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ELECTRONIC GAMING DEVICE AND METHOD 
FOR OPERATING SAME 

BACKGROUND OF THE INVENTION 

[0001] The present invention relates to an electronic gam 
ing device, such as a video poker machine, and a method for 
operating the same. 

[0002] Slot machines generate over ten billion dollars per 
year in revenue for United States casinos, With individual 
machines typically earning betWeen ?fty and one hundred 
?fty dollars per day. One of the fastest growing segments of 
slot machine play is video poker, a game in Which various 
elements of draW poker are played using a computer With a 
video display. 

[0003] The basic game of video poker is played on an 
electronic video poker machine. A player is dealt an initial 
hand of ?ve cards from a standard deck of ?fty-tWo cards. 
The ?ve cards are randomly chosen by the processor of the 
video poker machine and displayed to the player on a video 
screen. With a goal of maximizing the value of his hand, the 
player decides Which cards, if any, to hold, and Which cards, 
if any, to discard. Given the initial hand, the player may 
decide to hold all ?ve of his cards. To do this, he presses a 
button labeled “hold” under each displayed card. 

[0004] Alternatively, the player may decide to hold a 
subset of the ?ve cards dealt to him in his initial hand. In this 
case, the player presses the “hold” button under each card he 
decides to hold. After the player has decided Which cards to 
hold, he presses a button labeled “deal.” This causes the 
computer to discard the cards that the player has decided not 
to hold and replace them With draW cards that have been 
randomly selected from the remaining forty-seven cards of 
the deck. 

[0005] After the deal button has been pressed, the ranking 
of the ?nal hand of the player is evaluated by the computer. 
If the player’s ?nal hand matches a predetermined combi 
nation, such as a Full House or Three of a Kind, then the 
player is aWarded a payout in the form of either coins or play 
credits in accordance With a payout table. 

[0006] The payout table is stored in a memory of the 
computer and is also displayed on a schedule printed on the 
machine or on a video screen for the player to vieW. The 
payout for a particular ?nal hand increases With the ranking 
of the hand. Thus, hands With higher poker rankings are 
aWarded more play credits or coins. For example, very rare 
poker hands such as a Royal Flush are aWarded payouts of 
800-to-1 in some game variations. 

[0007] FIG. 1 depicts a prior art payout database 10 for a 
“Jacks or Befter” video poker game. Such a database is 
typically stored in a memory of a conventional video poker 
machine. The payout database 10 includes records A-J, each 
of Which include ?elds 15 and 20. For ease of reference, a 
particular location (intersection of a roW and column) Within 
this and other tables herein Will be referred to by the 
concatenated ?eld number and record letter. Such locations 
Will be referred to herein as “cells.” For example, cell 15A, 
containing “ROYAL FLUSH,” refers to the location de?ned 
by ?eld 15 of record A (the intersection of column 15 and 
roW A). 

[0008] Cells 15A-15J each indicate a ?nal hand that is 
possible for a player to receive, given an initial hand of ?ve 
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cards. Cells 20A-20J each indicate a payout (for each $1 
Wagered) that the associated ?nal hand Will pay if it is 
received. For example, if a player receives a “FULL 
HOUSE” as a ?nal hand (cell 15D), then the associated 
payout Would be $9 (cell 20D). 

[0009] A modi?ed video poker machine is described in 
US. Pat. No. 5,401,023 to Wood. According to that patent, 
a video poker machine is programmed to calculate the 
expected value of each of the thirty-tWo possible discard 
strategies that a player may execute. After a player has 
selected a discard strategy, the machine adjusts the payouts 
until the expected value of the executed strategy is nearly 
equivalent to that of the optimum strategy. In this Way, the 
video poker game is able to provide payouts to players that 
are not effected by their skill or experience level. 

[0010] In addition to the games of video poker described 
above, other variations Which include Wild cards and jokers 
are also played, such as “Joker Poker,”“Deuces Wild,” and 
“Bonus Poker.” Further information on these and other 
video poker games, payout tables and calculations, and 
game strategies may be found in Paymar, D., “Video Poker 
Precision Play,” (published by EnhanceWare of Las Vegas, 
Nevada). 
[0011] Conventional electronic gaming devices con?g 
ured to play video poker have a number of disadvantages. 
Speci?cally, the number of players Who can execute perfect 
or near-perfect game strategies has increased dramatically. 
This can be attributed to an increase in the number of tutorial 
materials that teach such game strategies, Which materials 
have become readily available to players via the Internet, 
commercial softWare, and books. Further, competition 
among casinos to attract video poker players has resulted in 
video poker machines being programmed to pay out in 
excess of 100% (assuming perfect playing strategy), Which 
has provided additional incentive for players to learn game 
strategies from the tutorial materials. The foregoing has 
increased the aggregate amount of payouts to players and 
thus decreased pro?ts for the casinos. 

[0012] Additionally, players initially Were attracted to 
conventional video poker games because of the requirement 
for the players to use analytical thought and decision making 
during game play. HoWever, game strategies have not 
changed much since the introduction of video poker. Indeed, 
conventional video poker machines do not offer players a 
chance to execute more complex and non-conventional 
strategies in order to obtain higher payouts. Consequently, 
some players have become bored With, and thus lost interest 
in, conventional video poker games. 

[0013] In vieW of the above, there is a substantial need for 
an electronic gaming device such as a video poker machine, 
and method for operating the same, that enables casinos to 
increase revenue and, at the same time, is more interesting 
for players to play. 

SUMMARY OF THE INVENTION 

[0014] A?rst aspect of the present invention is directed to 
a method for directing a computing device to conduct a 
game of chance. According to the inventive method, the 
device displays a plurality of game indicia to a player. In one 
embodiment, the game indicia are cards from a standard 
deck of playing cards. The device receives a signal repre 
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senting a selection of game indicia by the player. The game 
indicia might be selected by the player using, for example, 
buttons or a touch screen device. The device determines a 
number of the selected game indicia based on the signal and 
determines a ranking for the game of chance based on the 
displayed game indicia. In a preferred embodiment, the 
game of chance is a video poker game With hand rankings 
such as “Full House” or “Straight.” The device further 
determines a payout based on the number and ranking. 

[0015] A second aspect of the present invention is directed 
to a method for operating a video poker gaming device. The 
device displays an initial hand of cards to a player. The 
device receives a signal representing a selection of discard 
cards and held cards and determines a number of cards to be 
draWn based on the signal. The device displays a draW card 
in place of each discard card such that the held cards and 
draW cards make up the ?nal hand of the player. The device 
determines a ranking of the ?nal hand and a payout. The 
payout is based on the ranking and the number of cards 
draWn. In another embodiment, the payout may further be 
based on an amount of money that the player has Wagered 
for the game. 

[0016] It is an advantage of the present invention that a 
player may execute more complex and non-conventional 
game strategies as compared to those executed With respect 
to prior art gaming devices, in order to attempt to obtain a 
higher payout or to maximiZe the long term payback of the 
hand. It is another advantage of the present invention that 
casinos may experience increased pro?ts because players are 
unlikely to execute perfect of near perfect game strategies 
due to the increased game complexity. The above advan 
tages and other objects features and advantages are readily 
apparent from the detailed description When taken in con 
nection With the accompanying draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] Representative embodiments of the present inven 
tion Will be described With reference to the folloWing 
?gures: 
[0018] FIG. 1 depicts a payout table that is used With 
conventional electronic video poker games; 

[0019] FIG. 2 is a block diagram of a video poker gaming 
device provided in accordance With the present invention; 

[0020] FIG. 3 depicts a table that is used in determining 
payouts in accordance With the present invention; 

[0021] FIG. 4 is a plan vieW of a video poker gaming 
device provided in accordance With the present invention; 
and 

[0022] FIG. 5 is a ?oWchart illustrating a method for 
operating a video poker gaming device in -accordance With 
the present invention. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0023] Reference is noW made to the accompanying Fig 
ures for the purpose of describing, in detail, the preferred 
embodiments of the present invention. The Figures and 
accompanying detailed description are provided as 
examples of the invention and are not intended to limit the 
scope of the claims appended hereto. 
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[0024] In accordance With the present invention there is 
provided an electronic gaming device and method for oper 
ating the same, illustrated by Way of a video poker gaming 
device. Referring noW to FIG. 2, there is shoWn a block 
diagram of a video poker gaming device 100, Which includes 
a central processing unit (CPU) 102 and a data storage 
device 104 in communication thereWith via line 104A. A 
player card tracking device 106, a random number generator 
108, a video display area 110, a clock 112, a hopper 
controller 114, a coin/bill acceptor 118, and a starting 
controller 120 are in communication With CPU 102 via lines 

106A, 108A, 110A, 112A, 114A, 118A, and 120A, respec 
tively. A hopper 116 is under control of hopper controller 
114 via line 116A. A player input panel 125 is in commu 
nication With CPU 102 via line 102A. 

[0025] Video poker gaming device 100 may comprise 
conventional components, With the exception of payout 
database 300 and program 500. For purposes of better 
illustrating the invention, the conventional components, 
Which are Well knoWn to those skilled in the art, are 
described only brie?y. Although the described embodiment 
of the present invention is described as implemented With 
physical hardWare components, the present invention con 
templates softWare embodiments such as Would be imple 
mented on the Internet and other computer communication 
netWorks. 

[0026] Still referring to FIG. 2, CPU 102 comprises a Well 
knoWn processing unit, for example, a Pentium® micropro 
cessor manufactured by Intel Corp. of Santa Clara, Calif. 
Data storage device 104 typically includes one or more 
machine readable media. Such media include an appropriate 
combination of semiconductor, magnetic and optical media. 
In addition to payout database 300 and program 500, data 
storage device 104 stores appropriate operating system and 
control softWare (not shoWn), each functional to facilitate 
operation of video poker gaming device 100 as Will be 
understood by those skilled in the art. 

[0027] Player card tracking device 106 comprises a player 
tracking interface including a card reader 130 for receiving 
a player tracking card, a display 132 for communicating 
alphanumeric messages to a player, and a keypad 134 for 
receiving player input such as a player identi?cation num 
ber/code. 
[0028] Random number generator 108 comprises a ran 
dom or pseudo-random number generator suitable for use in 
a gaming device. Clock 112 comprises a clock for providing 
timing signals to CPU 102. Hopper controller 114, and 
hopper 116 connected thereto, are operative under the con 
trol of CPU 102 to dispense and provide coins to a player. 
Coin/Bill acceptor 118 is operative to receive one or more 
coins or bills, and to transmit an appropriate value signal to 
CPU 102 indicating the monetary amount Wagered. 

[0029] Player input panel 125 includes a plurality of 
buttons 125A-125E and 127. In the video poker gaming 
device of the present embodiment, buttons 125A-125E each 
are labeled “hold.” Using buttons 125A-125E a player may 
select Which cards from an initial hand of cards he desires to 
hold, if any. Accordingly, cards Which a player does not 
desire to hold are to be discarded. Button 127 is labeled 
“deal” and is used to indicate When a player has completed 
selecting Which cards to hold. A signal indicating Which 
cards have been selected by a player is transmitted from 
player input panel 125 to CPU 102 via line 102A. 
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[0030] In an alternate embodiment, buttons 125A-125E 
are used to select the cards that the player Wants to discard, 
With the signal similarly transmitted to CPU 102 via line 
102A. Video display 110 preferably comprises a conven 
tional video display device, for example, a cathode ray tube 
or a liquid crystal display screen. Alternatively, video dis 
play 110 may comprise a touch sensitive screen capable of 
processing player selections through tactile input. Of course, 
in this alternative embodiment, buttons 125A-125E and 127 
are not required because they can be implemented using the 
touch sensitive screen. Starting controller 120 comprises a 
player-operated device such as a handle or button for initi 
ating play of a game. 

[0031] Gaming device 100 may include a conventional 
netWork interface (not shoWn) for communicating With a 
central netWork server thus alloWing for the remote moni 
toring and auditing of gaming device 100. 

[0032] Referring next to FIG. 3, payout database 300 is 
represented by a payout table that associates each of a 
plurality of ?nal hands (e.g., a “FULL HOUSE”) With a 
particular payout. The payouts stored in payout database 300 
are provided for each $1 Wagered. Unlike the prior art, in 
Which the association of a payout and a ?nal hand is based 
on the number of coins that a player Wagers and the ranking 
of the ?nal hand, the present invention determines a par 
ticular payout based on an additional factor (i.e., the number 
of cards that a player draWs to obtain the ?nal hand). 
Determining the payout in this manner alloWs players to 
execute more complex and non-conventional game strate 
gies in order to obtain higher payouts, as compared to those 
executed When playing conventional video poker games. 
This Will increase player interest in the inventive video 
poker gaming device and method. Also, because more 
complex game strategies are involved, the players are not 
easily able to execute perfect or near-perfect game strate 
gies. As a consequence, casinos Will experience a decrease 
in the aggregate amount of payouts and thus an increase in 
pro?ts. 
[0033] The roWs and columns of the payout database 300 
represent records and ?elds thereof, respectively. It is noted 
that While the folloWing description refers to speci?c indi 
vidual databases, formats, records, and ?elds, those skilled 
in the art Will readily appreciate that various modi?cations 
and substitutions may be made thereto Without departing 
from the spirit and scope of the present invention. 

[0034] For exemplary purposes, payout database 300 is 
shoWn to include seven ?elds 310-316. Field 310 stores data 
indicating a ranking of a ?nal hand that a player may obtain, 
given an initial hand of ?ve cards. Thus, in this embodiment, 
it is possible for a player to obtain a “ROYAL FLUSH, 
“STRAIGHT FLUSH,”“FOUR OF A KIND,”“FULL 
HOUSE,”“FLUSH,”“STRAIGHT,”“THREE OF A KIND, 
”“TWO PAIR,”“PAIR OF JACKS OR BETTER,” or 
“HIGH CARD/LOW PAIR.” Of course, other ?nal hands, 
such as those incorporating jokers, Wild cards, or speci?c 
card bonuses are deemed to be Within the scope of the 
present invention. 

[0035] Fields 311-316 store data indicating a payout for a 
?nal hand, Which payout is based on the ranking of the ?nal 
hand and on the number of cards that a player draWs to 
obtain the ?nal hand. Thus, ?eld 311 indicates a payout for 
a ?nal hand in Which a player has not draWn any cards—i.e., 
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the player stands With the initial hand. Similarly, ?elds 
312-316 indicate a payout for a ?nal hand in Which a player 
has draWn 1, 2, 3, 4, or 5 cards, respectively, to obtain the 
?nal hand. The payout may be adjusted to re?ect the number 
of coins Wagered by the player, With bonuses provided for 
maximum coin Wagers as is Well knoWn in the art. 

[0036] For example, record M stores data for a payout in 
Which the ?nal hand is “FOUR OF A KIND” (cell 310M). 
In this case, if a player has been dealt FOUR OF A KIND 
and chooses not to draW any cards, the payout Would be $50 
(cell 311M). Similarly, if a player has been dealt an initial 
hand and draWs 1, 2, 3, 4, or 5 cards to obtain FOUR OF A 
KIND, the payout Would be $20, $25, $25, $30, and $40 
(cells 312M-316M), respectively. 
[0037] To illustrate further, consider a player Who is dealt 
an initial hand comprising the Nine of hearts (9h), Nine of 
diamonds (9d), TWo of spades (2s), Six of hearts (6h), and 
Jack of hearts (Jh). In a conventional Jacks or Better video 
poker gaming device, a player Would (and should) normally 
elect to hold the pair of nines (9h-9d) and draW three cards. 
This strategy may be employed in an attempt to obtain a 
hand such as THREE OFAKIND or FOUR OFAKIND for 
a payout of $3 or $25, respectively, as illustrated by cells 
20G and 20C of FIG. 1. A player Would not usually draW 
tWo cards in an attempt to obtain a ?ush because such a play 
results in a loWer expected value. This is because the average 
return or expected value of holding the pair (9h-9d) is 
signi?cantly greater than the average return of holding the 
three hearts (9h-6h-Jh). While the average return of holding 
the pair is $0.82 for each dollar coin Wagered, holding the 
three hearts results in an average return of $0.43 for each 
dollar coin Wagered. The player is thus giving up almost 
forty cents per dollar coin Wagered every time that he draWs 
to the three hearts. 

[0038] In the video poker gaming device of the present 
invention, hoWever, a player is encouraged to draW tWo 
cards in an attempt to obtain a ?ush because he is tempted 
by the $7 payout (see cell 3130). The possibility of obtaining 
this higher payout, as compared to a $6 payout for a ?ush in 
a conventional video poker machine, Will serve to increase 
player interest in the game because the player is given an 
opportunity to execute more complex and non-conventional 
game strategies in order to obtain a higher payout, as 
compared to prior art electronic gaming devices. Players 
Who elect to hold the three hearts in the hopes of attaining 
the $7 payout, hoWever, are technically making a poor 
Wagering decision. 

[0039] While the expected value of holding the three 
hearts has increased from $0.43 to $0.47, the expected value 
of holding the pair of nines remains at $0.82 and is thus the 
superior decision. As one of ordinary skill in the art can 
appreciate, by increasing the payout for tWo card draWs to 
?ushes, players enjoy a Wider range of plays they may ?nd 
acceptable. By changing the payout table, plays that Were 
once too speculative (e.g. three card straight ?ush draWs) 
may noW fall Within an acceptable range of average return 
for those players looking for the excitement of larger, less 
frequent payouts. By convincing a player to make a loWer 
expected value play, the casino’s advantage is increased. 

[0040] The pro?tability derived from the inventive video 
poker gaming device is directly related to the values stored 
in payout ?elds 311-316, although player skill levels Will 
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also have an impact on pro?tability. In addition to basing a 
payout on the number of cards draWn to obtain a ?nal hand, 
it is preferred that the payout values be set so that perfect 
play results in a small advantage for the casino and average 
play results in a reasonable payout to a player. Thus, in 
described embodiments, the payout is set to generally 
increase as the number of cards draWn increases from one to 
?ve. For example, record K stores data for a ?nal hand that 
is a ROYAL FLUSH (cell 310K). In this case, it is seen that 
the payout for obtaining the ROYAL FLUSH is $500, $600, 
$1000, $2000, and $5000 for draWing 1, 2, 3, 4, and 5 cards, 
respectively (cells 312K-316K). Similarly, record Q stores 
data for a ?nal hand that is a THREE OF A KIND (cell 
310Q). It is seen that the payout for obtaining this ?nal hand 
generally increases as the number of draW cards increases, 
paying $3, $3, $4, $5, and $7 for draWing 1, 2, 3, 4, and 5 
cards (cells 312Q-316Q), respectively. Of course, the fore 
going payouts have been described for exemplary purposes. 
Accordingly, the payout values stored in the ?elds 311-316 
may be set as desired. Referring noW to FIG. 4, a plan vieW 
is shoWn of gaming device 100 of the present invention 
Which, for purposes of discussion, is generally divided into 
four sections: an upper panel 405, a display panel 410, an 
interface panel 415, and a loWer panel 420. 

[0041] Upper panel 405 includes a diagram depicting a 
payout table for the gaming device. The values should 
correspond to the payouts stored in payout database 300 and 
may be printed on glass With a back lighting scheme for 
maximum player visibility. 

[0042] Display panel 410 contains video display area 110, 
Which displays a player’s cards. Interface panel 415 includes 
starting controller 120, player tracking device 106 (includ 
ing card reader 130, display 132, and keypad 134), and 
coin/bill acceptor 118. LoWer panel 420 includes promo 
tional messages Which may serve to attract players to the 
game or to provide rules/instructions concerning operation 
of the game, and a coin tray 425. 

[0043] Referring again to FIG. 2, data storage device 104 
also includes program 500. Program 500 comprises com 
puter instructions and/or data, executable or otherWise, for 
executing the functionality of the present invention. FIG. 5 
depicts game play process 501 that may be embodied by 
such a program 500 for operating a video poker gaming 
device in accordance With the present invention. 

[0044] At step 505, the video poker gaming device 100 
receives payment from a player. In the described embodi 
ment, the player inserts bills or coins into bill/coin acceptor 
118. The appropriate signals are communicated to CPU 102 
via line 118A to indicate a monetary amount that is being 
Wagered. 

[0045] At step 510, CPU 102 validates the payment 
received at step 505 and ensures that the payment received 
is greater than or equal to a minimum acceptable amount. 

[0046] At step 515, the video poker gaming device 100 
receives a game initiation signal from a player. Thus, When 
a player activates starting controller 120, such as by depress 
ing a button labeled “START” or pulling a lever (not shoWn), 
an appropriate game initiation signal is communicated to 
CPU 102 via line 120A. 

[0047] Processing continues at step 520 Where CPU 102 
receives a random number from random number generator 
108 via line 108A. As is Well knoWn, the random number 
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acts as a seed from Which a player Will be dealt an initial 
hand of cards from a standard deck of ?fty-tWo playing 
cards. 

[0048] At step 525, CPU 102 displays an initial hand of 
cards to a player. In this embodiment, CPU 102 generates a 
plurality of cards (e.g., 10) using the random number 
received at step 520. The initial hand, in the form of certain 
of the plurality of cards, is displayed to a player via video 
display area 110. 

[0049] At step 530, CPU 102 receives a signal indicating 
Which cards have been selected by a player. In this video 
poker embodiment, the selected cards indicate those Which 
a player has decided to hold and therefor also indicates those 
Which the player has discarded. A player may select the 
cards by depressing one or more of the hold buttons 125A 
125E. A signal indicating Which cards a player has decided 
to hold is communicated to CPU 102 via line 102A after deal 
button 127 is depressed. 

[0050] At step 535, CPU 102 determines the number of 
cards that a player has decided to draW. This is done by 
subtracting the number of cards that a player has decided to 
hold, as indicated by the signal received at step 530, from the 
number of cards in the initial hand of cards. 

[0051] For each card that a player has decided to discard, 
CPU 102 displays on video display area 110 an additional 
draW card in place thereof at step 540. The draW cards are 
chosen by CPU 102 from the remaining ?ve cards that Were 
selected at step 525. The cards that a player has decided to 
hold from the initial hand dealt at step 525 and the additional 
draW cards make up the ?nal hand of the player for Which 
a ranking and payout Will be determined. 

[0052] At step 545, CPU 102 determines a payout to a 
player based on the number of cards that a player has 
decided to draW, as determined at step 535. In this embodi 
ment, CPU 102 determines the ranking of the ?nal hand (i.e., 
Which of the ?nal hands 310K-310T a player has obtained), 
and accesses the record in payout database 300 that corre 
sponds to that ranking. CPU 102 reads the payout value from 
the ?eld 310-316 of the accessed record that corresponds to 
the number of cards that a player has draWn. The payout 
value may of course be adjusted to re?ect the number of 
coins Wagered by the player. 

[0053] At step 550, CPU 102 causes the payout deter 
mined at step 545 to be provided to the player. In this 
embodiment, hopper 116 dispenses a coin payout (or play 
credits) to the player under the control of hopper controller 
114, Which is under control of CPU 102. Processing then 
may return to step 515 so that a player may play another 
game. 

[0054] While the foregoing embodiments have been 
described With reference to a video poker gaming device, it 
is contemplated that other electronic gaming devices and 
methods of operating the same may be used in according 
With the teachings of this disclosure. 

[0055] In vieW of the foregoing, an electronic gaming 
device and method for operating the same has been 
described in Which a payout is determined based on the 
number of cards that a player draWs to obtain a ?nal hand. 
This is neither taught nor suggested in the prior art Which 
simply determines a payout based on the ranking of the ?nal 
hand and a number of coins that a player Wagers. Deter 
mining the payout in this manner Will make the game more 
interesting for players because they Will be given the oppor 
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tunity to execute a variety of complex and non-conventional 
games strategies and also Will enable casinos to increase 
pro?ts because the players Will not be able to readily play 
perfect or near-perfect due to the increased complexity. 

[0056] Although the particular embodiments shoWn and 
described above Will prove to be useful in many applications 
relating to the arts to Which the present invention pertains, 
further modi?cations of the present invention herein dis 
closed Will occur to persons skilled in the art. 

What is claimed is: 
1. Amethod for directing a computing device to conduct 

a game of chance, comprising the steps of: 

displaying a plurality of game indicia to a player; 

receiving a signal representing a selection of game indicia 
by the player; 

determining a number of the selected game indicia based 
on the signal; 

determining a ranking for the game of chance based on the 
displayed game indicia; and 

determining a payout based on the number and the 
ranking. 

2. The method of claim 1, Wherein each of the plurality of 
game indicia comprise a card from a standard deck of 
playing cards. 

3. The method of claim 1, Wherein the number is betWeen 
Zero and ?ve, inclusive. 

4. The method of claim 1, further comprising the step of 
displaying at least one additional game indicia to the player 
in response to the signal. 

5. The method of claim 1, Wherein the step of determining 
the payout comprises the step of accessing a database based 
on the number and the ranking. 

6. The method of claim 1, further comprising the step of 
providing the payout to the player. 

7. An electronic gaming device, comprising: 

a memory storing game indicia; and 

a processor in communication With the memory, Wherein 
the processor is operative to access the memory and 
display a plurality of game indicia to a player, receive 
a signal representing a selection of game indicia by the 
player, determine a number of the selected game indicia 
based on the signal, determine a ranking for the game 
of chance based on the displayed game indicia, and 
determine a payout based on the number and the 
ranking. 

8. The device of claim 7, Wherein each of the plurality of 
game indicia comprise a card from a standard deck of 
playing cards. 

9. The device of claim 7, Wherein the number is betWeen 
Zero and ?ve, inclusive. 

10. The device of claim 7, Wherein the processor is further 
operative to display at least one additional game indicia to 
the player in response to the signal. 

11. The device of claim 7, Wherein the memory further 
stores the payout for the number and ranking and Wherein 
the processor is further operative to access the memory 
based on the number and the ranking to determine the 
payout. 

12. The device of claim 11, Wherein the processor is 
further operative to provide the payout to the player. 
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13. A method for operating a video poker gaming device, 
comprising the steps of: 

displaying an initial hand of cards to a player; 

receiving a signal representing a selection of discard cards 
and held cards; 

determining a number of cards draWn based on the signal; 

displaying a draW card in place of each discard card, such 
that the held cards and the draW cards comprise the ?nal 
hand of the player; 

determining a ranking of the ?nal hand; and 

determining a payout, the payout being based on the 
ranking and the number of cards draWn. 

14. The method of claim 13, Wherein the initial hand 
comprises ?ve cards. 

15. The method of claim 14, Wherein the number of cards 
draWn is betWeen Zero and ?ve, inclusive. 

16. The method of claim 15, Wherein the step of deter 
mining the payout comprises accessing a database based on 
the ranking of the ?nal hand and the number of cards draWn 

17. The method of claim 16, further comprising the step 
of receiving a monetary amount to be Wagered for a game 
from the player; and Wherein the payout is further based on 
the monetary amount. 

18. The method of claim 17, further comprising the step 
of dispensing the payout to the player. 

19. A video poker gaming device, comprising: 

a memory storing data representing a deck of playing 
cards; 

a processor in communication With the memory, Wherein 
the processor is operative to access the memory and 
display an initial hand of cards to a player, receive a 
signal from the player representing a selection of 
discard cards and held cards, determine a number of 
cards draWn based on the signal, display a draW card in 
place of each discard card, such that the held cards and 
the draW cards comprise the ?nal hand of the player, 
determine a ranking of the ?nal hand, and determine a 
payout based on the ranking and the number of cards 
draWn. 

20. The device of claim 19, Wherein the initial hand 
comprises ?ve cards. 

21. The device of claim 20, Wherein the number of cards 
draWn is betWeen Zero and ?ve, inclusive. 

22. The device of claim 21, Wherein the processor is 
further operative to dispense the payout to the player. 

23. Amachine readable media for operating a video poker 
gaming device, comprising: 

a data segment including data representing a deck of 
playing cards; 

a code segment for displaying an initial hand of cards to 
a player, determining a number of cards draWn based on 
a signal representing a selection of discard cards and 
held cards, displaying a draW card in place of each 
discard card, such that the held cards and the draW 
cards comprise the ?nal hand of the player, determining 
a ranking of the ?nal hand, and determining a payout 
based on the ranking and the number of cards draWn. 

* * * * * 


