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COLORADO TITLE SETTING BOARD

IN THE MATTER OF THE TITLE AND BALLOT TITLE AND SUBMISSION CLAUSE
FOR INITIATIVE 2011-2012 #89

MOTION FOR REHEARING

Petitioner Mile High Racing and Entertainment, through Bruce Seymore, submits this
Motion for Rehearing on proposed Ballot Initiative 2011-2012 #89, and as grounds therefore
states as follows:

L Introduction

The Colorado Constitution and the Colorado Revised Statutes prohibit the presentation of
an initiative to the voters that contains more than a single subject. Colo. Const. art. V, § 1(5.5);
C.R.S. § 1-40-106.5. It is forbidden for a measure to contain “incongruous subjects that have no
necessary or proper connection.” Id. at § 1-40-106.5(e)(I). The single-subject requirement
prevents surreptitious measures that are not clearly reflected in the Title to prevent voter surprise.
Id. at § 1-40-106.5(e)(II). On numerous occasions, the Colorado Supreme Court has reaffirmed
the requirement for a necessary and proper connection between all issues contained in a single
measure, sometimes rephrasing the test as prohibiting initiatives that have separate purposes that
are “not dependent upon or connected with each other.” See, e.g., In re Title and Ballot Title and
Submission Clause for 2005-2006 #55, 138 P.3d 273, 277 (Colo. 2006). Likewise, the Supreme
Court has reinforced that the principal goal is to prevent situations where “voters would be
surprised to learn” the multiple effects or consequences of their vote in favor of an initiative. Id.
(quoting In re Proposed Initiative for 1997-98 Nos. 84 & 85, 961 P.2d 456, 460 (Colo. 1998)).

This measure has as its principal subject and purpose the regulation of income from

“video lottery terminals” (“VLTs”) within the structure of the State Lottery. But through its
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definition of a “video lottery terminal,” the measure also includes a far different subject. The
measure defines a VLT as “includ[ing] . . . ‘instant racing,”” and it defines instant racing as “a
form of slot machine.” In fact, Instant Racing is (1) a pari-mutuel wagering device not used in
any lottery game; (2) a game of skill and not a game of chance equivalent to a slot machine; and
(3) subject to the exclusive regulatory authority of the Colorado Racing Commission, not the
Colorado Lottery Commission. The inclusion of Instant Racing in the definition of VLTs in #89
violates the single subject requirement because the transfer of authority over Instant Gaming
from the Racing Commission to the Lottery Commission is an incongruous subject in a measure
that addresses the allocation of revenues from a new lottery game. The initiative violates the
prohibition on surreptitious measures because it purports to do one thing (regulate revenues from
a form of slot machines known as VLTs), but it actually would have other, undisclosed
consequences (defining Instant Racing as a form of slot machine when it is actually a game of
skill, and divesting the Racing Commission of authority over Instant Racing). The Title is
ambiguous because it does not disclose these multiple subjects and consequences.

11. Grounds for Reconsideration

A. The Measure and Title Fail to Explain the Consequences of the First Distinct
Subject: The Regulation of Revenues From State Lottery Games.

The stated subject of the measure is to prevent private parties wishing to install VLTs
from being compensated for providing that service unless the voters approve a specific request
for compensation in a separate election. The measure provides that all “net machine income,”
defined as the total amount of money bet by players minus the amount paid to winners, must go
into projects funded by lottery proceeds. In other words, persons wishing to offer VLTs as a new
state lottery game would have no incentive to do so because they would receive no compensation

for providing an outlet to increase state lottery funds, and could not even recover their overhead

2




costs. They could not recover their overhead or obtain additional compensation for operating
VLTs unless voters were to approve their request in a statewide election.

Thus, the first discrete subject of this measure is a restriction on income to private parties
from VLTs operated as a new state lottery game—and, indirectly, a practical limit on the
proliferation of VLTs. It is significant for analyzing the second unrelated subject discussed
below that all net income from VLTs must be for the benefit of “lottery revenue recipients,”
which makes VLTs part of the state lottery and not any other program.

However, both the measure’s text and the Title fail to disclose to voters that this first
subject constitutes a change in existing law. The Colorado Constitution gives the General
Assembly the authority to create the state lottery. Const. art. 18, § 2. The General Assembly
requires the Colorado Lottery Commission to set both the manner and amount of compensation
for parties offering lottery products to the public. C.R.S. § 24-35-208(2)(h). The Lottery
Commission has exercised its authority to establish compensation for all existing lottery games.
1 C.C.R. 206-1, Rule 10. The measure nullifies the Lottery Commission’s constitutionally-
derived statutory authority for a single lottery game—VLTs—and thus treats VLTs differently
than all other lottery games.

B. The Measure Surreptitiously Includes a Second Subject: The Transfer of

Regulatory Authority Over Instant Racing From the Racing Commission to
the Lottery Commission.

The measure also defines VLTS to include Instant Racing based on the incorrect premise
that Instant Racing is the equivalent of a slot machine or other games that are “based upon
chance.” In fact, Instant Racing is not “a form of slot machine,” and it not a game of “chance.”
Instant Racing employs pari-mutuel wagering, which is an entirely different betting structure
than that used in all other state lottery games—and all games, including slot machines, offered at

casinos in the limited gaming towns. Instant Racing does not depend on chance, but instead
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requires players to exercise skill and judgment based on past performance of the horses, jockeys,
and trainers in the instant race. Because it is a form of pari-mutuel wagering, if Instant Racing
were implemented today, it would be regulated by the Colorado Racing Commission.

Notwithstanding the initiative’s attempt to define Instant Racing as a VLT, a “form of
slot machine,” and “based upon chance,” Instant Racing has only one meaning as a matter of
fact. Instant Racing is a terminal, currently used at race tracks in Arkansas and Kentucky, where
a person wagers on the outcome of actual horse races that have already been completed at
various officially sanctioned tracks across the country. It is entirely different than a lottery
game, slot machine or any game of chance. See, Affidavit of Louis A. Cella, attached as Exhibit
1.

First, Instant Racing, like live horse racing, employs a system of betting known as pari-
mutuel wagering. Cella Affidavit, ] 4, 10 and Ex. A. No game run by the state lottery, and no
slot machine as that term is defined for limited gaming purposes under Colorado law, involves
pari-mutuel wagering. “[P]ari-mutuel wagering” is “a form of wagering on the outcome of horse
and greyhound races in which those who wager purchase tickets of various denominations on
one or more horses or greyhounds from one or more pools and all like wagers from each race are
pooled and the winning ticketholders are paid prizes from such pool in amounts proportional to
the total receipts of the pool minus deductions authorized by statute.” C.R.S. § 12-60-102(20.5).
This definition does not differentiate Instant Racing from live racing. In other words, the bettors
are wagering with themselves, and the track, although it establishes the mechanism to collect and
distribute the money from the pool, has no interest in the outcome. This is completely different

than a slot machine, where the casino wins only if the player loses.




Second, Instant Racing is a game of skill, not chance. The player must decide which
horses have the best odds to win, place or show. To do that, the player is provided accurate
historical information, including about the actual horses, jockeys, and even trainers, that is
current as of the day of the actual race. Cella Affidavit, 9 5-9 and Exs. B-D. The player makes
selections based on his or her own analysis of that information. Studies have shown the use of
the skill data results in greater success. Cella Affidavit, § 9 and Ex. E. Thus, like live horse
racing, Instant Racing is a game employing skill, not chance.

Third, pari-mutuel racing in all forms is under the regulatory control of the Racing
Commission, not the Lottery Commission. C.R.S. §§ 12-60-101, et. seq.

Thus, this measure, if passed, would define a game of skill as a game of chance, define a
pari-mutuel wagering game as part of the state lottery, and strip the Racing Commission of its
current control over all pari-mutuel wagering. These aspects of the measure, “coiled up in its
folds,” are fundamentally different from the regulation of revenues from VLTs as a new state
lottery game, in violation of the single-subject rule. In re Proposed Initiative for 2001-02 #43,
46 P.3d 438, 439 (Colo. 2002).

C. There Is No Necessary Connection Between These Two Distinct Subjects.

There can be little dispute that moving the regulatory authority over a pari-mutuel betting
product from the Racing Commission to the Lottery Commission, and declaring that game of
skill to be a game of chance, are “not dependent upon or connected with each other.” In re Title
and Ballot Title and Submission Clause for 2005-2006 #55, 138 P.3d at 277. Rather, the
initiative is a classic pairing of “incongruous subjects that have no necessary or proper
connection,” C.R.S. § 1-40-106.5(e)(I), over which the Title Setting Board lacks jurisdiction and
should not have set a title. It is not necessary in a measure intended to limit private financial

benefit from lottery games to also redefine a pari-mutuel game as a lottery game, to redefine
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Instant Racing as a game of chance, and to transfer authority over pari-mutuel wagering from the
Racing Commission to the Lottery Commission. Those distinct subjects can and should be
treated separately in separate initiatives.

D. The Title Is Ambiguous Because It Does Not Inform Voters of the
Consequences of Their Votes.

Even if the Title Board determines that it has jurisdiction because the single subject
requirement is satisfied, the Title itself is misleading because voters will be surprised to learn of
the consequences of their actions. The Title Board must fix a Title that clearly reflects a single
subject, and that expresses the “true intent and meaning” of the initiative so that voters will
understand the effect of their “yes” or “no” votes. C.R.S. § 1-40-106(b). In this case, voters
cannot understand from either the Title or the text of the initiative any of the consequences
described above. They will not understand that they are restricting the existing power of the
Lottery Commission to establish compensation for providers of lottery products. Although they
may understand what a slot machine is, they are unlikely to understand what Instant Racing is.
They will not understand that Instant Racing is a pari-mutuel wagering product requiring skill,
which is being redefined as a lottery game based only on chance. They will not understand that
they are stripping the Racing Commission of part of its authority to oversee pari-mutuel
wagering and placing that authority with the Lottery Commission. For those reasons, the title of

the measure is impermissibly vague.




Dated this 25th day of April, 2012,

Holland & Hart LLP

(303) 295-8000

(303) 295-8152
jmanderson@hollandhart.com

dabbott@hollandhart.com
Attorneys for Mile High Racing and Entertainment



CERTIFICATE OF SERVICE

I hereby certify that on April 25,2012, a true and correct copy of the foregoing MOTION
FOR REHEARING was emailed to the following with a hard copy placed in the United States
mail, postage prepaid:
Mark G. Grueskin, Esq.
Heizer Paul Grueskin LLP

2401 15th Street, Suite 300
Denver, Colorado 80202
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COLORADO TITLE SETTING BOARD

IN THE MATTER OF THE TITLE AND BALLOT TITLE AND SUBMISSION CLAUSE
FOR INITIATIVE 2011-2012 #89

AFFIDAVIT OF LOUIS A. CELILA

I, Louis A. Cella, being first duly sworn, state as follows:

1. I am currently the Vice President of RaceTech. RaceTech is the creator and owns
the patent on the Instant Racing pari-mutuel racing system. RaceTech is the only manufacturer
of Instant Racing systems in the United States. T have been involved with Instant Racing since I
helped develop the system in 1999,

2. I have been involved in horse racing and pari-mutuel wagering my entire life. In
addition to being the Vice President of RaceTech, I am the Vice President and COO of Oaklawn
Jockey Club in Arkansas. My family has been involved in racetrack management for four
generations, and has owned, bred and raced Thoroughbred horses for over 100 years,

3. I have reviewed Colorado Proposed Ballot Initiative #89 which defines Instant
Racing as the same as a slot machine and as a game of chance. Instant Racing is not the
equivalent of a slot machine and is not a game of chance.

4, The patent was issued for Instant Racing in 2002. A patent could not have been.
obtained if Instant Racing was a slot machine because those patents already existed. The Patent
it attached as Exhibit A, and describes how the system works.

5. The Instant Racing system is based on a database of actual horse races that were
previously completed at sanctioned racetracks throughout the United States. Approximately
40 racetracks currently participate in the system. Only races where the results are verified and
official are used in the system.

6. Most racetracks for live horse racing events now use what are known as self-
service terminals. This is true in Colorado. Rather than placing a bet with a live employee at a
betting window, the bettor places his own bet at an electronic terminal.

7. The Instant Racing terminal is a self-service terminal. The only difference is that
the wager is being placed on a race that has already been completed,

8. After the bettor places his or her wager in the Instant Racing terminal, the system
selects one of the races from the database. The names of the horses, jockeys or racetrack are not
revealed. However, the bettor has access to information about the horse, jockey, or trainer that is
current as of the day the actual race was run., This information includes such handicapping data
as races the horse has won that year, or races won on a particular kind of track surface. Exhibit
BB is a list of the 92 “Skill Titles” that can be displayed for the bettor in Instant Racing. That




information is accessed from the screen on the Instant Racing terminal, and is the same type of
information available to bettors on live horse races, including in Colorado. Exhibit C is an
illustration of the screen on an Instant Racing Terminal showing how the skill information is
displayed. The only difference is that patrons at live horse races are required to separately
purchase that information. In Instant Racing, it is included at no additional charge. Exhibit D is
an illustration of how the bettor can watch a replay of the race on the terminal screen.

9. Bettors then use the information provided to decide which horses are likely to
win, place or show. RaceTech and others have analyzed data from Instant Racing that
conclusively shows that bettors that use the information to inform their selections pick winners a
greafer percentage of the time than those who do not. Exhibit E shows this data for Instant
Racing at Oaklawn in Arkansas. This is also true for live racing events. This element of skill is
one significant factor that differentiates Instant Racing from slot machines or a game of chance.

10.  The other factor that differentiates Instant Racing from slot machines or lotteries
is that it is based entirely on pari-mutuel wagering. Pari-mutuel wagering is a phrase that is
usually translated as “to bet with ourselves.” Wagers placed in Instant Racing, like wagers
placed on live horse races, become part of a pool consisting of wagers from all bettors playing
Instant Racing. A system known as a totalizator accumulates and tracks all of the betting. This
is the same system that is used for live races in Colorado, Winners are paid from the pool.
Because winnings are paid only from money contributed by other bettors, the racetrack or
sponsor of the race does not have any interest of the outcome. This isthe opposite of slot
machines, where a casino depends upon its patron losing. With slot machines, bettors are betting
against the “House” and not with each other, which is what makes Instant Racing pari-mutuel,

11, Pari-mutuel wagering has been used at racetracks for well over 100 years.




Dated this 25th day of April, 2012,
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1
METHODS AND APPARATUS RPOR
PARIMUTUEL BISTORICAL GAMING

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application claims the benefit of U.8. Provisional
Application No. 607106,161, fifed Oct. 29, 1998, now aban-~
doned,

A portion of the disclostwe of this patent document
containg material which is subject to copytight protection,
The copyright owner has no objection to the facsimile
reprodisction by any one of the patent disclosure, as it
appears in the Patent and Trademark Office patent files or
records, but otherwise reserves all copyright rights whatso-
ever.

BACKGROUND OF THE INVENTION

The present invention is generally related o gaming

devices, and more specifically, to a gaming device which
enables parimutue] betting on races such as horse and dog
THces,

Parimutue] racetrack systems, knows as “totalisators™ or
“tote systems”, commonly offer pools such as the Pick-6 and
the Twin-Trifecta, which are more difficult fo win than the
simpler win, place or show pools. An increased difficulty of

winning results in a decreased fiequency of payoff, and.

consequently, higher payoff. In the Pick-6, if no player
exactly matches the winners of all 6 races; a portion of the
pool may be paid as a consolation to lesser winners, and the
remainder of the pool may be carried forward, progressively
increasing from day to day untll a player exactly matehes the
winners, In the Twin-Tiifecta, the winners of one Trifecta
(selecting the first three winmers of a race in exact ordet)
may be paid a portion of the pool. A second Trifecta is then

offered to those winners only, Until one or miore players win

both pools consecutively, the remainder of the pool may be
carried forward, progressively increasing. racing industry
has seen a great increase i competition from lotteries and
cnsinos, Af least some patrons prefer a more. immedinte
reward and higher frequency wagering than customarily
offered at pace tracks. For example, a typical racetrack offers
one tace every half hour. A casino having slot machines,
however, offers a patron the opportunity to place a wager
that can be won or lost every few seconds. In order to remgin
competitive, the racing industry is in need of a gaming
system that satisfiex the preferences of many different types
of patrons.

It would be preferable, of course, to provide patrons with
an opportunity to place wagers on a game which supports the
racetrack spott. For'example, some racetrack operators offer
“simulcasting” which enables patrons to wager on races
televised frony other sites rather than watching a live race.
Simulcasting allows racetrack owners to offer more variety
to their patrons in addition to the local Hive racing, and also
facilitates maintaining operations even when the local racing
season:is over, Although simuleasting does enhance patron
loyalty, the number of wagers a patron can place Is still
Hmited, particularly in comparison to a slot machine,

Known video and mechanical racing games have fixed
odds. Such fixed odds typically are required in order to
comply with the applicable regulations of lofteries and
casinos. However, for at least some patvons, fixed odds
games typically are less enjoyable than parimutuel wagers.
In addition, known racing games normally only simulate. a
real event, and tend to provide competition with, vather than
support for, the actual underlying sport, Also, parinutuel
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gambling on racing is allowed in many more jurisdictions
than casino games and even lotteries,

It would be desirable to provide a wagering mechanism
which incorporates aspects of traditional racetrack wagers,
e.g, patimutuel methods, progressively increasing carry-
over pool for a large payofl, a more frequent consolation
payoff to keep interest from waning, and possibly a series of
related pools, yet which also can be played quickly, with.a
possible instant payoif, 1t also would be desirable to provide
the racing industey with added value, or “shelf life”, for
veruns- of lve events,

BRIEF SUMMARY OF THE INVENTION

In one aspect, the present invention is & gaming system
wlhiich enables parimutuel wagering with instant payoffs on
actual past events, In parimutuel wagering, the players are
playing against each other, and the “house” or the establish-
ment conducting the: game receives a commission on all
wagers placed. Parimutuel wagering games are distinguish-
able from slot games or non-parimutuel wagering games
where the players are playing against the “house” or estab-
lishment conducting the game, The gaming systeny,.in one
embodiment, includes.a pluality of wager terminals coupled
to a game server, The wager terminals are multi-function
terminals which enable a patron to enter a wager, provide
high quality video/audio play-back, and can issue payments
for-winners. The game server is.a computer systent config-
wed to manage the entire game system.. For example,. the
server maintaing databases, confrols and accounts for the
transactions with the wagering terminals, controls the flow
of data from a video server to the terminals, collates pools
from all sources. and computes winnings, and provides
detalled statistics for the disbursement of funds.

The gaming systen also includes a video server interface
for providing high speed delivery of selected video clips
from & historical database, and a tote system interface which
is coupled to a standard vacetrack totalisator system to allow
the multi-function wagering terminal to operate as a stan-
dard self-service racetrack wagering terminal. Other inter-
faces fo-other types of wagering systems, such as a lottery,
could also be provided,

Generally, and in operation, a player attempts o ¢hoose
the winners of an unknown past event. Although the player
does not know which event will be presented, some skill
data may be shown on the video display, such as the relative
past performance of competitors. After the player makes a
selection of winners, the identity of the event is revealed, a
video segment of the event is displayed, and the actual
winnets are presented, If the player correctly picked the
winners, the player qualifies for an instant payoff determined
in necordance with parimutuel methods. Winning multiple
games i a session or selecting the maximum wager amount
may qualify the player to. win a larger payoff as well.

Agexplained above, one aspect of the present invention is
to enable parimutnel wagering to offer instant payoffs. No
known gaming device provides such wagering with instant
payoffs, In the paradigm of live parimutuel wagering, a
number of players place bets on the outcome of a single
event. The players then wait for the results of the event, and
then the winning players share the profits from their com-
bined pool of wagers. Pools such as the Pick-6 and Twin-
Trifecta add the elements of multi-tiered payoffs and a
progressively increasing carry-over pool created by with-
holding @ portion of the profits,

‘The present invention emphasizes the role of the progres-
sive carry-over pools, so that all tiers of winning payoffs are
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magle from progressive pools. Hach player is presented with
a uidgue event, so there is no pooling of other players’
wagers on that event, Each wagey forms a trivial pool of ong,
and either loses and is apportioned among the tiers of

progressive pools, or wins and is awarded one of the

progressive pools. Since the event is served up on demand
froma the historical libravy, not on a schedule, a winning
payolf may be made instantly.

The above deseribed gaming system. can be utilized in
conngction with many different types of races such as horse
and dog races. In addition, the system could be utilized in
conneetion with other types of events, Importantly, the
system supports and rewards the racing industey which
praduced the original wagering performances, which adds
continuing “shelf life” and revenues to the original event.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a block diagram of a game gystem,

FIG. 2 is a block diagram of a game terminal.

FIG. 3a is an exemplary game selection menu sareen.

FIG. 36 is an exemplary winner selection screen during
selection,

FIG. 3¢ is an exemplary winner selection screen with
selections complete.

FIG. 3d iz wy exemplary video play seieen

FIG. 3¢ is an exemplary result screen after a play,

FIG, 4.i¢ an-egemplavy screen for a self-service racetrack
wageting mode.

PETAILED DESCRIPTION OF THE
INVENTION

Set forth: below is a detailed description of an exemplary |

embodiment of the gaming system, Many vatiations of such
system are possible. For example, the. prosent invention is
not limited to being practiced.in connection with the system
architectore described below and many other system archi-
tectures could be utilized.

Referting now to FIG, 1, which is a block diagram of a
pame system 16, such-system f¢includes a game server 12,
a video-server 14, a gateway to game server 18, a gateway
to tote system 16, and terminals 18, conpled by a high speed
local area network 26 and a wide area netwotk 21, Local
atea network 20, for example may include “100BaseT
Ethernet” and *Gigabit Bthernet” components, Wide area
network 21, for example, may be a frame relay network, or
may Inctude Teased and dial-up telephone lines. Gateway to
pame server 15, for example, may be a “router” from Clisco
Systems, Ine., San Jose, Calif. 95134, Game server 12, for
exwmple, may be composéd of business file servers com-
mereially available from Compag Computer Corporation,
Houston, Tex., 77269-2000, or from Dell Computer
Corporation, Round Rock, Tex., 78682, or fault-tolerant
systems commerclally available from Stratus Computer,
Ine., Marlboro, Mass,, 01752, Video server i4 may, for
example, be.a server commercially available from Compag
Computer Corporation, or from N-Cube, Foster City, Calif.,
94404-1184 An exemplary configuration of servers 12 and
14 is deseribed below in more detail.

Compenents of system 10 may be distributed geographi-
cally over a numbér of sites, For example, game server 12
can be Jocated at a central operations center, connected over
wide area network 21 to several wagering sites. Each
different wagering site must house a set of all components
shown in FIQ. 1 except game server 12, Due 1o the high
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communication band width required to trangmit video
images, video server 14 must be connected to the:same high
speed local area network 20 as ave terminals 18, Trapsac-
tions comimicated over wide area network 21 are small
relative to video images, and so require a smaller band
width, Conversely, if thete is only one wagering site, game
server 12 could be connected directly to local area network
20, omitting wide area network 21 and gateway fo game
sevver 15,

Game server 12 manages system 19, Specifically, game
server 12 mainfains databases, controls-and accounts for the
transactions with terminals 18, controls the flow of data from
video server ¥4 1o terminals 18, manages the games by
collating pools from all sources and computing the
winnings, and provides detailed statistics for the disburse-
ment of funds,

Gante server 12 includes moultiple databases including a
game profile and conirol database, a liability database, a
video aecess databage, a skill database, and a network profile
and confrol database. With respect to game profile and
control database, such database contains data relating
which games are currently in use, and the current status of
the games. The hierarchy of game definftions is as follows.

Game Rule Tables
Game Definition

Game Group

Giame rules tables define attributes of games, including such
fixed attributes as the number ‘of selections in a bet, the
number of winning positions to consider, and the method of
matching winning positions: to bet- selections. Game rule
tables also contain data relating to variations in the rules for
each game which the eperator may alter. These options
include, for example, the percenfopes of sales which are
allotted to the ters of major and minor progressive pools and
to commissions (take-outs), denomination of a bagic wager,
mininrn payment levels, pattecn of vepeated wing needed
o qualify for the major progressive pool, which subsetof the
video Yibrary is the subject of the wager, and which type of
skill data to present to the player before his wager. An
exemplary set of ules for one possible game, refened to
frerein as. “Quick Trifects®, is set forth in Appeadix A, and
anexemplaty set of rules for another possible game, refened
to herein as “Thoroughbred Mania™?, is-set forth in Appen-
dix B.

In the game definition database, data is stored to define
each tnstance of a game upon which wagers can be-placed.
Attributes include, for example, the game rule table
selection, cutrent status such as “betting open”, “open thne”,
and “final close time”, and amounts in the minor and major
progressive pools, Players using terminals 18 and allowed to
wager on this game compete against each other for the
progressive pools. The group of terminals 18 involved in
sueh a progressive pool may also be refereed to hevein ds a
“carcousel”,

The game group database defines a group of carrousels in
a geographic or demographic region in which a collection of
games combine their major progressive pools info one
combined progressive pool. Players usitng terminals 18 in
such & group compete. for the combined progressive pool,
There may be a network of regional game systems collating
major progressive pools into one master system, e.g., 8
master game server,

The lability database contains tables required for report-
ing money Habilities, The tables contain the information set
forth below,
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Commissions
Cooperating Industry Entitlements
Player Payment
Breakage
Minimum Payments

Carry-Over Accounts
Commissions are taxes and other fixed percentages of sales
which are removed before determination of the progressive
pool allotments. Cooperating industry entitlements are dis-
tributions to the racing industry or other such interest
groups, such as racetracks, horse/dog ownexs, jockeys, and
horsemar’'s groups, Player payments are total amounts paid
to winning players and a history of such payments, Breakage
refers to the price round-off not returned to the pools,
including separation of the regulated round-off and any

higher actual round-off, Minimum payments refer to mini~

mom payment levels including separation of the regulated
minimum and any higher actal minimum, Cavy-over
aceounts. refer to amounts which are carried-over from one
period to another for the progressive pools of each game,

The video access database is a catalog in game server 12

of the video image library stoved in video server 14, The
catalog is organized into “video groups™, each sorted to meet
the access requirements of specific games. For example,
consider the Quick Trifecta game, described in Appendix A,
When the player conmits to- & wages, then game server 12
will select at random: a combination of three contestants, as
yet unknown to the player. A race with those first three
finishers is then selected as the object of the wager. After the
player enters his selections, the fidentity of the race is

revealed while the video image is downloaded and then

played on the video digplay. A video group for the Quick
Trifecta game would be sorted so that all videos with a
selected combination of the first three finishers may be
located, then one of them may be chosen

The- skill database s closely related to the video access
database. When a game requires that the player exercise an
element of skill; data such as past performance of the
contestants will be presented on the video display before the
player enters selectiens, Data may be presented ag a bar
chart, a pie chart, numerically, orin another understandable
form: Associated with each video image is a lst of several
kinds of skill data, along with information on how each kind
of data may be preserted.

The network profile and control database containg tables
which define the communication network, The network is a
hierarchy of nodes, as set forth below.

Game Server
Communication Concentrators
Game. Terminals
Administrative Terminals
Video Server

Tote System Interface
The communication concentrators are intermediate commu-
nication nodes for line muitiplexing and protocol conver-
stons, Exanmiples of these comymunication nodes are Ethernet
routers, switches, and hubs, Configuration of the game
terminal population is under the divect control of the system
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operators from game server 12, All system control and
reporting functions are performed using a netwoik of admin-
istrative terminals. Game server 12 supplies information
enabling video server 14 to route video clip segments
divectly to game terminals 18, When one of game terminals
18 switches modes to- become a self-service racefrack
terminal, it may be comected divectly to the racetrack tote
system through a separate network, or indivectly through
gateway- 16,

Game server 12 may also be utilized to upgrade and
configure terminals 18, Game server 12 maintains a list of
available configurations for terminals 18, and provides com-
mands to modify and report the configuration tables. Seever
12 also maintains the current version of the terminal
software, and the ability to select different versions for
subsequent download,

Game server 12 also gathers statisties during the game
play eycle conceming the actual use of video clips. These
statistics may be used for reporting of game wsage, for
conteol of online game play, for computation of payments,
and for regulatory certification of the game terminal, Cmmu
usage statistics may be vsed to determine future vatiations
game control paranieters stich as loeations, time-of-day, and
types of events (o offer. The statistics may also dynamically
vary online game play patterns, For example, parameters
may assuze that the video selection piocess does not repeat
a pattern of video: clip displays witliin a controlled time
peviod, Thus, a player would be unable to predict-a selection
pattern.

Video play statistics may be used to determine entitle-
ments due to the racing (or. other) industry which produced
the original wagering pexrformances. A variety of atiributes
of the video muy be used, such as the racetrack, winning
jockeys, and horse owners. In addition, play statistics can be
used to certify that the payment rate to players conforms to
any requirement.

Video server 14 provides high capacity storage of video
images for system 10. Video server 14 may include, for
example, a “Raid-5"disk awray which combines high speed,
reliability, and capacity. If dictated by high throughput
requirements, video server 14 may be composed oi several
computer or disk storage modules.

In one embodiment of gystem 19, video server 14 would.

not contain any of the catalog data needed by the game
server 12 to identify the video images, This separation of
catalog data fromi video data has two benefits, First, little
speciatized software is vequived in the video server, since it
can operate much like a file sevver. Second, video server 14
may be located separate from game. server 12, in an atea not
under the diect supervision of the computer operation staff.
Then security is enhanced in that illicit access to the video
server reveals only videos, not a database revealing which
videos are in actual use and corvelating skill data with
winning finishexrs. The: process of creating the video clips
and the corresponding catalogs would be accomplished in a
separate. computer system located in a secure facility.

In addition to playing the new game, game terinal 18

may be operated ag & self service racetrack terminal, con-
nected to the parimutvel live racing totalisator systemy. The
player conld then bet on any live programs provided at the
particular location, Accordingly, a separate connection
between terminals 18-and the totalisator system is provided,
as well as 4 connection o a video feed displaying Hve races:
Such aceess to the totalisator system is provided via a
gateway 16, whose task is to tranglate messages fron the

protocol used by the gaming system network to the protocol
used by the totalismtor system network. Many different
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totalisator system networks are commercially available and
use different protocols, and gatewny 16 must be pro-
grammed in accordance with the protocol of the target
totalisator system, as is known in the ait.

Game terminals 18 ave configured to be easy to operate
and user friendly. Each game terminal 18 is substantally
identical to other system game terminals 18, and therefore,
the description of -one game terminal 18 describes all other
game terminals 18 of system 10, Components of terminals
18 are computer industry standard devices apd are commer-
cially available through computer component suppliers,
Cienetally, and as described below in more detail, terminal
18 includes a user inferface having a touch agtivated, color
display. Other user interface devices include a cash acceptor,
a printer, a document reader, sound card, a credit/debit card
reader, and possibly 4 coin dispenser. The cash accepror
includes a coin acceptor and/or a bill acceptor,

Referring now to FIG. 2, which is a block diagram of an
exemplary game termainal 80, terminal 50 includes a PC
mothesboard 52, which may incorporate a graphics
controller, a video display with controller 86, touch panel
and eonteoller 58, hard disk 60, thermal printer 62, document
seader 64, sound card and speakérs 66, bilk-agceptor 68,.coin
ageeptor 69, network interface controller 70, magnetic/smant
card reader 72, and power supply 74. Each of the compo-
nents illustrated in RIG, 2 is. well known in the art and
gommercially availatle. :

Video display §6, in one embodiment, is a 19-inch video
monitor which displays crisp, bright; high résolution graph-
fes with no. flicker, Various menus, which are described
below in more detail, are provided to the patron via display
86. In addition, video clips of events pertinent to the vavious
wagets that may be made also can be shown on display 56,
Touch. panel 58 is “maried™ to video display 56 and
provides an effective manner for providing the player with
immediate acknowledgment that the fnput has been accepted
by changing the color or blinking a target on display 56,
Touch panel 58 and video display 56 are conpled with sound
system 66 to also provide an audible feedback when the
player touches the target.

Bill 68 and/or coin 69 acceptox(s) allows the playar to
establish a credit balance prior to selecting an event and
inputting a wager. Using a credit from an exlsting wager or
a voncher (through reader 64) are alternate methods for
establishing a balance. Document reader 64 accepts a.credit
voucher or winning ticket for establishing a balance against
which a player places a-wager. The reader described in U.S.
Pat, No. 5,173,596 is customer friendly and highly reliable,
and may be used as reader 64,

Thermal printer 62 provides the player with an easy-to-
read receipt of winnings or credits, The receipt containg
human readable information such as time and place of issue,
value of credit or winnings, and a control number. The
control number is also printed in bar code form that can be
sutomatically read by reader 64.

Magnetic/smart card reader 72 accepts and reads mag-

netic and smart cards that have been issued as bank account
caxds, debit gards, and for player tracking or sirnilar func-
tions, Game terminal 50 therefore has significant flexibility
for transfer of monies, identifying players, award of
frequent-player points, or similar functions.

Etherpet controller 78 provides a high-speed data channel
for the video input from: video server 14, which provides an
uninterrupted video stream of the event selected by the
player, Controller 78 also provides the data chaunel with
transactions with gane server 12,

Motherboard 82, in one ambodiment, is an ATX platforn
for the Pentium: processor, which provides the performance
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8
needed for the high-speed user interfaces. Board 82. also
provides, along with the software drivers, the control of the
player input/output devices such as receipt printer 62, opti-
cal document reader 64, bill acceptor 68, and coin acceptor
69. Board 52, as is knowsn in the avt, includes a
microprocessor, memory, disk diive interfaces, serial/
parallel ports, as well as keyboard and mouse connections,

Hard disk 60 s coupled fo board 82 and stores the
operating system, bootstrap, and drivers for the various
devices such ag reader 64 and printer 62, Power supply 74
converts the AC line voltage into the vegulated direct current
voltages required by the components of terminal 50.

FIGS, 3a-¢ are exemplary screens displayed to a player
by display 6. More specifically, FIG. 3u is o gawe selection
menu screen, A player may select, for example, to play ene
of the instant racing games “Thoroughbred Mania™ or
“Thundering Hounds™”, or “Live Racing” (atter two
cholees not shown), or to be paid the eredit balance (“Cash
Out™) currently displayed by terminal 50, Whenever the.
player inputs money into terminal 80, e.g,, via bill acceptor
68, coin acceptor 6%, or reader 72, the balance amount
displayed is adjusted to reflect the: current balance,

FIG, 3b is-a winner selection sereen, depicted after the.
player hag pressed the *Bet” button to commit-a 25 cent
wager, and has selected a horse to findsh first. The *Current
Pools” show the constantly changing amounts for the vari-
ous ways that this bet could win. This typically is the first
screen shown to a player upon selecting one of the instant
racing games. The player is provided with historical rgacing:
data, e.g., past-performance tacing data in the form of a bar
graph showing the relative merits of the horses. While
selecting horses to finish fist, second, and third, additional
prompts may be displayed depending upon the type of game,
e.g, Quick Trifecta. The player may have the system select
the remaining winners by touching the “Quick Pick” bution.
If the player does not like his or the system pick; the
selections can be deleted by touching the “Clear Selections”
button,

FIG, 3¢ §s the winner selection screen, depicted after the
player hag selected all thiee liorses. After making the
required selections, the player then starts the race by touch-
Ing the “Stavt Race’ button. FIG. 3d is the video play screen,
depicted while watching the race. The wesults are not yet
revealed, and borse mumbers are rolling past their display
boxes. The “Cuvrent Pools” display is frozen showing the
exact amounts that could be won by this bet,

FIC, 3e is the result sereen after a play. The specific race
video has finished playing, and the actual race resulls. are
shown, The players picks ave displayed adjacent to the race
results. so that the player can quickly evaluate whether he
won, The digplay also provides an indication as to whether
the player won, e.g., “Any Pick Wing” is-highlighted since
the player’s third selection won the race, and the amount.
won is shown below as “Win $0.25”. Simply showing
“Ciame Over” would indicate a loss. The player may also
select to play again with new selections by pressing “Bet” or
“Omick Pick” (back to FIGS, 3b-¢), or to play again with the
same selections by pressing “Start” (back to FIG. 3d). The
player may also veturn to the “Main Meno” (e.g., FIG. 34).
The updated credit balance also iz displayed to the player,
syas “Crodit $5.507,

With tespect to FIGS, 3a-e, the following describes a
typical interaction between terminal 50 and a player
Specifically, o player activates terrninal 50 by inserting
currenicy” or otherwise -establishing credit, The player
chooses the type of game, if more than one is offered. The.
player selects “Bet” or “Quick Pick” to commit a4 wager.
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Terminal 50 displays the available selections and may also
display skill data to assist the players

The player makes a selection using the numbered buttons:

or “Quick Pick”, then selects “Start”, Terminal 80 reveals
the identity of the event and plays a video segment, md
finally displays the actual winning results. The amount of
winnings, if any, and the new credit balance are displayed.
The player either commences betting again, or chooses to
stop playing and redeem any remaining credit balance.
Rather than adding winnings o the credit balance, terminal
50 could issue coins immediately to the player. When the
player terminates playing and redeems his credit balance, he
may receive a printed credit voucher, or possibly coins.

The invention has been described in an on demand mode
where revealing the identity of the historical gaming event
and the playing of a video segment of the event is performed
immediately after the player makes his selections. However,
the gaming system can be configured to use a periodic mode
where the historical gaming event is identified and the video
played periodically. For example every 30 seconds, every
minute, every 5 minutes, or every 10 minutes, In the periodic
mode, the players must make their selections before the-end
of a period,

FIG. 4 is an exemplary sereen from the self-service
racétrack wagering mode emulating: an AmTote V3000
terminal, which is well known in the art. This mode ig
entered into if*Live Racing™ is selected at the screen shown
in FIG. 3a. With respect to the screen shown in FIG. 4, a
player selects a particular track and race number on which
the player wants to make a wager. After making these
selections, the player can then select the purticular game and
borses to be played, along with a wager amount,

Game server 12 and terminal 8¢ may communicate often
during the operation. of the game terminal. The following

describes the various types of transactions batween game !

server 12 and terminal 80. These transaction descriptions ave
exemplary, and some ransactions may not be necessary o
more: transactions may be required, depending on whether
certain logic functions ave performed by terminal 50 or game
server 12

Specifically, a curtency/eredit entry trangaction ocewrs
when a player enters a coin or other currency into terminal
50, or otherwise adds to the credit available for wagering,
The imessage sent to game server 12 containg the amount and
type of currency or credit.

A select game/mode transaction occurs when the player
selects a type of game from a list of available game types,
or selects a different mode for terminal 56, such ag self-
service live-race wagering.

An “Bnter-bet” transaction occurs when the player presses
"Bet” or “Quick Piek”, The past-performance chart is

returned from game server 12 to terminal 50 for display on

video display 56.

A “More-skill” transaction occurs when the player presses
“More” while viewing a past-performance chart, and
asother chart is returned from game server 12 to terminal 50
for display on the video display. Within this one game play,
the player is limited to fewer than the total number of
available charts,

A “Start” transaction initiates the transfer of the amount
wagetad, and the runners selected to game server 12, Server
12 responds to teeminal 50 with data relating to which video
io play, the winner/loser status, and the amount won if any.
The response may also contain information for terminal 50
to “freeze and alami” in the case of a major progressive
winner; or any other special payofl siations. After this
ransaction between game server 12 and terminal 89, the
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actual video clip is. wansferred from video server 14 to
terminal 50, The winner/loser status and amount won are
revealed on video display 86-at the end of the video clip play
back.

A call attendant transaction, activated by pressing “Help”,
then *Call Attendant” requests that server 12 send amessage
o an administiative terminal calling an attendant for player
assistance.

A terminal reset fransaction causes texminal 50 to reset/
reboot. A terminal download transaction causes terminal 50
to enter a download state, in which it will be downloaded

with the most recent version of the terminal software. A.

terminal statigtics transaction causes terminal 50 to send its
local statistics to server 12

On-line transaction processing requires a fully faule
tolerant, continuously available system, which preserves
data integrity, incorporates online upgrades and online
service, and doesnot degrade application performance in the
event of a failure. Recovery from single component failure
should be accomplished with little or no system downtime,
and shoutd be transparent to the transaction application, This
continuous availability can be accomplished in systern 10
with a hardware-based fault tolerant system, or with a
combined Inmvdware/software-based fault tolerant system.

Recovery from some multiple component failures must
rely on software transaction processing services regardless
of the hardware configuration, All database components
updated by a single transaction must be, in effect, updated
together, Every transaction which a user sees completed
must be recoverable in the database. To accomplish this; the
transaction must be. recorded on at least two non-volatile
media or two computer modules before the user acknowl-

edgment is wansmitted to terminal §0, To ensure that all of

the database components updated by a single transaction are
completedtogether, the trangaction services can roll back the
database to the condition it was in before any interrupted
trasaction,

A hardware-based fault tolerant system, such as systems
compnercially available from Stratus Computer, Inc.,
Martboro, Mass., 01752, includes a single computer system
with each of its major system components physically dupli-
cated and operating in lockstep for full duplex operation.
Self-checking is vesident on euch major circuit board te
detect and immediately isolate failures, Any single compo-
nent failure is immediately detected by the system and the
component is isolated, allowing processing to continue on
the partnered component with no performance degradation,
Failed components may be replaced on-line and will resume
duplex operations with no disruption to the application,

A hardware/software fault tolerant system, in one
embodiment, follows the master-secondary model, with, two
identical servers functioning as a single. duplexed system
under software contyol, This method may be chosen when
business file sexvers, such as those commercially available
from Compaq Computer Corporation, Houston, Tex,,
TT070-2698, are used to construct game server 12, One
server operates ag the master, and the second server operates
as & hot backuyp, or secondary system, A third identical server
functions as a cold spare system. To maintain data integrity,
each individual server has fully duplexed disks, with two
copies of the transaction data on the master and twe on the
secondary. The servers are connected with redundant net-
work connections. If the master server fails, the secondary
server beconies the master transaction processor. A fathure in
the secondary computer would be completely transparent to
the wagering vetwark since the system would continue to
operate in simplex mode. In case of failure of the master or
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the. secondary server, the spare server would be brought
an-line to: become. the new secondary server and resume
duplex operation, Single system failures would cause no lost
transactions. A failed computer would assume the role of
cold spare and may be maintained and upgraded off-line
with no distuption to the on-line system,

Trausaction processing software suitable for game server
12 is commercially available from vendors of totalisator
systems and lotteries, General purpose transaction process-
ing software is also commercially available from many
vendors, such as the Oracle Application Sexver conmer-
cially available from Oracle Corporation, Redwood Shores,
Calif., 94065, and the Transaction Processing Facility com-
miercially avaitable from Stratus Computer, Inc., Marlboro
Mass., 01752, for use on thejr fault-tolerant computers.

The above described gaming system can be utilized in
connection with many different types of races such as horse
and dog races. In addition, the system could be utilized in
contection with other types of events. Importantly, the
system supports and rewards the racing industry which
produced the original wagering peformances, which adds
continuing “shelf life” and revenues for the original event.

Fron the preceding description of various embodiments
of the present invention, it is evident that the objects of the
invention are attained, Although the invention hag been
deseribed and illustrated in detadl, it is to be clearly under-
stood that the same is intended by way of illustration and
example only and is not to be. taken by way of limitation.
Accordingly, the spirit and scope of the invention are to be
limited only by the terms of the appended claims.

Appendix A

Fxemplary Game Protocol for Quick Trifecta (QT)
© Copyright 1999 RaceTech L.L.C.

Summary: The QT bet requites selection of the first three
frighers, in their exaet ordes, for a single contest selected
from the historical libracy, The contest from the historical
library is selected at random before the. player enters any
selection. Afier the selections are registered, the identity. of
the contest is revealed, a video segment of the contest finish
is shown, and. the actual official resulis ave displayed. If a
player matches the fiest three finishers in order, he wins the
Trifects QT pool. If he matches only the fixst finisher, he
wing the Win QT poel. Any winunings may be collected
instantly, If a player wins the Trifecta QT three times in a
row, then he wing the-Carry Over QT pool.

Wager Amount: Only one dollar ($1) wagers ate accepted
for the QT.

Pool Split: After commissions have been deducted from
the wager, the remaining amount is apportioned among four

separate pools which have been carsied over from previous.

contests played by all players: the Carry Over QT pool
(A%), the Trifecta QT pool (B%), the Win QT pool (C%),
and the Bonus/Minimun QT pool (D%).

A, The Crrry Over QT pool has a minimum guaranteed
amount of SAAAAA, When the increasing Carry Over
QT pool is won, it reverts to this guaranteed amount for
the next winner..

B. The Trifecta QT pool has a minimum guaranteed
amount of $BBB. When the increasing Trifecta QT
pool is won, it reverts to this gu aranteed amount for the
next winner,

C, The Win QT pool has a minimum guaranteed amount
of $C. When the increasing Win QT pool is wen, it
reverts to this guaranteed amount for the next winner,
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D, The Bonus/Minimum QT pool is accumulated from the
designated pexcentage of wagers and from-the pricing
round-off, as described below,

Trifecta QT Winuer: If a player convectly selects the fizst
three fnishers in exact order, he wins the entive Trifecta QT
pool, less pricing round-off, If two plagers win within a ghoxt
time, the first winner is paid the current Trifecta QT pool,
and the second is puid the new Trifecta QT pool, which
beging with the guaranteed amount.

“arry Over QT Winner: If a player wins the Trifecta QT
paol three times in a row, then he wins the entite Carry Over
QT pool, less pricing round-off, instead of the Trifecta QT
pool. If two players win the Cary Over QT pool within a
short time, the first winner is paid the.current Carey Over QT
pool, less pricing round-off, and the second is paid the new
Catry Over QT pool, which begins with the guaranteed
amount.

Win QT Winner: If a player correctly selects: the first
finisher for fixst, but not the first three, be wins the entive Win

QT pool, less pricing round-off. If two players win within a.

short time, the first winner is patd the current Win QT pool,
less pricing round-off, and the second is paid the new Win
QT pool, which begins with the guaranteed amount.

Dead Heat: If there is a dead heat fox fivst, second, or third,
the player has a chance to win for each winning combina~
tion; ,

Coupled Entries, Mutuel Fields: In a contest involving
coupled entries and mutuel fields, only the highest placed
member of the:coupling is inefuded in the order of finish. For
exanmple, if the otder of finishis 1/1A/2/3, then the QT uses
123,

Bonus/Minimum QT Pool: To cover the cases when one
of the guaranteed minimom amounts is paid, a Bonus/
Minimum QT ‘pool is accumulated from the designated
percent of wagers, aud from the pricing round-off. Each time
one of the guaranteed minimum amounts s paid in excess of
the actual amount available, the shortfall is deducted from
the Bonus/Minimum QT pool, Whenever the Bonus/
Minimum QT pool exceeds a designated maximum amount,
the Win QT guaranteed amount is quadrupled.

Mandatory Distribution: Should the QT pool be- desig-
nated for mandatory. distribution on a specified date and
performance, then after a scheduled time of day, the next
Trifecta QT winner is paid the sum of the actual amount in
the Win, Trifecta snd Carry Over QT pools, plus any positive
amount in the Bonus/Minimum QT poal, and no more bets
will be gccepreds

Appendix B

Exemplary Game Protocol for Thoroughbred
Mania™© Copyright 1999 RaceTech L.L.C.

Summary: The Thoroughbred Mania game requires selec-
tion of the flrst three findshers for a single race selected from
the historical library, The race from the historical Hbrary is
selected at random before the player enters any selection.
The player may examiine one or miore clhiarts showing the
relative merits of the horses as they actually were on the day
of the race. After the selections are registered, the identity of
the race is revesled, a video segment of the race finish is
shown, and the actual official resulfs are displayed. A player
wins by matching some or all of the first three finishers in
one of seven different ways. Any: winnings may be collected
ingtantly. A player must risk a second unit bet in the wager
to qualify for the: highest value pool.

Wager Amount; At machines marked “$1 Per Play™ one
dollar ($1) unit bets ave accepted. At machines marked “25¢
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Per Play” twenty-five cent ($0.25) unit bets are accepted.
The player may enter only one or two unit bets per play.

Pool Split:. After conunissions have been deducted from
the wager, the remaining amount is apportioned among
several separate pools which have been carried over from
previous races played by all players. The remaining amount
of the fitst unit bet is apportioned among seven pools,
including one pool for each of six ways to win, plus the
Minimum Pund pool, The remaining amount of the second
unit bet is apportioned between the highest value (3 Exact
Order)y pool and the, Minimum Fund pool. The percentages
for apportioning the wager among comuiissions and the
various poeols will be posted,

Ways to Win: Wagers may qualify to win in up o seven
different ways, including:

A. 3 Exact Order: The player’s selections correctly match
the first three finishers in exact-order, only for players
who risked two it bets in the wager.

B. 3 Any Onder: The player's selections correctly match
the first three finishers in any ovder,

* Top 2 Bxact Order: The player’s top two selections
correctly match the first two finishers in exact order.

D. 3 to get Top: 2: Any of the player’s three selections
correctly match the fivst two finishers in any order.

B, Top Pick Wins: The player’s top selection comrectly
matches the first (winning) finisher,

F.Any 2 of 3: The player's selections corrgetly match any
two- of the three finishers in any order,

G. Any Pick Wing: Any one of the player’s selections
correctly matches the first (winning) finisher,

Payment Calculation: The winning price is the entive
amount in the pool for which the wager qualifies, less the
price round-off. When the wager qualifies to win more than
one pool, the largest single amount is paid. Each pool has a
minimum guaranteed amount, which will be posted, If two
players qualify to-win the same pool within a short time, the
first winner is paid the current pool and the second is paid
the new pool, which beging with the mintmom guaranteed
amount,

Dead Heat: If there is a dead heat for fivst, second, or third,
the player bas a chance to win for each winning combina-
ton.

Coupled Entries, Mutuel Fields: In a race involving
coupled entries and mutuel fields, only the highest placed
member of the coupling is included in the order of finish, For
example, if the order of finish is 1/1A/2/3, then the Thos-
oughbred Mania game uses 1/2/3.

Minimum Fund pool: To cover the cases when one of the
minimum guaranteed amounts is paid, the Mininum Fund
pool is accumulated from a designated percent of wagers,

A. Bach time the 3 Bxact Oxder or the 3 Any Order poot
is. paid out, it is seeded to its minimum guaranteed
amount from the Minimum Fund pool.

B. For the other five pools, each time its minibum
guaranteed amount is paid in excess of the actual
amount available in the pool, the sliortfall is deducted
from the Minimum Fund pool..

C. Whenever the Mintoum Fund pool exceeds a dosig-
nated maximum amount, o designated portion of the
Mininun Fund is added to the 3 Exact Order pool as
a bonus.

Mandatory Distribution; Should the Thoroughbred Mania
game be designated for mandatory digtribution on a speci-
fied date and performance, then after a scheduled time of
day, the next 3 Any Order winner is paid the sum of the
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actual amount in the all of the pools, including any positive
amount.in the Minimuwmn Pund pool, and no more bets will
be accepted.

What is claimed i

1. A gystem for pariinutuel wagering on actual past events,
said system comprising:

a video server coniprising a database having video images

of gaming events stored therein;

a game server comprising a computer system; and

a pluality of terminals, said video server and plurality of

terminals communicatably coupled fo said game server.

2, A system in accordance with claim 1 wherein said video
server and said plurality of terminals communicatably
coupled to said game server through a gateway to-said game
server,

3. Asystem in aceordance with claim 2 further comprising
a high speed local area network, said video server, said
plurality of terminals, and said gateway 1o said game server
conneeted to said local area network,

4, A system in accordance with claim 2 further comprising
a wide area-network cominunicatably coupling said gateway
0. said game sorven

5. A system in accordance with claim 3 wherein said
pluality of terminaly comprisé at least one game terminal
and at least one administrative terminal.

6. A system in accordance with claim § whergin each said
game terminal comprises:

a user inferface comprising a touch activated, color dis-

play;

4 cash acceptor:

A printer;

a document yeader;

a sound card; and

a credit/debit card reader,

7. A system in accordance with claim & wherein each said
cash acceptor comprises a coin aceeptor; a bill acceptor, or
both a coin acceptor and a bill acceptor,

8. A systern.in accordance with claim 6 wherein said ganie
terminal further comprises a coin ispenser.

9, A gsystem in accordance with claim 6 wherein said
system s configured to:

receive money from a player through said game terminal

to. establish a credit balance;

display a game selection menu on said game terminaly

receive player game selection input fhrough said game

terminal;

display a winner selection menu and historical racing data

on said game terminal;

receive player winner selections and game start input

through said game terminal;

display video of an historical race on said game tecminal

display vace results and player winner selection compari-

son on sald game terminaly and

determine if player won and display message on said

game terminal,

16, A system in uccordance with claim 9 wherein said
system is further configured to payout winnings if player
won ot debit credit balance if player lost.

1L A system in accordance with claim 10 wherein said
system s further configured to print a credit voucher.

12, A system in accordance with claim 11 wherein said
system is further configured to accept said credit voucher to
establish @ cyedit balance,

13. A systems in accordance with ¢laim 1 whevein said
computer system comprises a plurality of databases, said
computer system configured to maintain said pluvality of
databases.
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14, A system in accordance with claim 13 wherein sajd
computer system is configured to:

confrol and account for transactions with said game

terminals;

control the flow of data from said video setver to said

game terminals;

collate wager pools;

compute winnings; and

provide statistics about disbursements of funds,

18, A system in accordance with claim 13 wherein said
phutality of databases comprises a game profile and control
databuse, a liability database, a video access database, a skill
database, and a network profile and control database.

16. A system in accordance with claim 18 wherein said
game profile and control database comprises data indicative
of games in use and status of said games.

17. A system in aceordance with claim 16 wherein said
game profile and control database comprises:

data defining game attributes indicative of number of

selections in o wager, number of winning positions to
consider, and methods of matching winning positions
to wager selections;

data relating to vardations in rules for each gamge indica-

tive of percentage. of sales allocated to tiers of major
and minot progiessive wager pools, commissions of a
bagic. wager, minimum payout levels, pattern of
repeated wins required to qualify for a major progres-
sive wager pool, which subset of said video libravy is
subject of a wager, and which type of skill data is
presented to a player before a wager;

data defining each game indicative of each instance of a

game upon which wagers can be placed, game rule
selection, wagering status, and amounts- in said minor
and major progressive wager pools; and

data defining a group of carrousels in a geographic or

demographic region.

18, A system in accordance with elaim 15 whevein said
linbility database comprises:

data indicative of commissions and taxes to. be removed

from wager pools before determination of progressive
betting pool allotnients;

data indicative of distributions- to the racing industry or

other game related inferest groups;

data indicative of amount of payments to each winning

player and a history of said payments;

data indicative of price round-off not returned to said

wager pools;

data. indicative of minimum payout levels; and.

data indicative. of amounts caxied over for the progressive

wager pools of such game:

19, A system in accordance with claim 15 wherein said
video access database comprises a catalogug of a video
image library stored in said video sexver,

20. A system in accordance with claim 15 wherein said
skill database compiises skill data assoclated with each
video image stored in said video server

21, A gystem in accordance with claim 15 wherein said
network profile and control database comprises data indica-
tive of a communication networl.

Z2. A system in accordance with claim 21 whevein said
communication network compriges a hierarchy of nodes,
sald hierarchy of nodes comprise said game server, conw
munication concentrators, said game terminals, said adniin-
Isteative terminals, and said video serven
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23. A systemt in accordance with clahm 22 wherein said
hierarchy of nodes furthercomprises a tote system intecface.

24, A system in accordance with claim 13 wherein said
computer system is further configured to:

recelve input from said at least one administeative termi-

nal; aud

upgrade and configure selected game terminals.

25: A system in accordance with claim 24 wherein said
computer systom i further configured to:

muintain a database of available terminal configurations;

maintain the cmrent version of terniinal software; and

select a version of terminal software: for downloading to
said game terminal,

26. A system in accordance with claim 24 further com-
prising a gateway to a racetrack tote. system, and said
computer system further configured to veconfigure a selected
game terminal © become a self-service racetrack terminal,

27. A systeny in accordance with claim 25 whevein said
gateway is configured to compmmnicate with aracetrack tote
Fysteny,

28. A system in gecordance with ¢laim 1 wherein said
video server is configured to

maintain a database of video.images; and

provide on request, the delivery of video clips from said

database of video images.
29, A method for pavimutuel wagering on actual past
events, said method comprising the steps of:
accessing a system for parimutuel wagering on actual past
events, the system comprising a video server, a game
server, a gateway to the game server, a plurality of
terminals, and a high speed local agea network, the
video server, the gateway to the game. server, and the
plurality of ternrinals. communicatably coupled to- the
local area network, the video server comprising 2
database-having video images of gaming evenis stoved
therein, the game server conumunicatably coupled to
the gateway, and compiising a computer system, the
plurality of feuhinals comprising at least one game
terminal and ar least one administrative ferminal

receiving money frony a player through a gane terminal
to establish a credit balance;

displaying a pame selection menu on the game texminal;

receiving player game selection inpuf through the game

terminal;

displaying » winner selection menv and historical racing

data on the game terminal;

receiving player winner selections and game start input

through the game terminal;

displaying video of an historical race on the terminal;

displaying race results and player winner selection com-

parison on said the ternsinal; and

determining if player won and displaying message an the

game. terminal,

30, A method in accordance with claim 28 wherein
displaying a ganie selection menu on the game tevminal

comprises the step of displaying a game selection menu on

a game terminal comprising a cash acceptor, a printer;, a
document reader, a sound card, a credit/debit card reader,
antl a vser interface comprising 8 touch activated, color
display.

31. A method in accordance with claim 3¢ wherein each
cash aceeptor comprises a coin acceplor, a bill acceptor, or
both a coin acceptor and a bill acceptor.

32, A method iy accordance with claim 30 wherein the
game ternxnal further comprises a coin dispenser.
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33. A method in aceordance with claim 29 wherein the
computer systemi comprises a. plurality of databases, the
computer system configured to maintain the plurality of
databases.

34. A method in accordance with claim 33 wherein the
computer system is configured to:

control and account for transactions with the game ter-

minals;

control the flow of data from said video server to the game

terminals;

collate wager pools;

compute winnings; and

provide statistics from disbursements of funds.

35. A method in accordance with claim 33 wherein the
pharality of databases comprises a game profile and control
database, a Bability database, a video access database, a skill
database, and a network profile and control database,

36. A method in accordance with claim 38 wherein the
game profile and control database comprises data indicative
of games in use and status of the games.

37. A method in accordance with- claim 36 wherein the
game profile and control database comprises:

data defining game rules indicative of number of selec-

tions in a wager, number of winning positions. to
consider, and methods of matching winning positions
to wager selections;

data relating to variations in rules for each game indioa-

tive of percentage of sales. allocated to tiers of major

and minor progressive wager pools, commissions of a 3

basic wager, minimum payout levels, pattern of
repeated wins required to qualify for & major progres-
sive wager pool, which subset of the video library is
subject of 2 wager, and which type of skill data is
presented to a player before a wager;

data defining each game indicative of each instance of a

game upon which wagers can be placed, game rule
selection, wagering status, and amounts in said minor
and major progressive wager pools; and

data defining a group. of carrousels in a geographic or

demographic region,

38. A method in accordance with claim 35 whersin the
Hability database comprises:

data indieative of conunissions and taxes to be removed

from: wager pools before determination of progressive
betting pool allotments;

data indicative of distributions to the racing industry or

other game related inferest groups;

data indlicative of amount of payments to each winning

player and a history of the payments;

data indicative of price round-off not returned to the

wager pools;

data indicative of minimum payout levels; and

data indicative of amounts carvied over for the progresstve

wager pools of each game.

39, A method in accordance with claim 35 wherein the
video access database comprises a catalogue of a video
image library stored in said video server.

40. A method in accordance with claim 35 wherein the
skill database comprises skill data associated with each
video image stored in said video server,

41, A method in accordance with claim 35 wherein the
network profile and control database comprises data indica-
tive of a communication network,

42, A method in accordance with claim 41 wherein the
comnunication network comprises a hierarchy of nodes, the
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hievarchy of nodes comprise the game server, comniunica-
tion concentrators, the game terminals, the administrative
terminals, the video server, and 2 tote system interface,

43. A nethod in accordance with claim 33 wherein the
computer system is further configured to;

reeeive input from the at least one administeative termi-

naly and

upgrade and configwre: selected game terminals.

44. A method in accordance with claim 43 whevein the
computer systen Is further configured to:

miaintain a database of available terminal configurations;

maintain the current version of terminal software; and

select a version of terminal software for downloading to
the game ferminal,

45, A method in accordance with claim 43 further com-
prising & gateway to a racetrack tote system, and the
computer system further configured to reconfigure a selected
gome terminal to become a self-service racetrack terminal,

46, A method in accordance with claim 45 wherein the
gateway is configured to comniunicate with a racetrack tote
system,

47, A method in accordance with claim 29 wherein the
video server is configured to:

maintain & database of video images; and

provide on request, the delivery of video clips from an

historical database,

48. A game server for a parimutuel wagering system, the
parimutuel wagering system comprising a video server
comprising a database having video images of gaming
events stored therein, at least one game-terminal, at least one
administrative texminal, and a high speed local area network
connecting the video server and the game and administrative
terminals, said game server configured to connect to the high
speed local area network through a gateway 1o the game
server, said game server comprising a computer system
configured to:

control and account for transactions: with the game ter-

minals;

control the How of data from the video server to the game

terminals;

collate wager pools;

compute winnings; and

provide statistics about disbursements of funds.

49. A game server in accordance with claim 48 wherein
said computer system comprises a plurality of databases,
said computer system configured to maintain said plurality
of databases.

50. A game server in accordance with claim 49 wherein
said plurality of databases comprises- a game profile and
control database, a lability database, a video access
database, o skill database, and a network profile and control
database,

81, A game server in accordance with claim 50 wherein
said game profile and control database comprises data
indicative of garaes in use and status of said games,

52, A game gerver in accordance with claim 51 wherein
said game profile and control database comprises:

data defining gnne rules indicative of number of selec-

tions in a wager, number of winning positions to
consider, and methods of matching winning positions
to wager selections;

data relating to variations in rales for each game indica-

tive of pereentage of sales allocated to ters of major
and minor progressive wager pools, conumissions of a
basic waget, minimum payout levels, pattern of
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repeated wing required to qualify for a major progres-
sive wager pool, which subset of the video library is
subject of a wager, and which type of skill data is
presented to a player before a wager;
data defining each game Indicative of each instance of a
game upon which wagers can be placed, game rule
selection, wagering status, and amounts in said minor
and major progressive. wager pools; and
data defining a group of carrousels in a geographic or
demographic vegion,
83, A game server in accordance with claim 56 wherein
said Hability database comprises:
data indicative of commissions and taxes to be removed
from wager pools before determination of progressive
betting pool allotments;
data indicative of distributions to the racing industry or
other gane yelated interest groups:
data indicative of amount of payments to each winning
player and a history of payments;
data indicative of price round-off not retwned to the
wager pools;
data jicative of minimun payout levels; and
data indicative of amounts carried over for the progressive
wager pocls of eacl game.
54, A game server iu accordance with claim 50 wherein
said video access database comprises a catalogue of a video
image library stored in said video server,

88, A game server in accordance with claim 50 wherein

said skill database comprises skill data associated with each
video image stored in said video setver,

56. A game server in accordance with claim 50 wheyein
said network profile and control database comprises data
indicative of a communication network,

57. A game server in accordance with claim 56 wherein
said conmmunication network comprises a hierarchy of
nodes, said hierarchy of nodes comprize said game server,
commumnication concenfrators, the game ferminals, the
administrative terminals, and the video server

58. A system in accordance with claim 57 wherein said
hierarchy of nodes further comprises a tote system interface,

59, A game server in accordance with claim 48 wherein
said computer system is further configured to;

receive input from at least one administrative terminal; 4

and
upgrade and configure selected game termingls,
60, A game server in accordance with clain 9 wherein
said computer system is further configured. to;
maintain a databage of available terminal configmrations;
maintain the current version of terminal softsare; and
select a version of terminal software for downloading to
the game terminal,
61. A method for condueting a parimutuel wagering game
based on actual past events, said method comprising the
steps of:

R
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receiving money from a player to establish a credit

balance;

randomly selecting an historical gaming event;

receiving player winner selections; and

determining payout to player based on results of historical

gaming event and player selections. *

62. A method in accordance with claim 63 further com-
prising the steps of:

providing the player a selection of games; and

receiving player game selection input,

63, A method in agcordance with ¢laim 62 further com-
prising the steps of:

displaying a winner selection menu and historical racing

data; and

veceiving player winuver selections and game start input.

64, A method in accordance with claim 63 further com-
prising the steps of:

displaying video of the histovical gaming event;

displaying racs resulis and player winner Seleetion com-

parison; and

determining if player won and displaying inessage.

65. A method in accordance with claim 64 wherein
displaying video of the historical event oceurs substantially
inmmediately after receiving player winner selections and
game. start input,

66. A method in accordance with claim 64 wherein
displaying video of the historical event oceurs on a periodic
schedule,

67. A method in accordance with claim 61 further com-
prising. the step of paying out winnings if player won or
debiting credit balance if player lost.

68. A method in accordance with claim 67 further com-
prising the step of printing -a credit voucher,

69, A method in accordance with claim 61 wherein the
parimutuel wagering game is conducted in ax on denand
mode.

70, A method in accordance with claim 61 wherein the
parinntuel wagering gamé is conducted in a periodic mode.

71, Acvideo sexver for a parimutuel wagering system, the
parinutuel wagering systens comprising a game server com-
prising a computer systen, a gateway to the game selver, st
least one game terminal, at least one administrative teyminal,
and a high speed local area network connecting the gateway
to the game server, the game terminals, and the administra-
tive terminals, said video server comprising:

at least-one disk storage module; and

a database having video images of gaming events stored

thevein;

said video sexver configured to:

maintain said database of video images; and

provide on request, the delivery of video clips fron: said
database of video images to the game terminals of
the parimutuel wagering system,
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Instant Racing Skill Titles

1. Last Daily Racing Form Speed Rating

2. Last DRF Speed Rating Plus Track Variant
3. Best Ever DRF Speed Rating on This Surface
4. # Races Won, Same Year

5. # Races Won, Prior Year

6. # Races Won, Lifetime

7. # Finished 1st or 2nd, Same Year

8. # Finished 1st or 2nd, Prior Year

9. # Finished 1st or 2nd, Lifetime

10. # in the Money, Same Year

11. # in the Money, Prior Year

12. # in the Money, Lifetime

13. # Races Won, on This Surface

14. # Finished 1st or 2nd, on This Surface
15. # in the Money, on This Surface

16. # Races Won, at This Distance

17. # Finished 1st or 2nd, at This Distance
18. # in the Money, at This Distance

19. # Races Won, Jockey, Same Year

20. # Races Won, Jockey, Prior Year

21. # Races Won, Jockey, Lifetime

22. # Finished 1st or 2nd, Jockey, Same Year
23. # Finished 1st or 2nd, Jockey, Prior Year
24. # Finished st or 2nd, Jockey, Lifetime
25. # in the Money, Jockey, Same Year

26. # in the Money, Jockey, Prior Year

27. # in the Money, Jockey, Lifetime

28. # Races Won, Trainer, Same Year

29. # Races Won, Trainer, Prior Year

30. # Races Won, Trainer, Lifetime

31. # Finished 1st or 2nd, Trainer, Same Year
32. # Finished 1st or 2nd, Trainer, Prior Year
33. # Finished 1st or 2nd, Trainer, Lifetime
34. # in the Money, Trainer, Same Year

35. # in the Money, Trainer, Prior Year

36. # in the Money, Trainer, Lifetime

37. % Races Won, Same Year

38. % Races Won, Prior Year

39. % Races Won, Lifetime

40. % Finished 1st or 2nd, Same Year

41. % Finished 1st or 2nd, Prior Year

42. % Finished 1st or 2nd, Lifetime

43. % in the Money, Same Year

44. % in the Money, Prior Year

45. % in the Money, Lifetime

46. % Races Won, on This Surface

47

48.
49.
50.
51
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.

91

. % Finished 1st or 2nd, on This Surface

% in the Money, on This Surface

% Races Won, at This Distance

% Finished 1st or 2nd, at This Distance

% in the Money, at This Distance

% Races Won, Jockey, Same Year

% Races Won, Jockey, Prior Year

% Races Won, Jockey, Lifetime

% Finished 1st or 2nd, Jockey, Same Year
% Finished 1st or 2nd, Jockey, Prior Year

% Finished 1st or 2nd, Jockey, Lifetime

% in the Money, Jockey, Same Year

% in the Money, Jockey, Prior Year

% in the Money, Jockey, Lifetime

% Races Won, Trainer, Same Year

% Races Won, Trainer, Prior Year

% Races Won, Trainer, Lifetime

% Finished 1st or 2nd, Trainer, Same Year
% Finished 1st or 2nd, Trainer, Prior Year
% Finished 1st or 2nd, Trainer, Lifetime

% in the Money, Trainer, Same Year

% in the Money, Trainer, Prior Year

% in the Money, Trainer, Lifetime

Total Earnings, Same Year

Total Earnings, Prior Year

Total Earnings, Lifetime

Average Earnings/Race, Same Year
Average Earnings/Race, Prior Year

Average Earnings/Race, Lifetime

Total Earnings, on This Surface

Average Earnings/Race, on This Surface
Total Earnings, at This Distance

Average Earnings/Race, at This Distance
Total Earnings by Jockey, Same Year

Total Earnings by Jockey, Prior Year

Total Earnings by Jockey, Lifetime

Average Earnings/Race by Jockey, Same Year
Average Earnings/Race by Jockey, Prior Year
Average Earnings/Race by Jockey

Total Earnings by Trainer, Same Year

Total Earnings by Trainer, Prior Year

Total Earnings by Trainer, Lifetime
Average Earnings/Race by Trainer, Same Year
Average Earnings/Race by Trainer, Prior Year
. Average Earnings/Race by Trainer, Lifetime




Average # Races Won, Average
Earnings/Race by Trainer, Same  Earnings/Race by
Trainer, Lifetime Year Trainer, Same Year




Pick 4 Jackpot
{(BET MAX)

Pick 4 Consolation

Top 2 Picks

Wi 15t 2ndk or 3rd

“Race 4

02/18/99

EXHIBIT

D




Game Name Plays Picked Winner % picked Winner 1 in

T-Mania .25
T-Mania $1
All T-Mania

Game Name
T-Mania .25
T-Mania $1
All T-Mania

Game Name
T-Mania .25
T-Mania $1
All T-Mania

154678
7800
162478

Plays

154678
7800

162478

Plays

154678
7800

162478

21635 13.99%  7.15
1139 14.60%  6.85
22774 14.02%  7.13
Picked Exacta % Exactas 1in
3061 1.98% 50.53
154 1.97% 50.65
3215 1.98% 50.54
Picked Trifecta % Trifectas 1in
465 0.301% 332.64
20 0.256% 390.00
485 0.299% 335.01

# Expected if Pure Luck
15468
780
16248

# Expected if Pure Luck
1719
87
1805

# Expected if Pure Luck
215

11
226

% Expected if Pure Luck 1in
10.00% 10
10.00% 10
10.00% 10

% Expected if Pure Luck 1in
1.11% 90
1.11% 90
1.11% 90

% Expected if Pure Luck 1in
0.14% 720
0.14% 720
0.14% 720




Game Name Plays

T-Mania .25
T-Mania $1
All T-Mania

T-Mania .25
T-Mania $1
All T-Mania

T-Mania .25
T-Mania $1
All T-Mania

154678
7800
162478

154678
7800
162478

154678
7800
162478

Picked Winner

21635
1139
22774

Picked Exacta

3061
154
3215

Picked Trifecta

465
20
485

% picked Winner  1in
13.99% 7.15
1460% 6.85
14.02% 7.13

% Exactas 1in
1.98% 50.53
197% 5065
1.98% 50.54

% Trifectas 1in
0.301% 332.64
0.256% 390.00
0.299% 335.01

% Pure Luck
10.00%
10.00%
10.00%

% Pure Luck
1.11%
1.11%
1.11%

% Pure Luck
0.14%
0.14%
0.14%

1in
10
10
10

1in
90
90
80

1in
720
720
720

# Expected if Pure Luck
15468

780

16248

# Expected if Pure Luck
1719

87

1805

# Expected if Pure Luck
215

11

226

Standard Deviation
117.99

26.50

120.93

Standard Deviation
41.23

9.26

42.25

Standard Deviation
14.65

3.29

15.01

Nr Deviations from expected
52.27
13.55
53.97

32.56
7.27
33.36

17.08
2.79
17.28



