the other joint players (e.g., a winning
player in a threesome engaged in joint play may receive 50%
of the winnings while the other two players receive 25%
each). Alternatively, winning credits could be distributed
evenly or in some other fashion determined by the players.
A microprocessor of a server or other computing device
linking each of the games may calculate the apportionments
and send signals to the linked gaming machines directing the
payment of the appropriate amount of credits.

[0142] As previously described, various forms of interac-
tion may also take place between the mutually played games
on cooperatively linked gaming machines 70. For example,
the players may jointly participate in [multi-player |multi-
player variations of the games previously described herein.
Thus, specific outcomes achieved by one or more of the
jointly playing players may result in bonus games or com-
plimentary games for one, some, or all of the jointly playing
players. Various jackpots may be awarded for simultaneous
winning outcomes of the same or of differing games of
chance, with the largest awards paid for simultaneous win-
ning outcomes achieved by each of the jointly participating
players.

[0143] Multiple players on cooperatively linked gaming
machines 70 may also jointly participate in the previously
described game in which specific outcomes or winning
levels are attempted in each of a plurality of games within



