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METHOD AND APPARATUS FOR ALTERNATE 
DISPLAY INFORMATION 

RELATED APPLICATIONS 

[0001] This application claims priority to commonly 
oWned, co-pending US. Provisional Patent Application Ser. 
No. 60/451,531, ?led Mar. 3, 2003, entitled “METHOD 
AND APPARATUS FOR ALTERNATE DISPLAY INFOR 
MATION,” the entire content of Which is incorporated 
herein by reference for all purposes. 

FIELD OF THE INVENTION 

[0002] The present invention relates to gaming and gam 
ing devices. More speci?cally, the present invention relates 
to displaying information related to the use of gaming 
devices. 

BACKGROUND OF THE INVENTION 

[0003] Gaming devices (e.g., reeled slot machines, video 
poker machines, etc.) generate more than $15 billion per 
year in revenue for casinos in the United States alone. This 
revenue accounts for more than half of the total gaming 
revenue for a typical United States casino. The situation is 
similar in other countries and regions in Which gaming 
devices are popular, such as Europe and Australia. Accord 
ingly, casino operators are interested in providing the most 
popular games to increase the enjoyment of playing in order 
to maintain or increase levels of revenue. 

[0004] Gaming devices With multiple paylines have 
become more popular in recent years. Most commonly 
implemented in ?ve reel slot machines, multiple paylines 
alloW players to place multiple bets on multiple paylines 
having multiple chances to Win on each play of the game. 
This type of game has become popular at least in part due to 
the fact that there is a greater likelihood of one of the many 
paylines Winning than games that are played With only a 
single payline. While playing multiple paylines may require 
placing a bet for each payline and a Winning outcome on one 
of the paylines may not be greater than the amount Wagered 
to play multiple paylines, the thrill of Winning is experienced 
more often leading to a more popular game. 

[0005] While games With multiple paylines are popular, 
they also can be confusing as they may have non-traditional 
(e.g., non-horiZontal, non-linear, and/or diagonal) paylines. 
Acommon payline on a ?ve-reel slot machine is a V shaped 
payline or an inverted-V payline. FIG. 1 illustrates an 
example of a ?ve-reel slot machine 100 With nine different 
paylines 102. Considering the popularity of gaming among 
the older population, the complexity of such games and 
paylines may be a deterrent to playing. In order to combat 
this complexity, some machines may highlight Winning 
paylines on the primary display by, for example, lighting up 
the Winning payline, but this may be inadequate. In addition 
the games and machines are limited to the types of paylines 
and pay tables that can be easily explained and interpreted 
on the primary display screen of the gaming machine. A 
Wide variety of changes and variations could be applied to 
games if there Was some Way that the players of the game 
could better understand the game outcomes. For example, 
more complicated pay tables could be implemented if there 
Was some indication that players Would be able to under 
stand the payouts. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

[0006] FIG. 1 is an illustration of a prior art ?ve reel slot 
machine With multiple paylines. 

[0007] FIG. 2 is an illustration of an example gaming 
device according to some embodiments of the present inven 
tion. 

[0008] FIG. 3 is a block diagram illustrating an example 
gaming device according to some embodiments of the 
present invention. 

[0009] FIG. 4 is a block diagram illustrating an example 
gaming device according to some other embodiments of the 
present invention. 

[0010] FIG. 5 is a table illustrating an example data 
structure of a pay table database for use in some embodi 
ments of the present invention. FIGS. 6A through 6C are 
illustrations of primary and alternate gaming device displays 
during a spin at three different points in time according to 
some embodiments of the present invention. 

[0011] FIG. 7 is an illustration of a primary and alternate 
gaming device display according to other embodiments of 
the present invention. 

[0012] FIG. 8 is an illustration of a slot machine according 
to some embodiments of the present invention. 

DETAILED DESCRIPTION OF EMBODIMENTS 
OF THE INVENTION 

[0013] The present invention overcomes the above and 
other draWbacks of the prior art by providing an alternate 
display in conjunction With the gaming devices’ primary 
display. The alternate display may provide information such 
as game outcomes reformatted or otherWise modi?ed for 
improved clarity. The invention is especially useful With 
gaming machines for Which the game outcome is complex, 
e.g., machines that utiliZe multiple paylines and/or complex 
pay tables. 

[0014] The present invention helps to clarify the game 
outcomes of more complicated gaming machines. By sim 
plifying information provided to players, the present inven 
tion alloWs complex gaming devices to be more accessible 
and thus, more popular With a broader range of players. In 
addition, the present invention expands the possibility of 
acceptance and popularity of games that have more com 
plicated game outcomes than existing gaming devices. Thus, 
the present invention may be used to expand the variety of 
games and outcomes available to the player. 

[0015] With these and other advantages and features of the 
invention that Will become hereinafter apparent, the nature 
of the invention may be more clearly understood by refer 
ence to the folloWing detailed description of the invention, 
the appended claims and the several draWings included 
herein. 

[0016] In the folloWing description, reference is made to 
the accompanying draWings that form a part hereof, and in 
Which is shoWn, by Way of illustration, speci?c embodi 
ments in Which the invention may be practiced. These 
embodiments are described in sufficient detail to enable 
those skilled in the art to practice the invention, and it is to 
be understood that other embodiments may be utiliZed and 
that structural, logical, softWare, hardWare, and electrical 
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changes may be made Without departing from the scope of 
the present invention. The following description is, there 
fore, not to be taken in a limited sense, and the scope of the 
present invention is de?ned by the appended claims. 

[0017] A. Terms 

[0018] Throughout the description that folloWs and unless 
otherWise speci?ed, the folloWing terms may include and/or 
encompass the example meanings provided in this section. 
These terms and illustrative example meanings are provided 
to clarify the language selected to describe embodiments of 
the invention both in the speci?cation and in the appended 
claims. 

[0019] The term “reel position” may refer to a location on 
a slot machine reel Wherein a symbol is indicated. Note that 
only a portion of all the reel positions are typically visible on 
a traditional slot machine. Some conventional slot machines, 
for example, have tWenty-tWo reel positions per reel With 
only three reel positions per reel visible at any given time. 
In such a tWenty-tWo position reel, the symbol on each reel 
position is static and does not change from one handle pull 
to the next. In the present disclosure, the visible reel posi 
tions of a given reel With only three visible reel positions 
may be referred to as the top, middle, and bottom positions. 
Note that in video slot machines, a “virtual” reel may have 
any number of symbols, reel positions, and/or any number of 
visible reel positions. 

[0020] The term “symbol” may refer to an image or other 
marking that appears on a reel in a given reel position. 
Typically each reel position includes at least one symbol. 
Traditional symbols include “BAR,”“CHERR\C’“LEMON, 
”“7,” and “ORANGE,” but any distinct image may be used 
such as a player’s image, a game character, or a Monopoly® 
game piece. 

[0021] The term “payline” may refer to a set or concat 
enation of reel positions that together de?ne the location of 
at least one complete outcome upon a spin resolution of a 
slot machine. Typically, a payline identi?es one reel position 
per reel and together, the identi?ed reel positions are con 
nected together by lines draWn betWeen each of the identi 
?ed reel positions. Note that conventional paylines Were 
straight, horiZontal lines and in a slot machine With three 
visible reel positions per reel, there Were typically only one, 
tWo, or three horiZontal paylines available upon Which to 
place a Wager. Slot machines With more complex paylines 
Were later introduced. Among others, these more complex 
paylines included diagonal lines, V-shaped paylines, and 
inverted V-shaped paylines. Note that in such slot machines, 
each visible reel position may be part of more than one 
payline. Also note that in video slot machines, paylines may 
include more than one reel position per reel since the 
symbols displayed on a virtual reel may be dynamically 
changed With each handle pull or even With each simulated 
revolution of the virtual reel. Thus, it is possible to have a 
vertical payline in a video slot machine. Note that the 
present invention also contemplates paylines that are not 
lines at all and include reel positions that are not adjacent to 
each other. Thus, the term payline as used herein may refer 
to a discontinuous collection of reel positions. Note further 
that When a payline shares at least one reel position With 
another payline, the tWo paylines are said to overlap or have 
one or more reel positions in common. When tWo paylines 
intersect in any manner, they are said to cross. Thus, the term 
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“cross” refers to paylines that have one or more reel posi 
tions in common and to paylines that merely intersect 
Without overlapping at all. For example, referring to the slot 
machine depicted in FIG. 1, the paylines labeled 4 and 7 
cross Without sharing any reel positions and the paylines 
labeled 1 and 4 cross because they share the top visible reel 
position on the ?rst reel and the top visible reel position on 
the ?fth reel. 

[0022] The term “basic game” may refer to play resulting 
from the spinning of standard physical or graphical slot 
reels, the dealing of physical or electronic cards, or other 
game outcomes. The outcome of a basic game might be 
CHERRY-CHERRY-BAR, 4 hits on a 7-spot keno ticket, or 
the hand Ks (king of spades), Qd (queen of diamonds), 4h 
(four of hearts), 2s (tWo of spades), 6s (six of spades) in 
video poker. 

[0023] The term “bonus game” may refer to a secondary 
game separate from and/or related to the basic game in 
Which the player typically does not have to Wager any 
additional coins and has the possibility of Winning a rela 
tively large number of coins. 

[0024] The terms “controller” and “computer” shall be 
synonymous and may refer to an electronic device (e.g., a 
personal computer) that communicates With one or more 
gaming devices. In a manner Well knoWn in the art, a 
controller may function as a computer server and may 
control the actions of gaming devices. Acontroller may also 
contain databases to record statistics such as coin-in, coin 
out, jackpot information, theoretical Wins, etc. 

[0025] The term “game” may refer to a gambling event 
With a beginning and end that may encompass a number of 
spins, handle pulls, or span of time. The end of the game 
may be determined voluntarily (in Which the player elects to 
stop play) or involuntarily (in Which the gaming device 
terminates play). 

[0026] The term “game character” may refer to a charac 
ter, Which may be a cartoon and/or digitally generated, 
Which is involved in the game playing experience. The 
character may entertain the player, explain payouts, try to 
steal objects from the player, try to defend objects held by 
the player, and the like. The character could be a life-like 
animation of a television character, or even just the audio 
associated With a Well-knoWn character. 

[0027] The terms “gaming device” and “gaming machine” 
shall be synonymous and may refer to any electrical, 
mechanical, or electromechanical device that, in a manner 
Well knoWn in the art, accepts Wagers, steps through a 
process to determine an outcome, and pays Winnings based 
on the outcome. The outcome may be randomly generated, 
as With a slot machine; may be generated through a com 
bination of randomness and player skill, as With video poker; 
or may be generated entirely through player skill. Gaming 
devices may include slot machines (both video and mechani 
cal reels), video poker machines, video blackjack machines, 
video roulette machines, video keno machines, video bingo 
machines, pachinko machines, video lottery terminals, hand 
held gaming devices, and the like. 

[0028] The terms “handle pull” and “spin” shall be syn 
onymous and may refer to a single play at a gaming device 
Whether or not a handle is involved in the play and Whether 
or not a handle is even included in the gaming device. The 
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meaning is intended to be ?exible in that a single handle pull 
might constitute a single complete game, or a single Wager. 
For example, a handle pull might represent a single spin of 
the reels or a series of spins Which culminate in a ?nal 
aggregate outcome. In a video poker embodiment, handle 
pulls may result in a ?rst and second hands, both in the same 
game. 

[0029] The term “outcome” may refer to a result of 
gaming event or portion thereof, such as CHERRY 
CHERRY-CHERRY-CHERRY-CHERRY in a multiple pay 
line slot machine game, a push in blackjack, a ?ush in video 
poker, the completion of a puZZle, the attainment of a goal, 
etc. Different types of gaming devices may have Widely 
varying types of outcomes. Several are described in detail 
herein and still others Will be apparent to those of skill in the 
art based on the present disclosure. 

[0030] The term “payout” may refer to a priZe, reWard, 
Winnings, or bonus associated With a certain outcome. 

[0031] The term “peripheral device” and “player device” 
shall be synonymous and may refer to a device that may 
operatively connect to a gaming device that is con?gured to 
assist in the operation of game-related functions. In some 
embodiments peripheral devices may be located near players 
at a table game or carried by players playing a gaming 
device. In some embodiments, a player device may provide 
the player With an alternate display. 

[0032] The term “player tracking card” may refer to a 
casino issued plastic or paper card (resembling a frequent 
shopper card) given to players as a Way of identifying the 
player at a slot machine or table game. As is Well knoWn in 
the art, such cards typically have encoded thereon (in 
machine-readable and/or human readable form) a player 
identi?er (e. g., a siX digit number) Which uniquely identi?es 
the player (e.g., because the number is associated With a 
record in a database that includes corresponding player 
information). At a slot machine, the player inserts the card 
into a reader device and the player identi?er is read from the 
card, most often magnetically. From the player identi?er 
Which the reader device reads, the corresponding player 
information may in turn be read from the database, typically 
via a netWork connection betWeen the reader device and a 
device hosting the database. 

[0033] The term “prepaid session” may refer to a quantity 
of time or handle pulls that are paid for in advance. Once a 
session is prepaid, the player does not need to supply any 
additional funds until the session has been completed. A 
prepaid session may alloW the player to complete many 
games during the session. 

[0034] The terms “primary game screen, primary dis 
play” and “main display” shall be synonymous and may 
refer to a screen used to display game information such as 
a video representation of one or more spinning reels. Note 
that a main display on a mechanical reel slot machine may 
comprise a physical WindoW that alloWs a player to see the 
mechanical reels or portions thereof (i.e. visible reel posi 
tions). Thus, in some embodiments, a display may not 
include a screen or other electronic display. 

[0035] The term “secondary game screen” may refer to a 
screen used to display secondary game information such as 
the animation and graphics associated With a bonus round. 
A secondary game screen may be distinct from an alternate 
display. 
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[0036] The term “alternate display” may refer to a display 
other than the main display and/or a secondary game screen, 
Wherein the information on the main display is presented to 
the player in a simpli?ed, reformatted, and/or other form. An 
alternate display may include additional information such as 
a representation of Which outcomes of Which paylines paid 
out and/or upon Which paylines the player placed a Wager. 
Note that an alternate display may be presented to a player 
using the same physical device as the primary display or the 
secondary game screen. In other Words, an alternate display 
may be in the form of, for eXample, a graphical user 
interface (GUI) WindoW on the main display. Additionally, 
an alternate display may include a printout on a paper 
substrate, such as a cashless gaming ticket/receipt, or a 
display on the screen of a PDA. 

[0037] B. System 

[0038] Turning to FIG. 2, a gaming device 200 includes a 
processor (not shoWn) (including a mechanism to generate 
outcomes) and a primary display 202 to shoW those out 
comes, as Well as a mechanism for receiving and dispensing 
currency. In accordance With one or more embodiments, a 
gaming device 200 also includes an alternate display 204 
Which may also be controlled by the processor. As With the 
main display 202, the alternate display 204 may be one of a 
variety of types of displays including cathode-ray tube, 
LCD, plasma display, etc. In normal operation a game is 
started (e.g., by depositing a token and pressing a button), a 
game outcome is generated, displayed on the primary dis 
play 202 (e.g., the reels stop in a certain position), and then 
if the game outcome is a Winning outcome, a payout is 
dispensed. 

[0039] The present invention presents the game outcome 
information (Which may be in addition to the display of the 
outcome on the primary display 202) on an alternate display 
204 (Which may be larger, smaller or the same siZe as the 
primary display) With information displayed as to be clearer 
and easier to understand than the game outcome information 
displayed on the primary display. 

[0040] Without the alternate display 204, the paylines and 
the pay tables may cause confusion and could be made easier 
to read and understand. Confusion may occur due to the 
different paylines Which may be non-linear (e.g., V-shaped) 
and may overlap, cross, and/or share reel positions. Pay 
tables may have payouts that depend upon the orientation or 
order of certain symbols (e.g., the ?rst three symbols, not 
just any three symbols in a roW, have to be cherries to Win). 
The primary displays 202 may be designed to be attractive 
and ?ashy, but may not be designed for clarity. The alternate 
display 204 may be able to correct some of these issues and 
provide a less complicated vieW of the game outcome. 

[0041] Some complications that may be present in the 
information presented on the primary display 202 include 
distortion (some symbols could be larger than others), angle 
(symbols on a slot machine reel may be curved and also not 
perpendicular to the player and may be susceptible to glare), 
colors that are dif?cult to differentiate (especially for various 
types of color blindness). 

[0042] The game outcome information displayed on the 
alternate display 204 may be received from the processor 
and may be displayed in a variety of different fashions. The 
changes may include variations in color (e.g., easier to read 
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colors), contrast, brightness, size (e.g., magni?ed), shape 
(e.g., modi?ed fruit symbols, letters or numbers), grouping 
(e.g., representations of Winning paylines may be displayed 
together, paylines upon Which the player actually Wagered 
may be grouped), order (e.g., left to right in alphabetical or 
probability order), arrangement (e.g., in a horiZontal line 
rather than along a non-linear payline), and/or orientation 
(eg in a vertical list or a compact rectangle). The alternate 
display 204 may highlight particular symbols or roWs in a 
variety of methods (e.g., making them blink, highlighting 
them With color, surrounding the symbols With color, only 
displaying Winning outcomes) and the game outcome may 
be revealed at different speeds or times than the game (e.g., 
display may be updated in real time as each reel stops 
spinning, outcome may be displayed all at once When the 
last reel stops spinning, etc.). 

[0043] The present invention may include an alternate 
display controller Which receives the game outcome from 
the processor and then determines the appropriate alternate 
manner in Which to display the outcome, possibly based on 
player speci?ed preferences. An alternate display controller 
may include a player device. As Will be discussed beloW 
With reference to FIG. 4, an advantage of the present 
invention is that the alternate display may not only be 
included as a part of neW gaming machine construction, but 
may also be retro?tted to eXisting games. By combining the 
alternate display With a processor, a gaming device (or 
game) Without an alternate display may have an alternate 
display added if the alternate display controller can gain 
access to the outcomes from the original gaming device (or 
game). Such access may be gained via a communications 
port or other netWork interface Within the original gaming 
device, or via data entry by a dealer at a table game. 

[0044] The present invention can be con?gured to Work in 
a netWork environment including a computer (e.g., a slot 
server of a casino) that is in communication, via a commu 
nications netWork, With one or more gaming devices 200 
(e.g., slot machines, video poker machines). The computer 
may communicate With the gaming devices 200 directly or 
indirectly, via a Wired or Wireless medium such as the 
Internet, LAN, WAN or Ethernet, Token Ring, or via any 
appropriate communications means or combination of com 
munications means. Each of the gaming devices 200 may 
comprise computers, such as those based on the Intel® 
Pentium® processor, that are adapted to communicate With 
the computer. Any number and type of devices may be in 
communication With the computer. 

[0045] Communication betWeen the devices 200 and the 
computer, and among the devices 200, may be direct or 
indirect, such as over the Internet through a Web site 
maintained by computer on a remote server or over an 

on-line data netWork including commercial on-line service 
providers, bulletin board systems and the like. In yet other 
embodiments, the devices 200 may communicate With one 
another and/or the computer over RF, cable TV, satellite 
links and the like. 

[0046] Some, but not all, possible communication net 
Works that may comprise the netWork or be otherWise part 
of the system include: a local area netWork (LAN), a Wide 
area netWork (WAN), the Internet, a telephone line, a cable 
line, a radio channel, an optical communications line, and a 
satellite communications link. Possible communications 

Dec. 23, 2004 

protocols that may be part of the system include: Ethernet 
(or IEEE 802.3), SAP, ATP, BluetootTM, and TCP/IP. Com 
munication may be encrypted to ensure privacy and prevent 
fraud in any of a variety of Ways Well knoWn in the art. 

[0047] Those skilled in the art Will understand that devices 
in communication With each other need not be continually 
transmitting to each other. On the contrary, such devices 
need only transmit to each other as necessary, and may 
actually refrain from exchanging data most of the time. For 
eXample, a device in communication With another device via 
the Internet may not transmit data to the other device for 
Weeks at a time. 

[0048] In some embodiments, a server computer may not 
be necessary and/or preferred. For eXample, the present 
invention may, in one or more embodiments, be practiced on 
a stand-alone gaming device 200 and/or a gaming device 
200 in communication only With one or more other gaming 
devices 200 (i.e. With a computer server). In such embodi 
ments, any functions described as performed by the com 
puter or data described herein as being stored on the com 
puter may instead be performed by or stored on one or more 
gaming devices 200. 

[0049] An alternative system according to some embodi 
ments of the present invention includes a computer (e.g., a 
slot server of a casino) that is in communication, via a 
communications netWork, With one or more gaming devices 
200 (e.g., slot machines, video poker machines) and one or 
more peripheral devices. Aperipheral device may, in turn, be 
in communication With a peripheral device server and, in 
some embodiments, With the computer. In some embodi 
ments the peripheral device server may be in communication 
With one or more gaming devices 200 and/or the computer. 

[0050] Each of the devices of the system may comprise 
computers, such as those based on the Intel® Pentium® 
processor, that are adapted to communicate With the com 
puter. Further, each of the devices may comprise a gaming 
device 200 such as a mechanical or electronic slot machine, 
a video poker machine, a video blackjack machine, a video 
keno machine, a pachinko machine, a video roulette 
machine, and/or a lottery terminal. Further yet, each of the 
devices may comprise an external or internal module asso 
ciated With one or more of the gaming devices 200 that is 
capable of communicating With one or more of the gaming 
devices 200 and of directing the one or more gaming devices 
200 to perform one or more functions. Any number of 
devices may be in communication With the computer. Any 
number and type of peripheral devices may be in commu 
nication With a gaming device 200, peripheral device server 
and the computer. 

[0051] Communication betWeen the devices may be direct 
or indirect, such as over the Internet through a Web site 
maintained by the computer on a remote server or over an 
on-line data netWork including commercial on-line service 
providers, bulletin board systems and the like. In yet other 
embodiments, any and all of the devices of the system (i.e., 
the gaming devices 200, the server computer, peripheral 
devices, and the peripheral device server) may communicate 
With one another over RF, cable TV, satellite links and the 
like. 

[0052] Some, but not all, possible communication net 
Works that may comprise the netWork or otherWise be part 
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of the system include: a local area network (LAN), a Wide 
area network (WAN), the Internet, a telephone line, a cable 
line, a radio channel, an optical communications line, a 
satellite communications link. Possible communications 
protocols that may be part of the system include: Ethernet 
(or IEEE 802.3), SAP, ATP, BluetoothTM, and TCP/IP. Com 
munication may be encrypted to ensure privacy and prevent 
fraud in any of a variety of Ways Well knoWn in the art. 

[0053] In some embodiments, the computer may not be 
necessary and/or preferred. For example, the present inven 
tion may, in one or more embodiments, be practiced on a 
stand-alone gaming device 200, one or more gaming devices 
200 in communication With one or more peripheral devices, 
one or more gaming devices 200 in communication With a 
peripheral device server, one or more peripheral devices in 
communication With a peripheral device server, and/or a 
gaming device 200 in communication only With one or more 
other gaming devices 200. In such embodiments, any func 
tions described as performed by the computer or data 
described as being stored in a memory of the computer may 
instead be performed by or stored on one or more gaming 
devices 200 one or more peripheral devices, and/or periph 
eral device server. 

[0054] Similarly, a peripheral device server may not be 
desired and/or needed in some embodiments of the present 
invention. In embodiments that do not involve a peripheral 
device server, any or all of the functions described herein as 
being performed by a peripheral device server may instead 
be performed by another server computer, the computer, one 
or more gaming devices 200, one or more peripheral 
devices, or a combination thereof. Similarly, in embodi 
ments that do not involve a peripheral device server any data 
described herein as being stored in a memory of a peripheral 
device server may instead be stored in a memory of another 
server computer, the computer, one or more gaming devices 
200, one or more peripheral devices, or a combination 
thereof. 

[0055] Any or all of the gaming devices 200 may, respec 
tively, include or be in communication With a peripheral 
device. A peripheral device may be a device that receives 
information from (and/or transmits information to) one or 
more gaming devices. For example, a peripheral device may 
be operable to receive information about outcomes gener 
ated by a gaming device 200. 

[0056] In one or more embodiments, one or more such 
peripheral devices may be in communication With a periph 
eral device server. This alloWs the peripheral device server 
to receive information regarding a plurality of games being 
played on a plurality of gaming devices 200. The peripheral 
device server, in turn, may be in communication With the 
computer. It should be understood that any functions 
described herein as performed by a peripheral device may 
also or instead be performed by the peripheral device server. 
Similarly, any data described herein as being stored on or 
accessed by a peripheral device may also or instead be stored 
on or accessed by the peripheral device server. 

[0057] A peripheral device may be operable to access a 
database (e.g., of a peripheral device server) to provide 
bene?ts (e.g., cashless gaming receipts) based on, for 
example, an actual outcome of a game. 

[0058] The peripheral device server may also monitor 
player gambling history over time by associating gambling 
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behavior With player identi?ers, such as player tracking card 
numbers. For example, information about the player 
obtained or accessed by a peripheral device server may be 
analyZed, e.g., to identify those players that a particular 
gaming machine oWner, operator, or manufacturer ?nds 
most desirable. Based upon desired objectives, the periph 
eral device server may direct the appropriate peripheral 
device to present outcome information in a customiZed 
format to speci?c players. For example, a particular player 
may desire that all outcomes are presented in an order from 
a highest to loWest payout amount. 

[0059] Information received by a peripheral device from a 
gaming device 200 may include gambling data such as, for 
example, a number of paylines activated (or bet upon) on, a 
number of Winning paylines, player display color prefer 
ences, language preferences, number of games initiated per 
unit of time, outcomes displayed for games initiated, pay 
outs corresponding to outcomes displayed, a credit meter 
balance of the gaming device 200, and/or other preference 
data associated With the player currently playing the gaming 
device 200. 

[0060] The functions described herein as being performed 
by a peripheral device server and/or a peripheral device may, 
in one or more embodiments, be performed by the computer 
(in lieu of or in conjunction With being performed by a 
peripheral device server and/or a peripheral device). 

[0061] In some embodiments, a peripheral device may be 
useful for implementing the embodiments of the present 
invention into the operation of a conventional gaming 
device. For example, in order to avoid or minimiZe the 
necessity of modifying or replacing a program already 
stored in a memory of a conventional gaming device, an 
external or internal module that comprises a peripheral 
device may be inserted in or associated With a conventional 
gaming device to transform it into a gaming device 200 of 
the present invention. 

[0062] Thus, for example, a peripheral device may be 
utiliZed to monitor play of the gaming device 200 and output 
messages and an outcome of a game. In such embodiments 
the gaming device 200 With Which the peripheral device is 
in communication may continue to operate conventionally. 
In such embodiments the gaming device 200 may continue 
to output an outcome for each game played. The peripheral 
device, hoWever, may output outcome information in dif 
ferent formats When appropriate. The peripheral device may 
also output messages to the player. The peripheral device 
may also provide bene?ts to a player (e.g., coins, tokens, 
electronic credits, paper receipts exchangeable for cash, 
services, and/or merchandise). 

[0063] Accordingly, a peripheral device may include a 
communications port (e.g., for communicating With one or 
more gaming devices, peripheral device server, another 
peripheral device, and/or computer); (ii) a display (e.g., for 
displaying outcomes in an altered format and other infor 
mation such as payouts), (iii) another output means (e.g., a 
speaker, light, or motion device to communicate With a 
player), and/or (iv) a bene?t providing means (e.g., a printer 
and paper dispensing means, a credit meter, and/or a hopper 
and hopper controller). 

[0064] In some embodiments, a peripheral device may not 
output reformatted outcomes and/or messages to a player but 
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may instead direct the processor of a gaming device 200 to 
perform such functions. For example, a program stored in a 
memory of a peripheral device may cause a processor of a 
gaming device 200 to perform certain functions. For 
example, a program stored in a memory of a peripheral 
device may cause a processor of a gaming device 200 to 
output an outcome on a display in a player speci?ed format, 
or in some other simpli?ed format and/or communicate With 
another device. Examples of peripheral devices include (1) 
electronic apparatuses “retro?tted” to conventional gaming 
devices so that inventive processes disclosed herein may be 
realiZed through game play at the gaming device 200, (2) 
Personal Digital Assistants (PDAs) such as those manufac 
tured by Palm, Inc., (3) laptop computers, (4) cellular 
telephones, (5) pagers, or (6) any combination thereof. 

[0065] C. Devices 

[0066] Turning to FIG. 3, a gaming device 300 may be 
implemented as a system controller, a dedicated hardWare 
circuit, an appropriately programmed general-purpose com 
puter, or any other equivalent electronic, mechanical or 
electro-mechanical device. As indicated above, the gaming 
device 300/200 may comprise, for example, a slot machine, 
a video poker machine, a video blackjack machine, a video 
keno machine, a video lottery machine, a pachinko machine 
or a table-top game. 

[0067] In various embodiments, a gaming device 300/200 
may comprise, for example, a personal computer (e.g., 
Which communicates With an online casino Web site), a 
telephone (e.g., to communicate With an automated bingo 
computer server that provides gaming services), or a por 
table handheld gaming device (e.g., a personal digital assis 
tant or Nintendo GameBoy®). The gaming device 300/200 
may comprise any or all of the gaming devices of the 
aforementioned systems. In some embodiments, a user 
device such as a PDA or cell phone may be used in place of, 
or in addition to, some or all of the gaming device compo 
nents. Further, a gaming device 300/200 may comprise a 
personal computer or other device operable to communicate 
With an online casino and facilitate game play at the online 
casino. In one or more embodiments, the gaming device 
300/200 may comprise a computing device operable to 
execute softWare that simulates play of a reeled slot machine 
game, video poker game, video blackjack game, video keno 
game, video roulette game, or lottery game. 

[0068] In some embodiments, a gaming device 300/200 
may comprise a processor (CPU) 302, such as one or more 
Intel® Pentium® processors. The processor 302 is operable 
to communicate With a random number generator 308, 
Which may be a component of the gaming device 300. 

[0069] The random number generator 308, in accordance 
With some embodiments of the present invention, may 
generate data representing random or pseudo-random values 
(referred to as “random numbers” herein). The random 
number generator 308 may generate a random number every 
predetermined unit of time (e.g., every thousandth of a 
second) or in response to an initiation of a game on the 
gaming device 300. In some embodiments, the generated 
random numbers may be used as they are generated (e.g., the 
random number generated at substantially the time of game 
initiation is used for that game) and/or stored for future use. 
A random number generated by the random number gen 
erator 308 may be used by the processor 302 to determine, 
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for example, at least one of an outcome and payout. A 
random number generator 308, as used herein, may be 
embodied as a processor separate from but Working in 
cooperation With the processor 302. Alternatively, the ran 
dom number generator 308 may be embodied as an algo 
rithm, program component, or softWare stored in the 
memory of the gaming device 300 and used to generate a 
random number. 

[0070] Note that, although the generation or obtainment of 
a random number is described herein as involving a random 
number generator 308 of a gaming device 300, other meth 
ods of determining a random number may be employed. For 
example, a gaming device oWner or operator may obtain sets 
of random numbers that have been generated by another 
entity. HotBitsTM, for example, is a service that provides 
random numbers that have been generated by timing suc 
cessive pairs of radioactive decays detected by a Geiger 
Muller tube interfaced to a computer. A bloWer mechanism 
that uses physical balls With numbers thereon may be used 
to determine a random number by randomly selecting one of 
the balls and determining the number thereof. 

[0071] The processor 302 may also be operable to com 
municate With a bene?t output device, Which may be a 
component of gaming device 300. The bene?t output device 
may comprise one or more devices for outputting a bene?t 
to a player of the gaming device. For example, in some 
embodiments the gaming device 300 may provide coins 
and/or tokens as a bene?t. In such embodiments, the bene?t 
output device may comprise a hopper 352 and hopper 
controller 350, for dispensing coins and/or tokens into a coin 
tray of the gaming device. In another example, the gaming 
device 300 may provide a receipt or other document on 
Which there is printed an indication of a bene?t (e.g., a 
cashless gaming receipt that has printed thereon a monetary 
value, Which is redeemable for cash in the amount of the 
monetary value). In such embodiments, the bene?t output 
device may comprise a printing and document dispensing 
mechanism. In yet another example, the gaming device 300 
may provide electronic credits as a bene?t (Which, e.g., may 
be subsequently converted to coins and/or tokens and dis 
pensed from a hopper into a coin tray). In such embodi 
ments, the bene?t output device may comprise a credit meter 
balance and/or a processor that manages the number of 
electronic credits that is indicated on a display of a credit 
meter balance. In yet another example, the gaming device 
300 may credit a monetary amount to a ?nancial account 
associated With a player as a bene?t provided to a player. 
The ?nancial account may be, for example, a credit card 
account, a debit account, a charge account, a checking 
account, or a casino account. In such embodiments, the 
bene?t output device may comprise a device 342 for com 
municating With a server on Which the ?nancial account is 
maintained. 

[0072] Note that, in one or more embodiments, the gaming 
device 300 may include more than one bene?t output device. 
For example, the gaming device 300 may include both a 
hopper 352 and hopper controller 350 combination and a 
credit meter balance. Such a gaming device 300 may be 
operable to provide more than one type of bene?t to a player 
of the gaming device 300. A single bene?t output device 
may be operable to output more than one type of bene?t. For 
example, a bene?t output device may be operable to increase 
the balance of credits in a credit meter and communicate 
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With a remote device in order to increase the balance of a 
?nancial account associated With a player. 

[0073] The processor 302 is also operable to communicate 
With a main display device 310, Which may be a component 
of gaming device 300. The display device 310 may com 
prise, for example, one or more display screens or areas for 
outputting information related to game play on the gaming 
device 300, such as a cathode ray tube (CRT) monitor, liquid 
crystal display (LCD) screen, or light emitting diode (LED) 
screen. In one or more embodiments, a gaming device 300 
may comprise more than one main display device 310. For 
example, a gaming device may comprise an LCD display for 
displaying electronic reels and a display area that displays 
rotating mechanical reels. 

[0074] The processor 302 may also be in communication 
With one or more alternate display devices 312 besides the 
main display device 310, for outputting information (e. g., to 
a player or another device). Such other one or more alternate 
display devices 312 may also be components of a gaming 
device 300. Such other one or more alternate display devices 
312 may include, for example, an audio speaker 346 (e.g., 
for outputting an outcome or information related thereto, in 
addition to or in lieu of such information being output via the 
main display device 310), an infra-red transmitter, a radio 
transmitter, an electric motor, a printer (e.g., such as for 
printing cashless gaming vouchers), a coupon or product 
dispenser, an infra-red port (e.g., for communicating With a 
second gaming device or a portable device of a player), a 
Braille computer monitor, and a coin or bill dispenser. For 
gaming devices 300, common display devices include a 
cathode ray tube (CRT) monitor on a video poker machine, 
a bell on a gaming device (e.g., rings for each payline a 
player Wins on), an LED display of a player’s credit balance 
on a gaming device, an LCD display of a personal digital 
assistant (PDA) for displaying keno numbers. 

[0075] As indicated above, the main display device 310 
may comprise, for example, one or more display areas. For 
example, one of the display areas may display outcomes of 
games played on the gaming device 300 (e.g., electronic 
reels of a gaming device). Another of the display areas may 
display rules for playing a game of the gaming device 300. 
Yet another of the display areas may display the bene?ts 
obtainable by playing a game of the gaming device 300 (e. g., 
in the form of a payout table). In one or more embodiments, 
the gaming device 300 may include more than one main 
display device 310, one or more other output devices, or a 
combination thereof (e.g., tWo display devices 310 and tWo 
audio speakers). 

[0076] The processor 302 may also be in communication 
With an input device 338, 340, 342, Which is a device that is 
capable of receiving an input (e.g., from a player or another 
device) and Which may be a component of gaming device 
300. An input device 336, 338, 340, 342 may communicate 
With or be part of another device (eg a server, another 
gaming device 300, etc.). Some examples of input devices 
336, 338, 340, 342 include: a bar-code scanner, a magnetic 
stripe card reader 334, a computer keyboard or keypad, a 
button, a handle, a keypad, a touch-screen, a microphone, an 
infrared sensor, a voice recognition module, a coin or bill 
acceptor 348, a sonic ranger, a computer port, a video 
camera, a motion detector, a digital camera, a netWork card 
342, a universal serial bus (USB) port, a GPS receiver, a 
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radio frequency identi?cation (RFID) receiver, an RF 
receiver, a thermometer, a pressure sensor, an infrared port 
(e.g., for receiving communications from a second gaming 
device or from a another device such as a smart card or PDA 

of a player), and a Weight scale. For gaming devices 300, 
common input devices may include a button or touch screen 

on a video poker machine, a lever or handle connected to the 
gaming device, a magnetic stripe reader to read a player 
tracking card inserted into a gaming device, a touch screen 
for input of player selections during game play, and a coin 
and bill acceptor 348. 

[0077] The processor 302 may also be in communication 
With a payment system, Which may be a component of the 
gaming device 300. The payment system is a device capable 
of accepting payment from a player (e.g., a bet or initiation 
of a balance) and/or providing payment to a player (e.g., a 
payout). Payment is not limited to money, but may also 
include other types of consideration, including products, 
services, and alternate currencies. Exemplary methods of 
accepting payment by the payment system include receiv 
ing hard currency (i.e., coins or bills), and accordingly the 
payment system may comprise a coin or bill acceptor 348; 
(ii) receiving an alternate currency (e.g., a paper cashless 
gaming voucher, a coupon, a non-negotiable token), and 
accordingly the payment system may comprise a bar code 
reader, card reader 334, and/or other sensing means; (iii) 
receiving a payment identi?er (e.g., a credit card number, a 
debit card number, a player tracking card number) and 
debiting the account identi?ed by the payment identi?er; and 
(iv) determining that a player has performed a value-added 
activity (e.g., participating in surveys, monitoring remote 
images for security purposes, referring friends to the casino). 

[0078] The processor 302 is in communication With a 
memory 304, 328, 330 and a communications port such as 
a netWork server interface 342 (e. g., for communicating With 
one or more other devices). The memory 304, 328, 330 may 
comprise an appropriate combination of magnetic, optical 
and/or semiconductor memory, and may include, for 
example, Random Access Memory (RAM) 328, Read-Only 
Memory (ROM) 330, a compact disc and/or a hard disk 304. 
The memory may comprise or include any type of computer 
readable medium. The processor 302 and the memory may 
each be, for example: located entirely Within a single 
computer or other device; or (ii) connected to each other by 
a remote communication medium, such as a serial port 
cable, telephone line or radio frequency transceiver. In some 
embodiments, the gaming device 300 may comprise one or 
more devices that are connected to a remote server computer 
for maintaining databases. 

[0079] The memory, for example a hard disk 304, stores a 
program 354 for controlling the processor 302. The proces 
sor 302 performs instructions of the program 354, and 
thereby operates in accordance With the present invention, 
and particularly in accordance With the methods described in 
detail herein. The program 354 may be stored in a com 
pressed, uncompiled and/or encrypted format. The program 
354 furthermore includes program elements that may be 
necessary, such as an operating system 344, a database 
management system and “device drivers” for alloWing the 
processor 302 to interface With computer peripheral devices. 
Appropriate program elements are knoWn to those skilled in 
the art, and need not be described in detail herein. 
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[0080] The terms “computer-readable medium” or “com 
puter readable media” as used herein may refer to any media 
or medium that may participate in providing instructions to 
the processor 302 of the gaming device 300 (or any other 
processor of a device described herein) for execution. Such 
a medium may take many forms, including but not limited 
to, non-volatile media, volatile media, and transmission 
media. Non-volatile media include, for example, optical or 
magnetic disks, such as memory. Volatile media include 
dynamic random access memory (DRAM), Which typically 
constitutes the main memory. Transmission media include 
coaxial cables, copper Wire and ?ber optics, including the 
Wires that comprise a system bus coupled to the processor 
302. Transmission media may carry acoustic or light Waves, 
such as those generated during radio frequency (RF) and 
infrared (IR) data communications. Common forms of com 
puter-readable media include, for example, a ?oppy disk, a 
?exible disk, hard disk, magnetic tape, any other magnetic 
medium, a CD-ROM, DVD, any other optical medium, 
punch cards, paper tape, any other physical medium With 
patterns of holes, a RAM, a PROM, an EPROM, a FLASH 
EEPROM, any other memory chip or cartridge, a carrier 
Wave as described hereinafter, or any other medium from 
Which a computer can read. 

[0081] Various forms of computer readable media may be 
involved in carrying one or more sequences of one or more 

instructions to processor 302 (or any other processor of a 
device described herein) for execution. For example, the 
instructions may initially be borne on a magnetic disk of a 
remote computer. The remote computer can load the instruc 
tions into its dynamic memory and send the instructions over 
a telephone line using a modem. A modem local to a gaming 
device 300 (or, e.g., a server) can receive the data on the 
telephone line and use an infrared transmitter to convert the 
data to an infrared signal. An infrared detector can receive 
the data carried in the infrared signal and place the data on 
a system bus for the processor 302. The system bus carries 
the data to main memory, from Which the processor 302 
retrieves and executes the instructions. The instructions 
received by main memory may optionally be stored in 
memory either before or after execution by the processor 
302. In addition, instructions may be received via a com 
munication port as electrical, electromagnetic or optical 
signals, Which are exemplary forms of carrier Waves that 
carry data streams representing various types of information. 
Thus, the gaming device 300 may obtain instructions in the 
form of a carrier Wave. 

[0082] According to some embodiments of the present 
invention, the instructions of the program 354 may be read 
into a main memory from another computer-readable 
medium, such from a ROM. Execution of sequences of the 
instructions in the program 354 causes the processor 302 to 
perform the process steps described herein. In alternate 
embodiments, hard-Wired circuitry may be used in place of, 
or in combination With, softWare instructions for implemen 
tation of the processes of the present invention. Thus, 
embodiments of the present invention are not limited to any 
speci?c combination of hardWare and softWare. As dis 
cussed With respect to aforementioned systems, execution of 
sequences of the instructions in a program 354 of a periph 
eral device in communication With the gaming device 300 
may also cause the processor 302 to perform some of the 
process steps described herein. 
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[0083] The memory may also store one or more databases 
306, including a probability database (not pictured), a pay 
out database 306, a player preference database (not pic 
tured), and/or a display format database (not pictured). An 
example of a payout database 306 is described herein. The 
described entries of the sample database 306 represent 
exemplary information only; those skilled in the art Will 
understand that the number and content of the entries can be 
different from those illustrated herein. Further, despite any 
description of the database 306 as a table, an object-based 
model could be used to store and manipulate the data types 
of the present invention and likeWise, object methods or 
behaviors can be used to implement the processes of the 
present invention. 

[0084] Note that, although the database 306 may be 
described as being stored in a gaming device 300, in other 
embodiments of the present invention some or all of this 
databases 306 may be partially or Wholly stored in another 
device, such as one or more of the peripheral devices, the 
peripheral device server and/or the server computer. Further, 
some or all of the data described as being stored in the 
database 306 may be partially or Wholly stored (in addition 
to or in lieu of being stored in the memory (hard disk 304) 
of the gaming device 300) in a memory of one or more other 
devices, such as one or more of the peripheral devices, the 
peripheral device server and/or the server computer. 

[0085] As discussed herein, in one or more embodiments, 
the gaming device 300 may take the form of a slot machine 
con?gured to operate in conjunction With the present inven 
tion. A more speci?c description of a slot machine suitable 
for use With the present invention folloWs. 

[0086] Generally, a slot machine for use in the present 
invention may comprise a three reel or ?ve reel slot 
machine. The slot machine comprises a main display area 
310 in Which an outcome for a game of the slot machine is 
displayed to the player. The main display area 310 may, for 
example, be a video display that displays graphical repre 
sentations of reels. The main display area 310 may, in 
another example, comprise an area of clear glass behind 
Which are located mechanical reels. Within the main display 
area 310 is at least one payline. In accordance With one or 
more embodiments of the present invention, an outcome of 
a game is a set of symbols displayed along a payline of a 
reeled slot machine. The slot machine may further comprise 
a handle coupled to a starting controller 340. Aplayer may 
initiate the movement of the reels in the main display area 
310 by pulling on the handle. Alternatively, a player may 
initiate the movement of the reels in the display area by 
actuating a start button coupled to the starting controller 340. 
Either or both of the handle and start button are exemplary 
embodiments of an input device. The processor 302 may 
signal a reel controller 314 to spin the reels 316, 318, 320, 
322, 324 upon receipt of a valid signal from the starting 
controller 340. A clock 326 may provide the processor 302 
With a time reference for executing instructions, so that 
information may be presented to a player at an appropriate 
pace, and so that events may be logged With time stamps. 

[0087] A slot machine according to the present invention 
may also include an alternate display 312, for outputting 
outcome information in a modi?ed format to a player. The 
alternate display 312 may be utiliZed, for example, to inform 
a player of Which outcomes of various paylines are Winning 
outcomes and upon Which outcomes he had a Wager. 



US 2004/0259627 A1 

[0088] The slot machine may also include a payment 
system, Which is comprised of a coin acceptor 348, a credit 
card reader 334, cashless receipt/ticket reader, and a bill 
acceptor. A player may utiliZe payment system to provide a 
Wager for playing a game and/or for providing payment for 
the provision of an outcome. 

[0089] The slot machine may further comprise a credit 
meter balance, Which is an exemplary embodiment of a 
bene?t output device as described above. The credit meter 
balance re?ects the amount of electronic credits currently 
available to a player. The electronic credits may be used by 
a player, for example, as Wagers for games played on the 
gaming device 300. The electronic credits may also be 
“cashed out” as coins, bills, tokens, a cashless gaming 
receipt, and/or credits to another ?nancial account associ 
ated With the player. 

[0090] Finally, the slot machine may comprise a coin tray. 
Payment to the player may be rendered by dispensing coins 
into the coin tray. Such coins may be dispensed based on, for 
example, a player’s indication that the player Would like to 
cash out his credit meter balance and/or a payout obtained by 
a player as a result of playing a game on the slot machine. 
The coin tray is an exemplary embodiment of a bene?t 
output device as described above. Note that, Where appro 
priate, the slot machine may include different and/or addi 
tional components besides those discussed above. 

[0091] Turning to FIG. 4, a conventional slot machine 400 
is depicted With a peripheral device 458 that has been 
retro?tted to the slot machine 400. The components of the 
slot machine 400 function similarly to the corresponding 
components of the gaming device 300 described in detail 
above With reference to FIG. 3. The major difference being 
that in place of the alternate display 312 directly coupled to 
the processor 302, a peripheral device 458 that includes an 
alternate display 412 and a processor (CPU) 456 commu 
nicates With the processor 402 of the gaming device 400 via 
a communications port 460. In some embodiments, the 
peripheral device 458 may communicate With the processor 
402 via other means, such as, for example, the netWork 
server interface 442. The processor 456 on the peripheral 
device 458 alloWs the peripheral device 458 to function 
independently of the gaming device 400 if so desired. Thus, 
in some embodiments, a peripheral device 458 may be under 
the control of a player and/or may be used for other 
functions even When not coupled to the gaming device 400. 

[0092] D. Databases 
[0093] As indicated above, it should be noted that 
although the example embodiments depicted in FIGS. 3 and 
4 include one particular database 306/406 stored in memory, 
other database arrangements may be used Which Would still 
be in keeping With the spirit and scope of the present 
invention. In other Words, the present invention could be 
implemented using any number of different database ?les or 
data structures, as opposed to the one depicted in FIGS. 3 
and 4. Further, the individual database ?les could be stored 
on different devices (eg located on different storage devices 
in different geographic locations, such as on a third-party 
server). LikeWise, the program 354/454 could also be 
located remotely from the memory and/or on a server. As 
indicated above, the program 354/454 may include instruc 
tions for retrieving, manipulating, and storing data in the 
database, as may be useful in performing the methods of the 
invention. 
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[0094] 1. Probability database 

[0095] Where appropriate, a probability database may be 
utiliZed in the performance of the inventive processes 
described herein. Aprobability database may be stored in the 
memory in tabular form, or any other appropriate database 
form, as is Well knoWn in the art. The data stored therein may 
include a number of exemplary records or entries, each 
de?ning a random number. Those skilled in the art Will 
understand that the probability database may include any 
number of entries. The tabular representation may also 
de?ne ?elds for each of the entries or records. The ?elds may 
specify: a random number or range of random numbers 
that may be generated by the random number generator 308; 
and (ii) an outcome that indicates the one or more indicia 
comprising the outcome that corresponds to the random 
number of a particular record. A gaming device 300 may 
utiliZe a probability database to determine, for example, 
What outcome corresponds to a random number generated 
by a random number generator 308 and to display the 
determined outcome. The outcomes may comprise the ?ve 
symbols to be displayed along a payline of a ?ve-reel slot 
machine. 

[0096] Other arrangements of probability databases are 
possible. For example, the book “Winning At Slot 
Machines” by Jim Regan (Carol Publishing Group Edition, 
1997) illustrates examples of payout and probability tables 
and hoW they may be derived. The entirety of this book is 
incorporated by reference herein for all purposes. 

[0097] 2. Payout Database 

[0098] Turning to FIG. 5, a tabular representation of an 
embodiment of a payout database 306 according to some 
embodiments of the present invention is illustrated. Where 
appropriate, a payout database 306 may be utiliZed in the 
performance of the inventive processes described herein. A 
payout database 306 may be stored in the memory in tabular 
form, or any other appropriate database form, as is Well 
knoWn in the art. The data stored therein includes a number 
of example records or entries, each de?ning an outcome that 
may be obtained on a gaming device 300 that corresponds to 
a payout. Those skilled in the art Will understand that the 
payout database 306 may include any number of entries. The 
tabular representation also de?nes ?elds for each of the 
entries or records. The ?elds specify: a number of 
symbols ?eld 500, Which indicates the required number of 
symbols that must appear on a given payline to qualify for 
a corresponding payout; (ii) a payout for “LEMON” symbol 
?eld 502 that indicates the amount paid out for an outcome 
including the corresponding number of symbols 500 on the 
same payline; (iii) a payout for “ORANGE” symbol ?eld 
504 that indicates the amount paid out for an outcome 
including the corresponding number of symbols 500 on the 
same payline; (iv) a payout for “BELL” symbol ?eld 506 
that indicates the amount paid out for an outcome including 
the corresponding number of symbols 500 on the same 
payline; and (v) a payout for “CHERRY” symbol ?eld 508 
that indicates the amount paid out for an outcome including 
the corresponding number of symbols 500 on the same 
payline. The outcomes may be those obtained, for example, 
on a ?ve-reel slot machine With nine paylines. 

[0099] A gaming device 300 may utiliZe the payout data 
base 306 to determine Whether a payout should be output to 
a player as a result of an outcome obtained for a game. For 














