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A rnultiplayer gaming device alloWs tWo players to collabo 
ratively play, for example, a Monopoly®-style game against 
the “house.” Each player may have his oWn game controls, 
coin dispenser/acceptor, and display screen. A larger display 
screen may display the game board and player game char 
acters, shared by the tWo players and operated by the 
machine. The players may Wager a ?at fee per game, and are 
given an amount of game money to use for the duration of 
the game. Throughout the game, players take turns spinning 
dice represented on the display of the gaming device, and 
move around a Monopoly®-style board. As the players 
move around the board, game money is deducted as they 
land on properties oWned by house players. A player’s turn 
may result in his game piece landing on a game board spot 
oWned by a house player, and cost the player $100 in game 
money. The game lasts until both players go bankrupt. The 
total number of game board spaces each player has moved 
Without going bankrupt determines each player’s payout. 
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MULTIPLAYER GAMING DEVICE AND 
METHODS 

RELATED APPLICATIONS 

[0001] This application claims priority to commonly 
oWned, co-pending US. Provisional Patent Application Ser. 
No. 60/452,163, ?led Mar. 4, 2003, entitled “MULTI 
PLAYER GAMING DEVICE AND METHODS,” 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 games and gaming devices involving multiple players. 

BACKGROUND OF THE INVENTION 

[0003] Gaming devices (e.g., reeled slot machines or 
video poker machines) generate more than $15 billion per 
year in revenue for casinos in the United States alone. This 
?gure accounts for more than half of the gaming revenue for 
a typical United States casino. The situation is similar in 
other countries in Which gaming devices are popular, such as 
Europe and Australia. Accordingly, casino operators are 
interested in increasing the enjoyment of playing a slot 
machine in order to maintain or increase this level of 
revenue. 

[0004] Since casino pro?ts are directly proportional to the 
amount Wagered by patrons, casinos are highly motivated to 
expand and retain share Within their given market. Increased 
playing duration, average Wager, and rates of play are key 
factors contributing to the pro?tability of the slot ?oor of a 
casino. 

[0005] One Way in Which casinos have sought to boost 
pro?tability associated With these factors is to make the 
machines as entertaining as possible. Many techniques are 
currently used to entertain players at a slot machine, such as 
attractive colors and graphics, sound effects associated With 
Winning payouts, and jackpots or bonus rounds that offer 
players the chance to Win a large amount of money for only 
a small Wager. While such efforts have made modem slot 
machines more entertaining than the previous generation of 
machines, entertainment options open to consumers have 
expanded as Well. Casinos noW compete not only With the 
casino across the street, but With alternative player enter 
tainment options such as home theater systems, handheld 
video game devices, greatly expanded television and movie 
offerings, and the like. 

[0006] Many players are attracted to table games such as 
blackjack, Which are more expensive to operate and generate 
far less revenue for the casino. One reason some players 
prefer table games over slot machines is that there is a social 
element to table games. Psychologically, players may feel as 
though they are playing as a group—teaming up against the 
house. 

[0007] Accordingly, a need exists for means by Which 
casinos can provide increased entertainment for their players 
using gaming devices. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0008] FIG. 1 is a block diagram illustrating an example 
system according to some embodiments of the present 
invention. 
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[0009] FIG. 2 is a block diagram illustrating an example 
alternative system according to some embodiments of the 
present invention. 

[0010] FIG. 3 is a block diagram illustrating an example 
gaming device according to some embodiments of the 
present invention. 

[0011] FIG. 4 is a block diagram illustrating an example 
multiplayer gaming device according to some embodiments 
of the present invention. 

[0012] FIGS. 5A through 5C are plan vieWs of a multi 
player gaming device according to some embodiments of the 
present invention. 

[0013] FIG. 6 is a table illustrating an example data 
structure of a player database for use in some embodiments 
of the present invention. 

[0014] FIG. 7 is a table illustrating an example data 
structure of a session database for use in some embodiments 
of the present invention. 

[0015] FIG. 8 is a table illustrating an example data 
structure of a asset database for use in some embodiments of 
the present invention. 

[0016] FIGS. 9A and 9B are How charts illustrating an 
example process according to some embodiments of the 
present invention. 

DETAILED DESCRIPTION OF EMBODIMENTS 
OF THE INVENTION 

[0017] The invention overcomes the above and other 
draWbacks of the prior art by providing a gaming device for 
multiple players. In some embodiments, a multiplayer gam 
ing device alloWs tWo players to collaboratively play, for 
example, a Monopoly®-style game against the “house.” 
Each player has his/her oWn game controls, coin dispenser/ 
acceptor, and display screen. Alarger display screen displays 
the game board and player game characters, shared by the 
tWo players and operated by the machine. The players Wager 
a ?at fee per game, and are given an amount of game money 
to use for the duration of the game. Throughout the game, 
players take turns spinning dice represented on the display 
of the gaming device, and move around a Monopoly®-style 
board. As the players move around the board, game money 
is deducted as they land on properties oWned by house 
players. For example, a player’s turn may result in his game 
piece landing on a game board spot oWned by a house 
player, and cause the player to lose $100 in game money. 
The game lasts until both players go bankrupt. After the 
game concludes, the total number of game board spaces each 
player has moved Without going bankrupt determines each 
player’s payout. 

[0018] 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 
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 
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present invention is de?ned by the appended claims. Refer 
ring to the drawings, note that the left most digit(s) of a 
reference numeral identi?es the ?gure in Which the reference 
numeral ?rst appears. Also note that in block diagrams and 
tables, blocks and cells With identical labels but different 
reference numerals are intended to represent identical (or 
very similar) components in different contexts, environ 
ments, con?gurations, locations, netWorks, databases, and/ 
or positions. 

A. TERMS 

[0019] 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. 

[0020] The term “controller” may refer to an electronic 
device (e.g., a computer) that communicates With one or 
more gaming devices. In a manner knoWn in the art, the 
controller may be embodied as a computer server and may 
(i) control the actions of gaming devices and/or (ii) receive 
and store information associated With the gaming devices. 
For example, the controller may employ one or more data 
bases to record gaming device statistics such as e.g., coin-in, 
coin-out, jackpot information, theoretical Wins, etc. 
[0021] The term “game” may refer to a gambling event 
With a beginning and end that may encompass a number of 
outcomes (such as reel spins or hands of video poker) 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). 
[0022] The term “primary game” may refer to a gambling 
event (i.e., one or more chance-based event(s) executed in 
exchange for player consideration and yielding a potential 
priZe) yielding a spin result. In accordance With the present 
invention, a primary game may be embodied as a reel-based 
slot machine game. Termination of the game may be estab 
lished voluntarily (e. g., Where a player elects to stop play) or 
involuntarily (e. g., Where the gaming device terminates play 
based on the occurrence of a termination event). 

[0023] The term “secondary game” may refer to a game 
employed by a gaming device characteriZed by an objective 
that is dependent on results achieved in a primary game. For 
example, a secondary game in accordance With the present 
invention may require a player to acquire game pieces 
throughout the course of playing a primary game or primary 
game session. The object of a secondary game may be 
referred to as a secondary game objective or overall game 
objective. 
[0024] 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. 

[0025] The term “game money” may refer to non-cash 
value game currency for use during a gaming session. In 
some embodiments, an amount of game money may trans 
late to a payout. 
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[0026] The term “outcome” may generally refer to the 
result of game, such as cherry-cherry-cherry in a 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. 

[0027] The term “spin result” may refer to an outcome that 
is the result of a player executing a given spin or handle pull. 
In accordance With the present invention, the spin result may 
be expressed in a number of Ways. More speci?cally, the 
spin result may be expressed as a value (e.g., $5.00), as a 
factor based on Which a value may be determined (e.g., 2>< 
Wager amount), or in any other suitable manner. In accor 
dance With some embodiments of the invention, the spin 
result may be communicated graphically, as a series of 
discreet symbols appearing on a ?rst game area of the 
gaming device. Further, as mentioned above, the spin result 
and any corresponding priZe or payout may be generated or 
determined randomly or through a combination of random 
ness and player skill. A spin result may include a subset of 
symbols selected from among a larger set of symbols. For 
example, the spin result “BAR-CHERRY-LEMON” may be 
a spin result determined from the symbol set “ORANGE, 
CHERRY, 7, BAR, LEMON, APPLE, PLUM, GRAPE, and 
PEAR.” 

[0028] The term “symbol” may refer to any graphic or 
other indicia that appears on the reels of a gaming device, or 
in any game area of a gaming device, or on the display of 
another device that may represent an outcome or a portion 
thereof. Symbols may include for example an image of a 
piece of fruit and may be represented herein using text as in, 
for example, “CHERRY.” Typically the value of a symbol or 
a group of symbols is de?ned by a pay table. In some 
embodiments, symbols may include game pieces. 

[0029] The term “game piece” may refer to an element of 
a secondary game that may occur in a primary game and 
then may be applied to achieving an overall game objective. 
For example, in a three-legged race secondary game, a 
“RIGHT STEP” game piece that appears as a symbol on a 
primary game reel may be used help players advance their 
racer along a track. In some embodiments hoWever, the 
occurrence of a particular game piece may detract from 
achieving an objective. For example, if in the three-legged 
race secondary game a “RIGHT STEP” game piece appears 
repeatedly in the primary game (i.e., Without a partner 
getting a “LEFT STEP” game piece), the player’s racer may 
Waste time turning in circles instead of advancing doWn the 
track. 

[0030] The terms “secondary game result” and “cumula 
tive outcome” shall be synonymous and may refer to an 
indication of a players’ progress toWard completing a 
de?ned objective. In accordance With the present invention, 
a game result may be expressed in a number of Ways 
including e.g., a percentage of completion (e.g., 80% com 
plete), a completion ratio (e.g., 15 of 28 steps completed), a 
collection of game pieces combined together to complete an 
objective, etc. In some embodiments, a cumulative outcome 
may be determined and displayed as play progresses and be 
modi?ed as players advance toWard (or regress from) com 
pleting their objective. Thus, during play, a cumulative 
outcome may be continually changing. 
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[0031] The term “gaming device” may refer to any elec 
trical, mechanical, or electromechanical device operative to: 
accept Wagers; execute a process to determine a spin result; 
based on the spin result, determine progress toWard a game 
result; determine an game result, and provide entitlement to 
a priZe based on the spin result, (ii) the game result, or 
(iii) both and (ii). The spin result may be generated or 
determined randomly (e.g., as With a slot machine) or 
through a combination of randomness and player skill (e.g., 
as With video poker). In accordance With the present inven 
tion, gaming devices may include slot machines (both video 
reel and mechanical reel), 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. 
Gaming devices also include multiplayer gaming devices, 
tWo-player cabinet machines, and slot machines built for 
tWo (or more). 
[0032] The term “multiplayer gaming device” may refer to 
a gaming device comprising tWo or more player controls, 
seats, primary and/or secondary display screens, credit 
input/output devices, as Well as one or more shared primary 
and/or secondary display screens, controls, etc. In some 
embodiments, a multiplayer gaming device may comprise 
one or more single player gaming devices operatively con 
nected to another single-player gaming device or to a 
controller. 

[0033] The terms “spin” and “handle pull” shall be syn 
onymous and may refer to an occurrence of the determina 
tion of a spin result. In accordance With the present inven 
tion, a spin yields a spin result that may be communicated 
to a player via a ?rst game area of the gaming device. One 
or more spin result(s) may then be used to determine a 
secondary game result (i.e., an indication of progress toWard 
an objective), Which may be indicated to a player via a 
second game area of the gaming device. A player may 
initiate a spin by depositing currency or establishing credit 
With the gaming device and subsequently actuating a lever 
or designated button. 

[0034] The term “payout” may refer to the actual priZe, 
reWard, Winnings, or funds associated With a particular spin 
result and/or game result. Typically, the payout may be 
embodied as cash and/or credit dispensed or otherWise made 
available to the gaming device player. Alternatively, a pay 
out may be embodied as goods or services to Which the 
player may be entitled. 

[0035] The term “peripheral device” may refer to a device 
operatively in communication With a gaming device and that 
is con?gured to assist in the operation of game-related 
functions. 

[0036] The term “player tracking card” may refer to a 
means by Which a casino oWner or operator may identify an 
individual gaming device player and monitor and record 
certain information associated With the player. Typically, a 
player tracking card may be embodied as a plastic card 
bearing identifying indicia or encoded information via 
Which the controller and/or gaming device may identify the 
player. Generally, the identifying information is used as an 
indeX to one or more database record(s), Which store infor 
mation associated With e.g., the demographics of the player 
and historical information associated With past play (if any). 
[0037] The term “prepaid session” may refer to a duration 
of time or number of spins that are paid for in advance and 
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subsequently utiliZed by the player. In accordance With some 
embodiments of the invention, the player may purchase (i.e., 
Wager upon) a plurality of spins, folloWing execution of 
Which a game result may be determined and any resultant 
payout conferred to the player. 

[0038] The terms “primary game area,”“?rst game area, 
”“main game area,’ and “loWer game area” shall be syn 
onymous and may refer to an area of the gaming machine’s 
facade via Which a player may be informed of a spin result. 
The ?rst game area may include any number of appropriate 
output devices and/or display devices including a screen, 
audio output, mechanical reels and/or electronic represen 
tations of reels, etc. 

a 

[0039] The term “primary game screen” may refer to a 
screen used as the primary game area. 

[0040] The terms “secondary game area,”“second game 
area,”“upper game area,” and “alternate game area” shall be 
synonymous and may refer to an area of the gaming 
machine’s facade via Which a player may be informed of a 
game result and/or a level of progress toWard achieving an 
overall or secondary game objective. In accordance With 
some embodiments, the second game area may include one 
or more dedicated output devices and/or display devices for 
displaying or otherWise indicating progress toWard a game 
result or game objective. 

[0041] The term “secondary game screen” may refer to a 
screen used as the secondary game area. 

[0042] The term “termination event” may refer to one or 
more criteria that When satis?ed instruct a gaming device 
and/or controller to evaluate a level of progress toWard a 
secondary game objective having been achieved at a gaming 
device. For eXample, a termination event in accordance With 
the present invention may comprise the completion of a 
given number of spins, an elapsed duration of time (e.g., the 
end of a prepaid gaming session), and/or a particular spin 
result. In some embodiments, a termination event may 
comprise the completion of the secondary game objective. 
In some embodiments With team competitions, a competing 
team achieving a secondary game objective could result in 
a termination event for other competing teams. 

B. SYSTEM 

[0043] Turning to FIG. 1, the present invention can be 
con?gured to function as a system 100 in a netWork envi 
ronment including a controller 102 (e.g., a slot server of a 
casino) that is in communication, via a communications 
netWork, With one or more gaming devices 104, 106, 108 
(e.g., slot machines, video poker machines, multiplayer 
gaming devices). 

[0044] The controller 102 may communicate With the 
gaming device(s) 104, 106, 108 directly or indirectly, via a 
Wired or Wireless medium such as the Internet, LAN, WAN 
or Ethernet, Token Ring, or via any appropriate communi 
cations means or combination of communications means. 

[0045] Each of the gaming devices 104, 106, 108 may 
comprise computers, such as those based on the Intel® 
Pentium® processor, that are adapted to communicate With 
the controller 102. Any number and type of devices may be 
in communication With the controller 102. 
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[0046] Communication between the devices (including the 
gaming devices 104, 106, 108) and the controller 102, and 
among the devices, may be direct or indirect, such as over 
the Internet through a Web site maintained by controller 102 
(e. g., Where the controller hosts an on-line or virtual casino), 
on a remote server and/or over an on-line data netWork. Such 

data netWorks may include commercial on-line service pro 
viders, bulletin board systems and the like. In accordance 
With yet other embodiments, the devices may communicate 
With one another and/or the controller 102 via radio fre 
quency (RF), cable TV, satellite links and the like. 

[0047] 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 
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 knoWn in the art (e. g., using 
hash functions or public/private key systems). 

[0048] 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 periodically or 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. 

[0049] In accordance With some embodiments, a control 
ler 102 (e.g., 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 104 and/or a gaming device 104 in communication 
only With one or more other gaming devices 106, 108 and/or 
a controller 102. In such an embodiment, any function(s) 
described as being performed by the controller 102 or data 
described as stored at the controller 102 may instead be 
performed by or stored at one or more gaming devices 104. 

[0050] Turning to FIG. 2, an alternative system 200 
according to at least one embodiment of the present inven 
tion may include a controller 202 (e.g., a slot server of a 
casino) that is in communication, via a communications 
netWork, With one or more gaming devices 204, 206, 208 
(e.g., slot machines, video poker machines). A differentiat 
ing characteristic betWeen the aforementioned system 100 
and the alternative system 200 being that in the present 
system 200 at least one gaming device 204 is also in 
communication With one or more peripheral devices 210, 
212, 214. 

[0051] A peripheral device 210, 212, 214 may, in turn, be 
in communication With a peripheral device server 216 and, 
in some embodiments, With the controller 202. In one or 
more embodiments the peripheral device server 216 may be 
in communication With one or more gaming devices 208 
and/or the controller 202. 

[0052] The controller 202 may communicate With the 
devices (including the gaming devices 204, 206, 208) and 
peripherals 210, 212, 214, 216 directly or indirectly, via a 
Wired or Wireless medium such as the Internet, LAN, WAN 
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or Ethernet, Token Ring, or via any appropriate communi 
cations means or combination of communications means. 

For eXample, the controller 202 may communicate directly 
With one of the gaming devices 204 (e.g., via a LAN) and 
indirectly (e.g., via a gaming device 204) With a peripheral 
device 210. In accordance With another eXample embodi 
ment, the controller 202 may communicate With one of the 
gaming devices 206 via a LAN and With another of the 
gaming devices 208 via the Internet (e.g., if the particular 
gaming device 208 comprises a personal computer in com 
munication With an online casino). 

[0053] Each of the devices (including the gaming devices 
204, 206, 208 and peripherals 210, 212, 214, 216) may 
comprise one or more computer(s), such as those based on 
the Intel® Pentium® processor, that are adapted to commu 
nicate With the controller 202. Further, each of the devices 
may comprise a gaming device such as an electronic, 
mechanical or electromechanical slot machine, video poker 
machine, video blackjack machine, video keno machine, 
pachinko machine, video roulette machine, and/or a lottery 
terminal. Further yet, each of the devices may comprise an 
external or internal module associated With one or more of 

the gaming devices 204, 206, 208 that is capable of com 
municating With one or more of the gaming devices 204, 
206, 208 and of directing one or more gaming devices 204, 
206, 208 to perform one or more functions. Any number of 
devices may be in communication With the controller 202. 
Any number and type of peripheral devices 210, 212, 214 
may be in communication With a gaming device 204, 
peripheral device server 216 and/or the controller 202. 

[0054] Communication betWeen the devices and the con 
troller 202, betWeen the devices themselves, betWeen the 
peripheral device server 216 and the devices, and betWeen 
the peripheral device server 216 and the controller 202, may 
be direct or indirect. Such communications may include 
those such as over the Internet through a Web site maintained 
by the controller 202, on a remote server or over an on-line 
data netWork. Such data netWorks may include commercial 
on-line service providers, bulletin board systems and the 
like. In yet other embodiments, any and all of the devices of 
the system 200 (i.e., the devices (including the gaming 
devices 204, 206, 208 and peripherals 210, 212, 214), the 
controller 202, and the peripheral device server 216) may 
communicate With one another over RF, cable TV, satellite 
links and the like. 

[0055] Some, but not all, possible communication net 
Works that may comprise the netWork or otherWise be 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, a 
satellite communications link. 

[0056] Possible communications protocols that may be 
employed by the system include: Ethernet (or IEEE 802.3), 
SAP, ATP, BluetoothTM, and TCP/IP among others. Such 
communications may be encrypted or otherWise encoded to 
ensure privacy and prevent fraud in any of a variety of Ways 
knoWn in the art (e.g., using hash functions and/or public/ 
private key systems). 

[0057] In some embodiments, the controller 202 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 204, on one or more gaming 
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devices 204 in communication With one or more peripheral 
devices 210, on one or more gaming devices 208 in com 
munication With a peripheral device server 216, on one or 
more peripheral devices 214 in communication With a 
peripheral device server 216, and/or on a gaming device 206 
in communication only With one or more other gaming 
devices 208. In such embodiments, any functions described 
as performed by the controller 202 or data described as 
stored in the memory of the controller 202 may instead be 
performed by or stored on one or more gaming device(s) 
204, 206, 208, one or more peripheral device(s) 210, 212, 
214, and/or peripheral device server(s) 216. 

[0058] Similarly, a peripheral device server 216 may not 
be desired and/or needed in some embodiments of the 
present invention. In such embodiments that do not involve 
a peripheral device server 216, any or all of the functions 
described herein as being performed by a peripheral device 
server 216 may instead be performed by the controller 202, 
one or more gaming devices 204, 206, 208, one or more 
peripheral devices 210, 212, 214, or a combination thereof. 

[0059] Similarly, in embodiments that do not involve a 
peripheral device server 216 any data described herein as 
being stored in a memory of a peripheral device server 216 
may instead be stored in a memory of another server 
computer (e.g., the controller 202), one or more gaming 
devices 204, 206, 208, one or more peripheral devices 210, 
212, 214, or a combination thereof. 

[0060] Any or all of the gaming devices 204, 206, 208 
may, respectively, include or be in communication With a 
peripheral device 210, 212, 214. A peripheral device 210 
may be a device that receives information from (and/or 
transmits information to) one or more gaming devices 204, 
206, 208. For eXample, a peripheral device 210 may be 
operable to receive information about games being played 
on a gaming device 204, such as the initiation of a game, a 
random number that has been generated for a game, the 
result or outcome of a handle pull, spin or gaming session at 
the gaming device, etc. 

[0061] In one or more embodiments, one or more such 
peripheral devices 210 may be in communication With a 
peripheral device server 216. This enables the peripheral 
device server 216 to receive information regarding a plu 
rality of games being played on a plurality of gaming 
devices 204, 206, 208. The peripheral device server 216, in 
turn, may be in communication With the controller 202. It 
should be understood that any functions described herein as 
performed by a peripheral device 210 may also or instead be 
performed by the peripheral device server 216. 

[0062] Similarly, any data described herein as being stored 
on or accessed by a peripheral device 210 may also or 
instead be stored on or accessed by the peripheral device 
server 216. A peripheral device 210 may be operable to 
access a database (e.g., of a peripheral device server 216) to 
provide bene?ts (e.g., cashless gaming receipts) based on, 
for eXample, an outcome of a game and or a gaming session 
at the gaming device 204. 

[0063] The peripheral device server 216 may also monitor 
player gambling history over time by associating gambling 
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 216 may 
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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 216 may direct the appropriate peripheral 
device 210 to issue customiZed messages, images, offers, 
and games to speci?c players. 

[0064] Information received by a peripheral device 210 
from a gaming device 204 may include gambling data such 
as number of games initiated per unit of time, outcomes 
displayed for games initiated, payouts corresponding to 
outcomes displayed, a credit meter balance of the gaming 
device, and/or data associated With the player currently 
playing the gaming device. 

[0065] The functions described herein as being performed 
by a peripheral device server 216 and/or a peripheral device 
210 may, in one or more embodiments, be performed by the 
controller 202 (e.g., in lieu of (or in conjunction With) being 
performed by a peripheral device server 216 and/or a periph 
eral device 210). 

[0066] In one or more embodiments, a peripheral device 
210 may be useful for implementing the embodiments of the 
present invention into the operation of a gaming device 204. 
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 204, an eXternal or 
internal module that comprises a peripheral device 210 may 
be added to, coupled to, or otherWise associated With the 
gaming device 204. 

[0067] Thus, for eXample, a peripheral device 210 may be 
utiliZed to monitor play of the gaming device 204 and 
display or output messages, images, image portions and/or 
an overall outcome of a game. In such embodiments the 
gaming device 204 With Which the peripheral device 210 is 
in communication may continue to operate. In such embodi 
ments the gaming device 204 may output an outcome for 
each spin or handle pull and overall game progress (e.g., the 
completion of a puZZle) may be indicated or output by the 
peripheral device 210. The peripheral device 210 may 
further output a secondary game outcome or secondary 
game payout When appropriate. 

[0068] The peripheral device 210 may also output mes 
sages to the player. For eXample, the peripheral device 210 
may be embodied as a player tracking system including a 
screen for outputting messages and/or game status informa 
tion to the player. 

[0069] 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). 

[0070] Accordingly, a peripheral device 210 may include 
(i) a communications port (e. g., for communicating With one 
or more gaming devices 204, peripheral device server 216, 
another peripheral device 212, and/or a computer); (ii) a 
display (e.g., for displaying messages and/or outcomes and 
payouts), (iii) another output means (e. g., a speaker, light, or 
other device for communicating With a player), and/or (iv) 
a bene?t providing means (e.g., a printer and paper dispens 
ing means, a credit meter, and/or a hopper and hopper 
controller). 
[0071] In one or more embodiments, the peripheral device 
210 may not output outcomes and/or messages to a player 
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but may instead direct the processor of a gaming device 204 
to perform such functions. For example, a program stored in 
a memory of peripheral device 210 may cause a processor of 
a gaming device 204 to perform certain functions. More 
speci?cally, a program stored in a memory of peripheral 
device 210 may cause a processor of a gaming device 204 
to output an outcome, determine an outcome, output a 
message, access a database, provide a bene?t, refrain from 
providing a bene?t (e.g., by not sending a signal to a hopper 
controller of the gaming device 204 not to dispense tokens 
When it otherWise normally Would), and/or communicate 
With another device. 

[0072] Examples of peripheral devices 210 include e.g., electronic apparatuses “retro?tted” to conventional gaming 

devices 204 so that inventive processes disclosed herein may 
be realiZed through game play at the gaming device 204, (ii) 
Personal Digital Assistants (PDAs) such as those manufac 
tured by Palm, Inc., (iii) lap top computers, (iv) cellular 
telephones, (v) pagers, and/or (vi) any appropriate combi 
nation thereof. 

C. DEVICES 

[0073] Turning to FIG. 3, in accordance With the present 
invention, a gaming device 104/204 may be implemented as 
a system controller, a dedicated hardWare circuit, an appro 
priately programmed general-purpose computer, or any 
other equivalent electronic, mechanical or electromechani 
cal device. (Note that from this point forWard, each refer 
ence to a “gaming device” folloWed by the reference 
numeral 104 is intended to be equivalent to a reference to 
any of the gaming devices from either system 100 or system 
200.) 
[0074] The gaming device 104 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 tabletop game. 

[0075] In various embodiments, a gaming device 104 may 
comprise, for example, a personal computer (e.g., Which 
communicates With an online casino via a Web site), a 
telephone (e.g., to communicate With one or more remote 
gaming services), or a portable handheld gaming device 
(e.g., a PDA). The gaming device 104 may comprise any or 
all of the gaming devices of the aforementioned systems. 

[0076] In some embodiments, a user device such as a PDA 
or cell phone may be used in place of, in combination With, 
or in addition to, some or all of the gaming device compo 
nents. In one or more embodiments, the gaming device 104 
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, and/or lottery game. 

[0077] The gaming device 104 disclosed herein comprises 
a processor 300, such as one or more Intel® Pentium® 

processors. The processor 300 is in operative communica 
tion With at least one random (or pseudo-random) number 
generator 302, Which may be a component of the gaming 
device 104. 

[0078] The random number generator 302, in accordance 
With at least one embodiment of the present invention, may 
generate data representing random or pseudo-random values 
(referred to as “random numbers” herein). The random 
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number generator 302 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 104. In the former embodiment, the gener 
ated 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. 

[0079] A random number generated by the random num 
ber generator 302 may be used by the processor 300 to 
determine, for example, at least one of an outcome, a reel 
position, an arrangement of symbols and a payout. Arandom 
number generator 302, as used herein, may be embodied as 
a secondary (e.g., tamper-evident) processor separate from 
but Working in cooperation With a primary gaming device 
processor 300. 

[0080] Alternatively, the random number generator 302 
may be embodied as an algorithm, program component, or 
softWare stored in the memory of the gaming device and 
used to generate a random number. 

[0081] Note that, although the generation or obtainment of 
a random number is described herein as involving a random 
number generator 302 of a gaming device 104, 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. For example, HotBitsTM 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. Various methods and 
devices for generating and using random numbers for gam 
bling purposes Will be apparent to one of skill in the art. 

[0082] The processor 300 may further be operable to 
communicate With a bene?t output device 304, Which may 
be a component of gaming device 104. For example, the 
bene?t output device 304 may comprise one or more devices 
for outputting a bene?t to a player of the gaming device 104. 
In accordance With some embodiments, the gaming device 
104 may provide coins and/or tokens as a bene?t (e.g., a spin 
payout or a game payout). In accordance With such an 
embodiment the bene?t output device 304 may comprise a 
hopper 306 coupled to a hopper controller 306, for dispens 
ing e.g., coins and/or tokens into a coin tray of the gaming 
device. 

[0083] In another example, the gaming device 104 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 an indication of a monetary value, Which 
is redeemable for cash in the amount of the monetary value). 
In accordance With such an embodiment, the bene?t output 
device 304 may comprise a printing and document dispens 
ing mechanism or ticket-in/ticket-out device (not pictured). 

[0084] According to yet another embodiment, the gaming 
device may provide electronic credits as a bene?t (Which, 
e.g., may be subsequently converted to coins and/or tokens 
and dispensed from a hopper into a coin tray). In such an 
embodiment the bene?t output device 304 may comprise or 
include a credit meter balance and/or a processor that 
manages the amount of electronic credits that is indicated on 
a display of a credit meter balance. 

[0085] In accordance With another embodiment, the gam 
ing device 104 may credit a monetary amount to a ?nancial 
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account associated With a player. The ?nancial account may 
be, for example, a credit card account, a debit account, a 
charge account, a checking account, and/or a casino account. 
In such an embodiment the bene?t output device 304 may 
comprise a device for communicating With a server on 
Which the ?nancial account is maintained. 

[0086] Note that, in one or more embodiments, the gaming 
device 104 may include more than one bene?t output device 
304. For example, the gaming device may include both a 
hopper 306 and hopper controller 308 combination and a 
credit meter balance (not pictured). Accordingly, the gaming 
device 104 of the present invention may be operable to 
provide more than one type of bene?t to a player of the 
gaming device 104. 

[0087] Alternatively, a single bene?t output device 304 
may be operable to output more than one type of bene?t. For 
example, a bene?t output device 304 may be operable to 
increase the balance of credits in a credit meter and com 
municate With a remote device in order to increase the 
balance of a ?nancial account associated With a player. 

[0088] The processor is also operable to communicate 
With a display device 310, Which may be a component of the 
gaming device 104. The display device 310 may comprise, 
for example, one or more display screens or areas for 

outputting information related to game play on the gaming 
device. For example, the display device 310 may comprise 
or include 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 104 may 
comprise more than one display device 310. For example, a 
gaming device 104 may comprise a ?rst game area having 
an LCD display for displaying electronic representations of 
reels and a second game area comprising a second LCD for 
displaying broader game objective information (e.g., various 
image portions having been secured by the player). 
[0089] A display device 310 may comprise, for example, 
one or more display areas. For example, one of the display 
areas may display outcomes of spins or handle pulls played 
on the gaming device (e.g., on electronic reels of a gaming 
device). A second display area may display information 
associated With a player’s progress toWard a broader game 
objective. Athird display area may display e.g., the bene?ts 
obtainable by playing a game of the gaming device (e.g., in 
the form of a payout table). In one or more embodiments, the 
gaming device 104 may include more than one display 
device 310, one or more other output devices 312, or a 
combination thereof (e. g., an upper game area, a loWer game 
area, a credit meter, and left and right audio speakers). 

[0090] As suggested above, the processor 300 may also be 
in communication With one or more other devices besides 
the display device, for outputting information (e.g., to a 
player or another device). Such other output devices 312 
may also be components of the gaming device 104 of the 
present invention. Such devices 312 may comprise, for 
example, an audio speaker (e.g., for outputting an outcome 
or information related thereto, in addition to or in lieu of 
such information being output via a 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 106 or a 
portable device of a player), a Braille computer monitor, and 
a coin or bill dispenser. 
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[0091] For gaming devices 104, common output devices 
312 include a cathode ray tube (CRT) monitor on a video 
poker machine, a bell on a gaming device 104 (e.g., rings 
When a player Wins), an LED display of a player’s credit 
balance on a gaming device 104, an LCD display of a 
personal digital assistant (PDA) for displaying keno num 
bers, etc. 

[0092] The processor 300 may also be in communication 
With an input device 314, 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 104. An 
input device 314 may communicate With or be part of 
another device (e.g., a server, a gaming device, etc.). 

[0093] Exemplary input devices 314 include: a bar-code 
scanner, a magnetic stripe reader, 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, a sonic ranger, a computer port, a 
video camera, a motion detector, a digital camera, a netWork 
card, a universal serial bus (USB) port, a GPS receiver, a 
radio frequency identi?cation (RFID) receiver, an RF 
receiver, a thermometer, a pressure sensor, and 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). 

[0094] With respect to the gaming device 104 of the 
present invention, additional or alternative input devices 314 
may include one or more button(s) or touch-screen(s) (e.g., 
on a slot machine), a lever or handle connected to the 
gaming device, a magnetic stripe reader (e.g., 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. 

[0095] The processor 300 may also be in communication 
With a payment system 316, Which may be a component of 
the gaming device 104. The payment system 316 may be a 
device capable of accepting payment from a player (e.g., a 
bet or establishment of a balance) and/or providing payment 
to a player (e.g., a spin payout and/or a game payout). 
Payment may not be 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 316 include receiving 
currency (i.e., coins, tokens or bills). Accordingly, the pay 
ment system 316 may comprise a coin or bill acceptor. 

[0096] In accordance With other embodiments of the 
invention, the payment system 316 may receive payment via 
an alternate currency (e. g., a paper cashless gaming voucher, 
a coupon, a non-negotiable token). Accordingly the payment 
system 316 may comprise a bar code reader or other sensing 
means. In some embodiments, a payment system 316 may 
operate to receive a payment identi?er (e.g., a credit card 
number, a debit card number, player tracking card number, 
etc.) and to debit an account identi?ed by the payment 
identi?er. 

[0097] The processor is additionally in communication 
With a memory and a communications port 324 (e.g., for 
communicating With one or more other devices). The 
memory may comprise any appropriate combination of 
magnetic, optical and/or semiconductor memory, and may 
include, for example, Random Access Memory (RAM) 320, 






























