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GAMING DEVICE UTILIZING PLAYER IMAGE 

FIELD OF THE INVENTION 

[0001] The present invention relates to gaming devices 
and methods that use a player’s image. In certain embodi 
ments, the player may be provided With a priZe that includes 
their image. 

BACKGROUND 

[0002] Gaming is a growing and highly competitive indus 
try. Much effort is spent in developing neW Ways to attract 
and hold the attention of game players. Some efforts involve 
increasing the siZe and/or frequency of priZes that are 
aWarded to players. Other efforts involve increasing the 
aesthetic appeal of gaming devices. Other attempts to attract 
game players involve creating neW games and methods of 
game play, such as bonus games. 

[0003] Some attempts have been made to utiliZe gaming 
devices adapted to take and/or use a player’s image. U.S. 
publication number US. 2003/0022710 to DeMar et al. 
(hereinafter, DeMar) purports to suggest a gaming machine 
that may be used to provide a player With a souvenir of their 
gaming eXperience. According to DeMar, a player’s picture 
may be taken at a gaming machine When a threshold event 
occurs. For example, the gaming device may take the 
player’s photo When a jackpot above a certain value is 
obtained by the player. DeMar appears to suggest that the 
player may be provided With a photograph shoWing the 
player’s reaction after the threshold event, perhaps With 
details of the event (such as the siZe of the jackpot). 
HoWever, DeMar appears to suggest only providing pictures 
of the player, perhaps along With raW game data. It Would be 
bene?cial to provide a player that is more meaningful to the 
player in order to encourage game play on a particular 
machine. 

[0004] Another gaming device using a camera to take a 
player’s photo is purportedly described in US. publication 
number US. 2002/0196342 to Walker et al. (hereinafter, 
Walker). Walker purportedly describes apparatus and meth 
ods for providing a player With a scrapbook of their gaming 
eXperience. Walker discusses selling these scrapbooks in 
order to generate revenue, as Well as serving advertising and 
marketing purposes. Walker apparently suggests obtaining 
images of a player through cameras located about a casino. 
Walker purports to suggest the possibility of modifying the 
photos to add and/or subtract images to or from the photo 
graph. HoWever, Walker does not appear to suggest using 
player images to encourage play at a particular gaming 
machine, or aWarding a player a priZe that includes an image 
of themselves. 

[0005] US. Pat. No. 5,941,774 to Takemoto et al. (here 
inafter, Takemoto) purports to suggest a gaming device 
Which utiliZes an image of a player during game play. 
Takemoto appears to suggest capturing a player’s image and 
substituting the image for a game symbol. HoWever, it 
appears that Takemoto only provides an image of the player 
during game play and does not utiliZe player images as 
priZes. In addition, player images do not appear to be 
speci?cally correlated to Winning events. 

[0006] A number of devices and methods are knoWn for 
capturing and manipulating images of people. For eXample, 
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Takemoto, Walker, and DeMar contain a discussion of such 
processes and the entire disclosures of these references are 
hereby expressly incorporated by reference in their entirety, 
as Well as additional references cited therein. HoWever, other 
photograph capture and manipulation devices can be found 
in ?elds other than gaming, such as self-service photo kiosks 
or booths. Photo kiosks are often found in amusement parks, 
shopping malls and other locations. 

[0007] Photo kiosks have been around for many years and, 
although originally limited to ?Xed pictures With a set 
background, are noW often capable of sophisticated photog 
raphy and image manipulation. For eXample, the DIGI 
BOOTH (DIGIBOOTH is a trademark of Photo-Me Inter 
national, Plc.) from Photo-Me International, Plc. of 
Bookham, UK alloWs players to superimpose their image 
onto pop star or celebrity backgrounds. The Photo-Me 
Website, WWW.photo-me.co.uk, shoWs eXample of customers 
being able to superimpose their images With pop bands, 
cartoon characters, and MUPPETS (MUPPETS is a regis 
tered trademark of the Jim Henson Company). Similarly, 
PoWer Interactive Media of Richmond Hill, Canada, offers 
a FAMOUS FOTO KIOSK (FAMOUS FOTO KIOSK is a 
trademark of PoWer Interactive Media) Where players can 
insert their image into background photos containing sports 
?gures, movie stars, cartoon characters and other images. 
According to the PoWer Interactive Media Website, WWW 
.poWerphoto.net, the customer can insert their image into a 
background ?gure—such as inserting their face into a foot 
ball player’s uniform, as Well as inserting their image 
alongside a sports ?gure (or other ?gure), such as THE 
ROCK (THE ROCK is a registered trademark of World 
Wrestling Federation Entertainment, Inc.). 

[0008] American Alpha, Inc. produces the FOTO MORPH 
(FOTO MORPH is a trademark of American Alpha, Inc.) 
photo kiosk that alloWs customers to alter their image by 
merging their image With another image, changing aspects 
of their appearance (such as their hairstyle), and placing 
their image in different conteXt, such as costumes. Details of 
this system are provided in US. Pat. Nos. 5,696,995 and 
6,229,904 to Huang et al. Generally, methods of photo 
graphic manipulation are Well knoWn in the art and many 
devices and programs eXist to capture and merge, or super 
impose, tWo or more images. 

[0009] Figures from entertainment and the arts are very 
popular in today’s culture. For eXample, most people have a 
favorite movie, actor, actress, cartoon character, ?ctional 
character, or the like. Meeting a real life celebrity is often a 
treasured moment in a person’s life. It has been recogniZed 
that gaming devices With celebrity or entertainment themes 
can be very successful at attracting and maintaining player 
interest. For eXample IGT currently markets a WHEEL OF 
FORTUNE (WHEEL OF FORTUNE is a registered trade 
mark of Califon Productions, Inc.) slot machine based on the 
popular television game shoW. Bally markets PLAYBOY 
(PLAYBOY is a registered trademark of Playboy Enter 
prises International, Inc.) and SATURDAY NIGHT LIVE 
gaming machines, based on the magaZine and television 
comedy, respectively. IGT also markets ELVIS (ELVIS is a 
registered trademark of Elvis Presley Enterprises, Inc.) slot 
machines based on the iconic rock and roll star. To some 
degree the popularity of the entertainment/arts theme of the 
gaming device may translate into increased interest in the 
gaming device. 
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[0010] However, many games based on popular arts and 
entertainment often have a very tenuous connection With the 
theme of the game. For example, the game many simply be 
a standard gaming device With a title and graphics related to 
the game theme. Other games may incorporate sound and/or 
video from the game theme into the game’s play or presen 
tation. All of these games are limited to aWarding standard 
priZes, such as coins or vouchers. Once the player leaves the 
gaming device, he or she only has his or her memories of the 
game theme to remind him or her of his or her eXperience. 
It Would be bene?cial to provide a player With a priZe or 
other souvenir related to the theme of the game in order to 
encourage players to play, and continue to play, the game 
until they obtain the priZe or souvenir. 

SUMMARY OF ONE EMBODIMENT OF THE 
INVENTION 

Advantages of One or More Embodiments of the 
Present Invention 

[0011] The various embodiments of the present invention 
may, but do not necessarily, achieve one or more of the 
folloWing advantages: 

[0012] provide a gaming souvenir to a player 

[0013] provide a gaming souvenir related to a game 
theme to a player; 

[0014] incorporating a player’s likeness into a souvenir 
related to a game theme; 

[0015] provide a gaming souvenir using a celebrity’s 
image; and 

[0016] provide a game related souvenir as a game priZe 

[0017] These and other advantages may be realiZed by 
reference to the remaining portions of the Speci?cation, 
claims, and abstract. 

Brief Description of One Embodiment of the 
Present Invention 

[0018] In at least one embodiment, the present invention is 
directed to a gaming system that includes a gaming appa 
ratus adapted to alloW a player to place a Wager and play a 
game of chance having a theme. The gaming system also 
includes an image capture device for capturing the player’s 
image. The image processing unit is in communication With 
the image capture device and receives an image from the 
image capture device. The image processing unit is adapted 
to store at least one background image and to superimpose 
the player’s image in the background image to form a 
composite image. The background image is related to the 
theme of the game of chance. The gaming system includes 
an output device adapted to present the player With the 
composite image. 

[0019] In at least another embodiment, the present inven 
tion is directed to a gaming method. Aplayer is alloWed to 
place a Wager and play a game of chance having a theme. 
The player’s image is captured and superimposed on a 
background image to form a composite image. At least part 
of the background image is related to the theme of the game 
of chance. A game outcome is determined, Which may 
comprise a ?rst priZe outcome. If the game outcome com 
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prises the ?rst priZe outcome, the player is presented With a 
?rst priZe comprising the composite image. 

[0020] The above description sets forth, rather broadly, a 
summary of one embodiment of the present invention so that 
the detailed description that folloWs may be better under 
stood and contributions of the present invention to the art 
may be better appreciated. Some of the embodiments of the 
present invention may not include all of the features or 
characteristics listed in the above summary. There are, of 
course, additional features of the invention that Will be 
described beloW and Will form the subject matter of claims. 
In this respect, before explaining at least one embodiment of 
the invention in detail, it is to be understood that the 
invention is not limited in its application to the details of the 
construction and to the arrangement of the components set 
forth in the folloWing description or as illustrated in the 
draWings. The invention is capable of other embodiments 
and of being practiced and carried out in various Ways. Also, 
it is to be understood that the phraseology and terminology 
employed herein are for the purpose of description and 
should not be regarded as limiting. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0021] FIG. 1 is substantially a front elevational vieW of 
one embodiment of a gaming device of the present inven 
tion. 

[0022] FIG. 2 is substantially a schematic diagram of 
components of a gaming device of the present invention. 

[0023] FIG. 3 is substantially an illustration of a method 
of forming a composite image according to the present 
invention. 

[0024] FIG. 4 is substantially a ?oWchart illustrating a 
gaming method according to the present invention. 

[0025] FIG. 5 is substantially a schematic diagram of an 
embodiment of the present invention. 

DESCRIPTION OF AT LEAST ONE 
EMBODIMENT OF THE PRESENT INVENTION 

[0026] In the folloWing detailed description of at least one 
embodiment of the invention, reference is made to the 
accompanying draWings, Which form a part of this applica 
tion. The draWings shoW, by Way of illustration, speci?c 
embodiments in Which the invention may be practiced. It is 
to be understood that other embodiments may be utiliZed 
and structural changes may be made Without departing from 
the scope of the present invention. 

[0027] Gaming Device 

[0028] As seen in FIG. 1, the present invention may 
comprise a gaming apparatus, generally indicated by refer 
ence number 10. In at least one embodiment, gaming 
apparatus 10 comprises a priZe display 12 and a gaming 
device 14. Gaming device 14 may be any of a large number 
of devices that are adapted to alloW players to play a game, 
such as gaming devices typically found in arcade and casino 
environments, including arcade games, video games, gam 
bling machines, video poker machines, slot machines, etc. In 
at least one embodiment, gaming device 14 is further 
adapted to alloW a player to place a Wager and play a game, 
such as a slot machine. 
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[0029] Gaming device 14 may include a value acceptor for 
accepting value from a player, such as a coin slot 16, a 
device 19 capable of reading and/or dispensing cashless 
devices. Gaming device 14 may also include a device 18 for 
accepting paper currency. In addition, a payout mechanism 
(not shoWn) and a coin receptacle 20 may be provided for 
aWarding priZes or for dispensing value to players cashing 
out and retiring from a game. Cashless device dispenser/ 
modi?er 19 is provided to read, modify, and/or dispense 
cashless devices. Cashless device dispenser 19 may include 
a printer. A handle 22 and a button 24 may be provided for 
activating gaming device 14 to begin a game. A pay table 
(not shoWn) may further be provided to alloW a player to see 
What symbol or combination of symbols provide a Winning 
event. In certain embodiments, gaming device 14 may be an 
S Plus or S2000 model gaming device manufactured by 
International Game Technology in Reno, Nev. 

[0030] Gaming device 14 may further include a gaming 
outcome display 28 that may be positioned so that a player 
(not shoWn) playing gaming device 14 can see the game 
outcome display 28. Game outcome display 28 may utiliZe 
physical game reels 30, 32, and 34. Game reels 30, 32, and 
34 may be attached to a drive mechanism (not shoWn) of 
gaming device 14 to rotate the reels in a manner Well knoWn 
in the art. Each game reel 30, 32, and 34 may have a plurality 
of symbols (not shoWn) positioned on the circumference of 
each game reel 30, 32, and 34. Game reels 30, 32, and 34 
may be positioned side-by-side With coincident axes of 
rotation and a portion of their individual circumferences 
facing outWard from gaming device 14. In at least one 
embodiment, one or more symbols appearing on at least one 
of reels 30, 32, and 34 comprise indicia representing a good 
or merchandise priZe that may be aWarded in accordance 
With the present invention. For example, a vacation priZe 
could be represented by a picture of palm trees and a beach, 
the Eiffel toWer, or some other suitable representation. 
Alternatively, the priZe could be indicated by a correspond 
ing entry on the pay table. 

[0031] A panel 36 may cover game reels 30, 32, and 34 
such that only a portion of their individual circumferences 
are shoWn to the player. At least one symbol from any of 
game reels 30, 32, and 34 may be used to display a game 
outcome. At least one pay line 38 may be provided for the 
player to use in determining a game outcome based on the 
symbol or a combination of symbols positioned thereon. 

[0032] In at least an alternative embodiment, gaming 
outcome display 28 utiliZes a video display (not shoWn) 
displaying images of game reels and images of at least one 
pay line. Avideo display may also display game symbols in 
many other formats and arrangements, such as playing 
cards. 

[0033] Gaming apparatus 10 further has a display 12 
con?gured to display at least one game and priZe to a player. 
In at least one embodiment, display 12 is con?gured to 
display a bonus game and at least one bonus priZe to the 
player. In other embodiments, display 12 may provide a 
primary game. Alternatively, display 12 may be a stand 
alone device alloWing a player to place a Wager and play a 
game. 

[0034] In certain embodiments, display 12 is attached to 
gaming device 14 and positioned on top of gaming device 
14. In other embodiments (not shoWn), display 12 may be 
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separate from gaming device 14 but in communication With 
gaming device 14. In this embodiment, display 12 may be in 
communication With a plurality of different gaming devices 
14 via a computer netWork in a manner that is Well knoW in 
the art. PriZe display 12 may be positioned adjacent to or 
remote from gaming device 14. In other embodiments, priZe 
display 12 is a stand-alone display not in communication 
With gaming device 14 and it may be capable of indepen 
dently accepting Wagers and aWarding priZes to a player. 

[0035] Gaming device 14 may contain, or be in commu 
nication With, a number of components to capture, modify, 
and output an image to a player. For example, an image 
capture device 80, such as a camera, may be provided to 
record a player’s image. An output device 94, such as a 
printer, may provide a player With a tangible item bearing 
the player’s image. One or more sensors 90 may be used to 
aim and/or focus image capture device 80. 

[0036] As depicted in FIG. 2, gaming device 14 may be in 
communication With one or more other systems in order to 
aid in aWarding priZes, issuing cashless devices, distributing 
priZes, capturing and processing a player’s image, and 
providing the player With a tangible item bearing their 
image. 

[0037] FIG. 2 illustrates gaming device 14 in communi 
cation With cashless device dispenser/modi?er 19. Dispenser 
19 may be integrated With gaming device 14 or may be 
separate from gaming device 14. Many types of cashless 
devices are knoWn in the art, such as the EZ-PAY system 
available from International Gaming Technology of Reno, 
Nev. (EZ PAY is a registered trademark of IGT). 

[0038] Gaming device 14 may be in communication With 
remote netWork 54. Remote netWork 54 may be a computer 
system. Gaming device 14 and remote netWork 54 may be 
connected by any knoWn or later developed means, includ 
ing, but not limited to, local area netWorks (LANS), Wide 
area netWorks (WANS), Ethernet connections, telephone 
connections, and the like. 

[0039] Remote netWork 54 may have a database 56 to 
store information such as player tracking information, priZe 
information, and cashless device information. Database 56 
may store information associating a particular priZe With a 
player, may record the identity of a cashless device, the 
identity of any priZes Won, as Well as information about hoW 
priZes may be obtained. Remote netWork 54 may also send 
images to, and receive images from, video processor 86. 

[0040] Gaming device 14 may be capable, via controller 
140 or other control mechanism (not shoWn), of producing 
a bonus-activating event. This event may be many different 
types of events. For example, a bonus-activating event may 
comprise a game outcome such as displaying a particular 
symbol, e.g., a “bonus” symbol, or combination of symbols, 
such as a “7” symbol on each of reels 30, 32, and 34 (FIG. 
1a). If the game being played is poker based, the bonus 
activating event may be an occurrence of a certain hand, 
such as a royal ?ush. Furthermore, a bonus-activating event 
may occur When a player accumulates a number of symbols 
or game outcomes over a number of separate game plays. 
For example, a bonus-activating event may occur When the 
player receives three “bonus” symbols during a period of 
time. The bonus-activating event may be based on an 
external event. For example, a bonus-activating event may 
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occur When a group of players obtain a certain result. 
Sensors (not shown) may be provided external to gaming 
device 14 to detect external bonus-activating events. 

[0041] Bonus game controller 141 may further be pro 
vided to detect When a bonus activating event occurs in 
gaming device 14. Gaming device controller 140 may deter 
mine the outcome of each game, and When a bonus-activat 
ing outcome occurs, gaming device controller 140 may 
transmit a signal to bonus game controller 141. Alterna 
tively, bonus game controller 141 may periodically interro 
gate gaming device controller 140. Bonus game controller 
141 and gaming device controller 140 may be a single 
controller or separate controllers. In at least one embodi 
ment, bonus game controller 141 is the GAM 2000 control 
ler, available from Eagle Engineering of PottstoWn, Pa. 

[0042] The bonus priZe may be determined by a random 
number generator (not shoWn) and a virtual pay table, such 
as the pay table described in US. Pat. No. 5,823,874 to 
Adams, Which is hereby incorporated by reference. A simple 
pay table may also appear as folloWs: 

TABLE 1 

Random Number Amount Paid 

0.00 to 0.50 $10.00 
0.51 to 0.75 $50.00 
0.76 to 0.95 X2 

0.96 to 1.00 $10,000.00 

[0043] For example, if the random number generator pro 
duced 0.65 as the game outcome, the controller may cause 
indicator 43 (FIG. 1a) to stop and pointer portion 64 (FIG. 
1a) to point to an indicia representing ten dollars. Alterna 
tively, if the random number generator produced a value of 
0.85, the controller may cause indicator 43 to stop and 
pointer portion 64 to point to an indicium 44 representing a 
multiplier of 2. The controller may then cause bonus meter 
68 (FIG. 1a) to display “10><2=20,” (assuming a base priZe 
of ten dollars) and $20.00 Would be aWarded to the player. 

[0044] The bonus selection process may be repeated for a 
predetermined number of times to accumulate several bonus 
priZes that are added to form the aWard to the game player. 
For example, the bonus game could be repeated three times 
to accumulate an aWard. The present invention is not limited 
to the example pay table shoWn. Furthermore, different 
kinds of bonus priZes may be aWarded, such as progressive 
priZes, jackpot priZes, merchandise, services, priZe multipli 
ers, and additional games. 

[0045] Effects may also be presented, such as pre-recorded 
sound from speakers 69 and 70 (FIG. 1), to make games 
more exciting for players and others proximate gaming 
device 14. Speakers 69 and 70 may be con?gured to 
announce a priZe a player has Won, play music during a priZe 
Winning event, announce features of the game offered by 
gaming apparatus 10, or play music to attract and entertain 
patrons. As shoWn in FIG. 2, speakers 69 and 70 may be in 
communication With a controller, such as controller 140. 

[0046] A variety of graphics and lights, preferably 
designed according to a particular theme, may be displayed 
on display 12 (FIG. 1) to enhance the excitement and appeal 
of gaming device 14. 
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[0047] If the aWarded bonus priZe is money, the amount of 
the bonus priZe may be added to the player’s credit meter 
(not shoWn), may be dispensed to the player via a voucher 
or other cashless device, may be dispensed to coin receptacle 
20 (FIG. 1), or an attendant may be summoned to aWard the 
priZe to the player. 

[0048] As illustrated in FIG. 2, game apparatus 10 may be 
associated With an image capture device 80. Image capture 
device 80 is not limited to any particular image capture 
device, but may be a digital device to facilitate image 
transfer, processing, and output. For example, image capture 
device 80 may be a digital camera or digital video recorder. 
Alternatively, analog images may be captured and then 
digitiZed by video processor 86. 

[0049] Image capture device 80 may be ?xed, or may be 
moveable. In certain embodiments, image capture device 80 
may be mounted in or on gaming apparatus 10. In other 
embodiments, image capture device 80 may be located 
remote from gaming apparatus 10. For example, preexisting 
cameras, such as security cameras, may be used as image 
capture devices 80. An image capture system using security 
cameras is disclosed in US. Patent Publication US. 2002/ 
0196342 to Walker et al., Which is hereby expressly incor 
porated by reference in its entirety. 

[0050] Image capture device 80 may be in communication 
With a video processor 86. Video processor 86 may be 
capable of performing a variety of image manipulations. For 
example it may be bene?cial for video processor 86 to be 
able to re-siZe an image, extract portions of an image, alter 
an image’s color or background properties, and add, sub 
tract, or form composite images. 

[0051] Video processor 86 and/or a controller, such as 
controller 140, may be in communication With one or more 
positioning sensors 90. In certain embodiments, positioning 
sensors 90 may be located on gaming apparatus 10. In other 
embodiments, positioning sensors 90 may be located on 
adjacent gaming device, chairs, ?xtures, or may be mounted 
to Walls, ?oors, or ceilings. Positioning sensors 90 may be 
ultrasonic sensors; hoWever any suitable position sensor 
may be used. Positioning sensors 90 may enable video 
processor 86 and/or controller 140 to detect a player’s 
position and thereby properly center, Zoom, and/or focus 
image capture device 80 to record a player’s image. 

[0052] Video processor 86 may be in communication With 
image storage device 95 holding one or more stored image 
96. Stored image 96 may be a preset image related to a 
theme of the gaming device. Stored image 96 may also be 
an image or likeness of the player, including images cap 
tured by image capture device 80. Images may also be stored 
in database 56. 

[0053] When video processor 86 receives appropriate 
instructions, video processor 86 executes a set of instruc 
tions to merge a stored image 86 related to a theme of a game 
With a player’s image or likeness to form a composite image. 
Details of suitable image processing systems are disclosed in 
US. Pat. Nos. 5,696,995 and 6,229,904 to Huang et al., 
Which are hereby expressly incorporated by reference in 
their entirety. 

[0054] FIG. 3 illustrates a player’s image 104 and a 
background image 108 undergoing a series of processing 
steps 120 to result in a merged, composite image 112. The 
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?nal merged image 112 may be any type of image and may 
contain a variety of elements. In at least certain embodi 
ments, merged image 112 shows the player 118 and a FIG. 
116 related to a theme of the game, such as a celebrity, in an 
interactive Way. For example, merged image 112 may shoW 
the player 118 With an arm of FIG. 116 around player 118, 
pointing at player 118, and so on. 

[0055] Background image 108 may be arranged to alloW 
easy integration With the player’s image 104. For eXample, 
a vacant area 124 can be left in background image 108 so 
that the player’s image 104 can simply be siZed, a corrected 
background inserted, and the modi?ed player’s image 
inserted into vacant area 124. 

[0056] Game Play 

[0057] The souvenir, or image priZe, can be aWarded to the 
player in a number of Ways. In at least one embodiment, the 
souvenir may be aWarded by a primary game of chance. For 
eXample, a combination of symbols on the reels of a slot 
machine, or a special symbol appearing on one or more of 
the reels, may entitle the player to the souvenir. The souvenir 
may be the only priZe aWarded or may be aWarded in 
addition to other priZes. In certain embodiments, the player 
may be required to place a threshold bet, such as three 
credits, before qualifying for the souvenir. 

[0058] FIG. 4 presents a ?oWchart of one embodiment 
200 of a game play method according to the present inven 
tion. At step 204, a player places a Wager on gaming device 
14. A game is presented to the player in step 206 and then 
decision 208 determines Whether a Winning event has 
occurred. If a Winning event has not occurred, method 200 
returns to step 204. 

[0059] If it is determined at decision 208 that a Winning 
event has occurred, method 200 proceeds to decision 210 
Where it is determined Whether the Winning event entitles the 
player to an image priZe. If decision 210 indicates that the 
player is not entitled to an image priZe, method 200 proceeds 
to step 212, aWards any priZes to the player to Which the 
player is entitled, and then returns to step 204. 

[0060] In certain embodiments, a player is entitled to an 
image priZe only if they place a Wager above a certain 
threshold. In these embodiments, method 200 may proceed 
from decision 210 to decision 214 Where it is determined 
Whether the player’s Wager Was above the threshold. If the 
player’s Wager is beloW the threshold value, method 200 
may proceed to step 212, aWard an alternate priZe, and the 
return to step 204. If the player’s Wager eXceeds the thresh 
old amount, method 200 proceeds to step 218. 

[0061] If the player is entitled to an image priZe at decision 
210 or 214, method 200 may proceed to step 218 Where 
sensors 90 may be used to determine the player’s position. 
In other embodiments, the player may be manually alloWed 
to adjust image capture device 80 in order to optimiZe their 
image. A video screen (not shoWn) may be provided to 
provide a previeW of their image and to assist in the 
positioning and setup of image capture device 80. 

[0062] Method 200 proceeds to step 220 Where the play 
er’s image is captured. The image capture may be automati 
cally initiated by video processor 86 or may be manually 
initiated by the player. The captured image is then processed, 
such as color correction, re-siZing, cropping, and the like, at 
step 222. 
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[0063] At step 224, a background image 108 is retrieved 
from image storage device 95 or database 56. Background 
image 108 and the player’s image 104 are merged into 
composite image 112 at step 226. In certain embodiments, a 
number of background images 108 may be stored in image 
storage device 95 or database 56. In certain embodiments, 
the player may be alloWed to select Which background 
image 108 to use in creating composite image 112. In other 
embodiments, the background image 108 is determined by 
the game Winning event. 

[0064] Composite image 112 is transmitted to output 
device 94 at step 228. At step 230, composite image 112 is 
applied to a tangible object and the tangible object may be 
provided to the player at step 232. At step 234, any addi 
tional priZes are aWarded to the player and then method 200 
returns to step 204. 

[0065] Image Output 

[0066] The image priZe, or souvenir, can be provided to 
the player in a number of Ways. For eXample, gaming device 
14 may be provided With a printer 94 for providing a player 
a hardcopy of the photograph at the gaming device. Printer 
94 may be an ink jet, thermal, laser, or any other suitable 
printing device. In addition, printer 94 may be of the type 
used in photo-kiosks. 

[0067] To reduce operating costs, production costs, and 
simply the design of gaming apparatus 10, output device 94 
may be located remote from gaming apparatus 10. One 
output device 94 may be in communication With a plurality 
of gaming devices 10. When the player is aWarded in image 
priZe, the player may be directed to the output device 94 
Where they can pick up the image priZe. The remote location 
may also have the capacity to print the merged image on a 
variety of objects such as t-shirts, coffee mugs, key chains, 
and the like. The player may be provided With a softcopy, or 
electronic copy, of the image. The electronic copy may be 
provided to the player on a tangible medium such as a ?oppy 
disk or CR-ROM. The electronic copy may also be emailed 
or otherWise transmitted or made available to the player. In 
certain embodiments, the player is alloWed to select What 
tangible item bearing the composite item they Would like to 
receive, or if they Would like an electronic copy of the 
composite image. In other embodiments, the tangible item is 
determined by the gaming apparatus 10 that aWarded the 
player the image priZe. 

[0068] As represented by FIG. 5, image processing com 
ponents such as image capture device 80, image processor 
86, and their related components can be located at a kiosk 
310. Kiosk 310 may be adapted to provide image priZes for 
a Wide variety of gaming apparatuses 10, Which may have 
the same or different themes. 

CONCLUSION 

[0069] Although the description above contains many 
speci?cations, these should not be construed as limiting the 
scope of the invention but as merely providing illustrations 
of some of the presently preferred embodiments of this 
invention. Thus, the scope of the invention should be deter 
mined by the appended claims and their legal equivalents 
rather than by the examples given. 
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What is claimed is: 

1. A gaming system comprising: 

(A) a gaming apparatus adapted to allow a player to place 
a Wager and play a game of chance, the game of chance 
comprising a theme; 

(B) an image capture device adapted to capture the 
player’s image; 

(C) an image processing unit in communication With the 
image capture device, the image capture device trans 
mitting the image to the image processing unit, the 
image processing unit adapted to store at least one 
background image and superimpose the player’s image 
in the background image to form a composite image, 
the background image being related to the theme of the 
game of chance; and 

(D) an output device adapted to present the player With the 
composite image. 

2. The gaming system of claim 1 Wherein the image 
capture device comprises a camera. 

3. The gaming system of claim 1 Wherein the image 
capture devices comprise a digital camera. 

4. The gaming system of claim 1 Wherein the image 
capture device comprises a video camera. 

5. The gaming system of claim 1 Wherein the image 
processing unit is located in the gaming device. 

6. The gaming system of claim 1 Wherein the image 
processing unit is remote from the gaming device. 

7. The gaming system of claim 1 Wherein the background 
image comprises an image selected from a group consisting 
of celebrities, animals, cartoon characters, sports ?gures, 
?ctional characters, and musicians. 

8. The gaming system of claim 1 Wherein the theme of the 
gaming device is selected from a group consisting of mov 
ies, television shoWs, musicals, plays, literary Works, music, 
and sports. 

9. The gaming system of claim 1 Wherein the game 
apparatus comprises a slot machine. 

10. The gaming system of claim 1 Wherein the input 
device is located in the gaming apparatus. 

11. The gaming system of claim 1 Where in the output 
device is located in the gaming device. 

12. The gaming system of claim 1 Wherein the output 
device is remote from the gaming device. 

13. The gaming system of claim 1 Wherein the output 
device is a printer. 

14. A gaming method comprising, but not necessarily in 
the order shoWn: 

(A) alloWing a player to place a Wager and play a game 
of chance having a theme; 

(B) capturing an image of the player; 

(C) superimposing the player’s image on a background 
image, at least part of the background image relating to 
the theme of the game of chance, to form a composite 
image; 

(D) randomly determining a game outcome; the game 
outcome comprising a ?rst priZe outcome; 
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(E) if the game outcome comprises the ?rst priZe out 
come, presenting the player With a ?rst priZe compris 
ing the composite image. 

15. The method of claim 14 Wherein the step of capturing 
an image of the player comprises capturing a digital image 
of the player. 

16. The method of claim 14 Wherein the background 
image comprises an image selected from a group consisting 
of celebrities, animals, cartoon characters, sports ?gures, 
?ctional characters, and musicians. 

17. The method of claim 14, further comprising deter 
mining Whether the Wager is above a threshold value, 
Wherein the player may not be aWarded the ?rst priZe 
outcome if the Wager is less than the threshold value. 

18. The method of claim 14 Wherein the theme of the 
gaming device is selected from a group consisting of mov 
ies, television shoWs, musicals, plays, literary Works, music, 
and sports. 

19. The method of claim 14 Wherein the game outcome 
comprises a bonus qualifying outcome, if the game outcome 
is determined to be the bonus qualifying outcome, alloWing 
to play a bonus game having a bonus game outcome, the 
bonus game outcome comprising the ?rst priZe qualifying 
outcome. 

20. The method of claim 14, Wherein the step of present 
ing the player With the composite image comprises printing 
a photograph on a printer coupled to the game of chance and 
dispensing the photograph to the player. 

21. The method of claim 14, Wherein the step of present 
ing the player With the composite image comprise printing 
a photograph on a printer remote from the game of chance 
and distributing the photograph to the player. 

22. The method of claim 14, if the game outcome com 
prises the ?rst priZe qualifying outcome aWarding the player 
a second priZe in addition to the ?rst priZe. 

23. The method of claim 22, Wherein the second priZe 
comprises an amount of money. 

24. The method of claim 14, Wherein the ?rst priZe 
comprises a t-shirt or a mug. 

25. A gaming apparatus comprising: 

(A) gaming apparatus means for alloWing a player to 
place a Wager and play a game of chance having a 

theme; 

(B) image collection means for recording an image of the 
player; 

(C) image storing means for storing a background image 
related to the theme of the game of chance; 

(D) processing means for superimposing the image of the 
player onto the background image to form a composite 
image. 

26. The gaming apparatus of claim 25 further comprising 
output means for presenting the player With the composite 
image. 

27. The gaming apparatus of claim 25 Wherein the theme 
of the gaming device is selected from a group consisting of 
movies, television shoWs, musicals, plays, literary Works, 
music, and sports. 
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28. The gaming apparatus of claim 25 wherein the back 
ground image comprises an image selected from a group 
consisting of celebrities, animals, cartoon characters, sports 
?gures, ?ctional characters, and musicians. 

29. The gaming apparatus of claim 25, further comprising 
controller means for randomly determining a game outcome 
comprising a ?rst Winning outcome, Wherein the player is 
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presented With the composite image if the game outcome is 
determined to be the ?rst Winning outcome. 

30. The gaming apparatus of claim 29, Wherein the 
controller means is con?gured to compare the Wager to a 
threshold value and the player may be aWarded the ?rst 
game outcome if the Wager eXceeds the threshold value. 

* * * * * 


