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(57) ABSTRACT 

A method in accordance With one embodiment of the present 
invention is provided, the method comprising the steps of 
generating a ?rst outcome of a game of chance, determining 
a target outcome, receiving a ?rst Wager, generating a 
second outcome based on the ?rst outcome, and repeating 
the step of generating the second outcome until the second 
outcome matches the target outcome, before receiving any 
second Wager. 
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METHOD AND APPARATUS FOR OFFERING A 
GUARANTEED WIN 

[0001] This application claims the bene?t of priority of 
US. Provisional Patent Application Ser. No. 60/307,441, 
?led Jul. 24, 2001, the contents of Which are incorporated by 
reference herein for all purposes. 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0002] This application is related to the following co 
pending applications: 

[0003] (i) US. patent application Ser. No. 09/481,204, 
?led Jan. 11, 2000, and issued on Sep. 25, 2001 as US. 
Pat. No. 6,293,866 B1; Which is a continuation of US. 
patent application Ser. No. 08/775,388, ?led Dec. 30, 
1996, and issued on Aug. 29, 2000 as US. Pat. No. 
6,110,041; and also 

[0004] (ii) US. patent application Ser. No. 09/568,484, 
?led May 10, 2000; Which is a continuation of US. 
patent application Ser. No. 09/052,295, ?led Mar. 31, 
1998, and issued on Jul. 11, 2000 as US. Pat. No. 
6,086,477; and also 

[0005] (iii) US. patent application Ser. No. 09/879,299, 
?led Jun. 12, 2001; Which is a continuation-in-part of 
US. patent application Ser. No. 09/437,204, ?led Nov. 
9, 1999, and issued on Jun. 12, 2001 as US. Pat. No. 
6,244,957; Which is a continuation of US. patent 
application Ser. No. 08/774,487, ?led Dec. 30, 1996, 
and issued on Jan. 11,2000 as US. Pat. No. 6,012,983; 

the contents of each of Which are incorporated by refer 
ence herein for all purposes. 

FIELD OF THE INVENTION 

[0006] The present invention relates to game playing 
apparatus and methods. 

BACKGROUND OF THE INVENTION 

[0007] Game playing may be based on skill and/or based 
on chance. In games of chance, a player places a Wager on 
one or more games, and may receive a payout based on the 
outcome of the game and/or the Wager. Games of chance 
may occur via various devices or may be conducted Without 
a device. Examples of devices for games of chance include, 
Without limitation, video poker machines, video blackjack 
machines, mechanical slot machines, and video slot 
machines. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0008] FIG. 1 is a block diagram of one embodiment of 
the present invention. 

[0009] FIG. 2 is a block diagram of a server of one 
embodiment. 

[0010] FIG. 3 is a block diagram of a gaming device of 
one embodiment. 

[0011] FIG. 4 is a tabular representation of one embodi 
ment of a player database. 

[0012] FIG. 5 is a tabular representation of one embodi 
ment of an offer tracking database. 
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[0013] FIG. 6 is a How chart representing one embodi 
ment of a process that may be performed by a gaming 
device. 

[0014] FIG. 7 is a How chart representing one embodi 
ment of a process that may be performed by a gaming 
device. 

[0015] FIG. 8 is a How chart representing one embodi 
ment of a process that may be performed by a gaming 
device. 

[0016] FIG. 9 is a How chart representing one embodi 
ment of a process that may be performed by a gaming 
device. 

[0017] FIG. 10 is a How chart representing one embodi 
ment of a process that may be performed by a gaming 
device. 

[0018] FIG. 11 is a display according to one embodiment. 

[0019] FIG. 12 is a display according to another embodi 
ment. 

[0020] FIG. 13 is a tabular representation of a payout table 
according to one embodiment. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0021] Applicants have recogniZed that many different 
types of players Would ?nd it appealing to ensure they Will 
enjoy one or more aspects of a Winning experience. For 
example, many types of players Would ?nd it appealing to be 
guaranteed a Win at a game of chance, to be guaranteed to 
achieve a Winning outcome, to be guaranteed to achieve one 
or more game elements, or to be guaranteed a positive 
payout amount. 

[0022] Some types of players Would ?nd it appealing to be 
ensured they Will receive a particular outcome. For example, 
a player may ?nd it appealing to have play of a game 
continue until a particular outcome is achieved. Some play 
ers may ?nd it appealing to be able to receive a payout 
amount that corresponds to a number of iterations required 
to achieve a particular outcome. Many different types of 
players Would ?nd it appealing to be able to designate a 
particular outcome as an outcome that, if achieved, Will end 
a game and/or Will result in a positive payout amount being 
provided to the player. 

[0023] Some types of players Would ?nd it appealing to be 
guaranteed the occurrence of one or more aspects of a 
Winning experience in exchange for a payment. For 
example, some players Would ?nd it appealing to provide a 
payment and in return be permitted to have play of a game 
continue until he Wins. Some players Would also ?nd it 
appealing to be able to break a “cold streak” at a game of 
chance by guaranteeing the occurrence of one or more 
aspects of a Winning experience. 

[0024] Applicants have also recogniZed that many differ 
ent types of parties Would bene?t in various Ways from 
participating in a payout to a player. Also, many different 
types of parties, including Without limitation merchants and 
casinos, may bene?t from the use by players of gaming 
devices that offer opportunities to players to enjoy aspects of 
a Winning experience. 
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1 . System 

[0025] Referring noW to FIG. 1, a system 100 according 
to one or more embodiments of the present invention 
includes server 102 that is in communication With gaming 
devices 108, 110 and 112. Each of the gaming devices may 
comprise one or more computing devices, such as those 
based on the Intel® Pentium® processor, adapted to com 
municate With the server 102, and/or may comprise a 
personal computer; a portable type of computer, such as a 
laptop computer, a palm-top computer, a Wearable computer, 
or a hand-held computer; and/or a Personal Digital Assistant 
(PDA). Other equivalent devices capable of performing the 
methods speci?ed herein are Well knoWn in the art. 

[0026] Any number of gaming devices may be in com 
munication With the server 102. The number of each 
depicted in FIG. 1 is solely for purposes of illustration 

[0027] The server 102 may communicate With the gaming 
devices directly or via a network, including, Without limi 
tation, the Internet, Wireless netWork protocol, local area 
netWork or a combination thereof; through a Web site 
maintained by the server 102 on a remote server; or over an 

on-line data netWork including, Without limitation, commer 
cial on-line service providers and bulletin board systems. 
The server 102 may communicate With the gaming devices 
directly or indirectly. In some embodiments, the devices 
may communicate With the server 102 over RF, cable TV, 
satellite links and the like. 

[0028] 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 lntemet may not transmit data to the other device for 
Weeks at a time. 

[0029] The server 102 may function as a “Web server” that 
generates Web pages (documents on the Web that typically 
include an HTML ?le and associated graphics and script 
?les) that may be accessed via the Web and alloWs commu 
nication With the server 102 in a manner knoWn in the art. 

[0030] FIG. 1 depicts only an embodiment of the inven 
tion. Other arrangements of devices to perform various 
methods speci?ed herein Will be readily appreciated by 
those of skill in the art. 

2. Devices 

[0031] FIG. 2 illustrates an embodiment of the server 102. 
The server 200 may be implemented as a system controller, 
a dedicated hardWare circuit, an appropriately programmed 
general-purpose computer, or any other appropriate device 
including, Without limitation, electronic, mechanical or elec 
tro-mechanical devices. 

[0032] The server 200 of the illustrated embodiment com 
prises a processor 201, such as one or more Inte1® Pen 
tium® microprocessors. The processor 201 is in communi 
cation With a data storage device 202. The data storage 
device 202 comprises magnetic memory, optical memory, 
semiconductor memory or any combination thereof. The 
data storage device 202 may include, for example, Random 
Access Memory (RAM), Read-Only Memory (ROM), a 
compact disc and/or a hard disk. The processor 201 and the 
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storage device 202 may each be, for example: (i) located 
entirely Within a single computer or computing device; or 
(ii) connected to each other by a remote communication 
medium including, Without limitation, a serial port cable, a 
telephone line, a netWork connection or a radio frequency 
transceiver. In some embodiments, the server 102 may 
comprise one or more computers that are connected to a 

remote server computer for maintaining databases. 

[0033] The data storage device 202 stores a program 203 
for controlling the processor 201. The processor 201 per 
forms instructions of the program 203, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
program 203 may be stored in a compressed, uncompiled 
and/or encrypted format, as Well as in a variety of other 
forms knoWn in the art. The program 203 furthermore 
includes program elements that may be necessary, including, 
Without limitation, an operating system, a database manage 
ment system and “device drivers” for alloWing the processor 
201 to interface With one or more peripheral devices. Appro 
priate program elements are Well knoWn to those skilled in 
the art, and need not be described in detail herein. 

[0034] According to an embodiment of the present inven 
tion, the instructions of the program 203 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from a hard drive or ROM. Execution of 
sequences of the instructions in program 203 causes pro 
cessor 201 to perform process steps described herein. In 
alternative embodiments, hard-Wired circuitry may be used 
in place of, or in combination With, softWare instructions for 
implementation of one or more processes of the present 
invention, as Would be understood by those of skill in the art. 
Thus, embodiments of the present invention are not limited 
to hardWare, softWare or any speci?c combination of hard 
Ware and softWare. 

[0035] The storage device 202 also stores a player data 
base 210, described in detail beloW. 

[0036] FIG. 3 illustrates an embodiment of a gaming 
device. Well-knoWn examples of gaming devices include, 
Without limitation, slot machines. Well-knoWn examples of 
slot machines include, Without limitation, video poker 
machines, video blackjack machines, mechanical slot 
machines, video slot machines, video keno machines, video 
bingo machines, pachinko machines, and video lottery ter 
minals. The gaming device may be implemented as a 
dedicated hardWare circuit, an appropriately programmed 
general-purpose computer, or any other appropriate device 
including, Without limitation, electronic, mechanical or elec 
tro-mechanical devices. Accordingly, the gaming device 
need not include the various exemplary components 
depicted in FIG. 3. 

[0037] The gaming device 300 of the illustrated embodi 
ment comprises a processor 301, such as one or more Intel® 
Pentium® microprocessors. The processor 301 is in com 
munication With a data storage device 302. The data storage 
device 302 comprises magnetic memory, optical memory, 
semiconductor memory or any combination thereof. The 
data storage device 302 may include, for example, Random 
Access Memory (RAM), Read-Only Memory (ROM), a 
compact disc and/or a hard disk. The processor 301 and the 
storage device 302 may each be, for example: (i) located 
entirely Within a single computer or computing device; or 
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(ii) connected to each other by a remote communication 
medium, including, Without limitation, a serial port cable, a 
telephone line, a netWork connection or a radio frequency 
transceiver. In some embodiments, the gaming device may 
comprise one or more computers that are connected to a 
remote server computer for maintaining databases. 

[0038] The data storage device 302 stores a program 303 
for controlling the processor 301. The processor 301 per 
forms instructions of the program 303, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
program 303 may be stored in a compressed, uncompiled 
and/or encrypted format, as Well as in a variety of other 
forms knoWn in the art. The program 303 furthermore 
includes program elements that may be necessary, including, 
Without limitation, an operating system, a database manage 
ment system and “device drivers” for alloWing the processor 
301 to interface With one or more peripheral devices. Appro 
priate program elements are Well knoWn to those skilled in 
the art, and need not be described in detail herein. 

[0039] According to an embodiment of the present inven 
tion, the instructions of the program 303 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from a hard drive or ROM. Execution of 
sequences of the instructions in program 303 causes pro 
cessor 301 to perform process steps described herein. In 
alternative embodiments, hard-Wired circuitry may be used 
in place of, or in combination With, softWare instructions for 
implementation of the processes of the present invention, as 
Would be understood by those of skill in the art. Thus, 
embodiments of the present invention are not limited to 
hardWare, softWare or any speci?c combination of hardWare 
and softWare. 

[0040] The storage device 302 also stores an offer tracking 
database 318, described in detail beloW. 

[0041] The processor 301 may also be in communication 
With a cash dispenser 304, Which dispenses coins and/or bills 
to players that have requested to have funds be dispensed. In 
another example, the cash dispenser 304 may dispense bills 
and/ or tokens Without a request by a player to have funds be 
dispensed (e.g., may dispense automatically in response to a 
signal from the processor 301). 

[0042] The processor 301 may also be in communication 
With a player tracking card device 306, Which preferably 
performs functions related to player tracking cards, such as 
reading player tracking cards and communicating informa 
tion read from such cards to the processor 301. Typically, 
information read from such cards includes unique player 
identi?ers, such as a sequence of digits or a sequence of 
alphanumeric characters. 

[0043] The processor 301 may also be in communication 
With a player input device 308, Which receives input from 
the player. Input device 308 may comprise a variety of 
devices, including, Without limitation, one or more buttons, 
touch screens, handles, keypads, pointer devices (e.g., a 
mouse, a trackball), microphones or any combination of the 
above. 

[0044] The processor 301 may also be in communication 
With a printer 310, Which may be commanded to print onto 
a substrate, such as paper or other material. Printing may be 
via ink jet, laser printing or other methodology for register 
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ing indicia on a substrate. Alternatively, the substrate may be 
registered With indicia by deforming the substrate in a 
variety of Ways knoWn in the art, including, Without limi 
tation, punching holes in the substrate and raising and/or 
loWering portions of the substrate relative to other portions. 
The printer 310 may be used for printing, e.g., receipts, 
coupons, or tickets. 

[0045] The processor 301 may also be in communication 
With a ticket reader 312, Which is capable of reading, for 
example, receipts, coupons and/or tickets, and particularly 
indicia registered on any such substrates. The ticket reader 
312 may use optical sensing of printed indicia, for example, 
and optical character recognition to read indicia from a 
ticket inserted in the ticket reader 312. 

[0046] The processor 301 may also be in communication 
With a credit card reader 314. Such devices are knoWn in the 
art, and generally alloW a card such as a credit card or debit 
card to be inserted thereWithin. The card may include a 
magnetic stripe or other form of data storage, Which the 
credit card reader 314 is capable of sensing and interpreting. 
Typically, the credit card reader alloWs a credit card trans 
action to be processed by communication With a credit card 
clearinghouse in a manner knoWn in the art. 

[0047] The processor 301 may also be in communication 
With a display screen 316, Which displays images in a 
manner knoWn in the art. Typical display screens include, 
Without limitation, liquid crystal displays, plasma displays 
and video display monitors. 

3. Databases 

[0048] Any databases noted above are described in detail 
beloW and depicted With exemplary entries in the accom 
panying ?gures. As Will be understood by those skilled in the 
art, the schematic illustrations and accompanying descrip 
tions of the databases presented herein are exemplary 
arrangements for stored representations of information. A 
number of other arrangements may be employed besides 
those suggested by the tables shoWn. For example, those 
skilled in the art Will understand that the number and/or 
content of the databases can be different from those illus 
trated herein. The exemplary information of tWo or more 
described databases alternatively may be included in one 
database. Further, the exemplary information of one 
described database alternatively may be included in more 
than one database. Similarly, the illustrated entries of the 
databases represent exemplary information only; those 
skilled in the art Will understand that the number and/or 
content of the entries can be different from those illustrated 
herein. Based on the present disclosure many other arrange 
ments of data Will be readily understood by those of skill in 
the art. 

[0049] 3.1. Player Database 

[0050] FIG. 4 is a tabular representation 400 of the player 
database 210 of FIG. 2. The tabular representation 400 of 
the player database 210 includes a number of example 
records or entries, each indicating a player. Those skilled in 
the art Will understand that the player database 210 may 
include any number of entries. The tabular representation 
400 also de?nes ?elds for each of the entries or records. The 
?elds specify: (i) a player identi?er 402 that uniquely 
identi?es the player, such as a player tracking card number; 
(ii) a player name 404; (iii) a ?nancial account identi?er 406 
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of the player, Which may represent, for example, a credit 
card account, a debit card account and other ?nancial 
accounts; (iv) a home address 408 of the player; (V) an email 
address 410 of the player; (vi) a demographic 412 of the 
player, Which may indicate, for example, the gender, age, 
residence, income and/or occupation of the player; (vii) a 
preferred primary outcome 414 of the player, Which pro 
vides an indication of one or more initial outcomes from 

Which, or based on Which, the player prefers to pursue one 
or more target outcomes; (viii) a preferred target outcome 
416 of the player, Which provides an indication of one or 
more outcomes that the player prefers to achieve; and (ix) a 
historical theoretical Win 418 of the player, based on, for 
example, the number and types of games the player has 
played. 

[0051] Not all of the ?elds depicted in FIG. 4 are required, 
and various substitutions, deletions and other changes to the 
tabular representation Will be readily apparent to those of 
ordinary skill in the art. For example, the preferred primary 
outcome is not needed in many embodiments. The depicted 
?elds, for example the demographic information, are for 
illustration only. Various other forms of demographic infor 
mation are described herein and still others Will be readily 
apparent to those of skill in the art. 

[0052] 3.2. Offer Tracking Database 

[0053] FIG. 5 is a tabular representation 500 of the offer 
tracking database 318 of FIG. 3. The tabular representation 
500 of the offer tracking database 318 includes an example 
record or entry indicating information about an exemplary 
offer. Those skilled in the art Will understand that the offer 
tracking database 318 may include any number of entries. 
The tabular representation 500 also de?nes ?elds for the 
entries or records. The ?elds specify: (i) a player identi?er 
502 that uniquely identi?es a player; (ii) a primary outcome 
504 that includes a representation of a primary outcome 
associated With an offer, such as a primary hand or a primary 
set of game symbols; (iii) a target outcome 506 that includes 
a representation of a target outcome associated With the 
offer, such as a target hand or target set of symbols that the 
player desires to achieve; (iv) a current outcome 508 that 
includes a representation of a current outcome, such as a 
current hand or current set of game symbols; (v) a number 
of iterations 510 determined thus far in association With the 
offer; (vi) a maximum number of iterations 512 alloWed the 
player, if applicable to the offer; and (vii) an offer end time 
514 that corresponds a maximum amount of time alloWed to 
achieve the target outcome, if applicable to the offer. 

[0054] The tabular representation 500 of the offer tracking 
database 318 also de?nes a ?eld specifying an expected 
payout 516 that the player Would be provided by accepting 
an offer that guaranteed the target outcome. The tabular 
representation 500 of the offer tracking database 318 also 
de?nes a representation of a payout table associated With the 
offer being tracked. The representation of the payout table 
also de?nes ?elds, Which specify: (i) an iteration 518 that 
indicates a particular iteration corresponding to an attempt to 
achieve the target outcome 506, such as the generation of a 
hand of cards or one or more game symbols; (ii) a prob 
ability of achieving the target outcome 520 on the particular 
iteration; and (iii) a payout amount 522 that indicates an 
amount to be provided to the player if the target outcome is 
achieved on the particular iteration. 
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[0055] Not all of the ?elds depicted in FIG. 5 are required, 
and various substitutions, deletions and other changes to the 
tabular representation Will be readily apparent to those of 
ordinary skill in the art. For example, the maximum number 
of iterations 512 is not needed in many embodiments. As 
another example, neither the player identi?er 502, the maxi 
mum amount of time alloWed 514, nor the probability of 
achieving the target outcome 520 is needed in many embodi 
ments. The depicted ?elds, for example the primary, target, 
and current outcomes, are for illustration only. Various other 
types and/ or representations of outcomes are described 
herein and still others Will be readily apparent to those of 
skill in the art. 

[0056] The representation of the values for payout 
amounts 522 are depicted in FIG. 5 in terms of a number of 
coins. Payout amounts may alternatively be represented as a 
variable ‘X’. In other Words, the ratio of values for any tWo 
payout amounts may be a constant. Many other representa 
tions are possible. For example, the payout amount 522 may 
include for each respective iteration a dollar amount (or 
credit amount, etc.). 
4. Processes 

[0057] Referring to FIG. 6, a How chart 600 represents an 
embodiment of the present invention that may be performed 
by a gaming device, including, Without limitation, a slot 
machine or video poker machine. The particular arrange 
ment of elements in the How chart of FIG. 6, as Well as the 
other How charts discussed herein, is not meant to imply a 
?xed order to the steps; the steps can be practiced in any 
order that is practicable for various embodiments of the 
present invention. 

[0058] A gaming device determines a primary outcome 
(step 610) and determines a target outcome (step 620). The 
target outcome is usually but not alWays determined by 
receiving an indication of a designation of the target out 
come by a player. The target outcome is typically, but not 
alWays, based on the primary outcome. The gaming device 
also determines a payout table (step 630). The payout table 
is preferably, but not necessarily, based on the target out 
come. The gaming device also receives an indication of a 
Wager by a player (step 640). The gaming device generates 
a secondary outcome Without requiring any additional Wager 
(step 650) and then determines Whether the secondary 
outcome matches the target outcome (step 660). In some 
embodiments, the secondary outcome is generated based on 
the primary outcome. For example, the secondary outcome 
may include at least one game symbol or element included 
in the primary outcome. If the secondary outcome matches 
the target outcome, a payout is provided to the player (step 
670) in a manner knoWn in the art, for example, by adjusting 
a credit balance. If the secondary outcome does not match 
the target outcome, another secondary outcome is generated 
Without requiring any additional Wager (step 650) and the 
process continues. 

[0059] In some embodiments of the present invention, 
outcomes, including primary outcomes, target outcomes, 
and/or secondary outcomes may be generated based on a 
random or pseudo-random process (e.g., based on a random 
number generator of the gaming device). In some embodi 
ments, outcomes may be determined in accordance With one 
or more payout tables, in a manner Well knoWn in the art. In 
some embodiments, outcomes may be based at least partly 
on the skill of the player. 
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[0060] In one or more embodiments of the present inven 
tion, outcomes may be based at least in part by a selection 
by a player. For example, the player may indicate a prefer 
ence for a target outcome or primary outcome. Some 
embodiments provide for determining an outcome in 
response to a signal from a player. Players, for example, may 
request the generation of an outcome, or alternatively may 
indicate a preference for an outcome, by using a player input 
device of gaming device. For example, the gaming device 
may receive a signal via a button, a handle, or a touch screen. 

[0061] Some embodiments provide for determining an 
outcome after or in response to receiving an indication of a 
Wager by a player. In some alternative embodiments, a 
primary or target outcome is determined (e.g., generated by 
a gaming device) before receiving a Wager from a player. In 
some embodiments, outcomes may be determined by the 
gaming device or by a server automatically. 

[0062] In some embodiments of the present invention, 
outcomes (e.g., generated outcomes, indications of preferred 
outcomes) may be received by a gaming device from a 
player and/or a server. For example, a gaming device may 
display a representation of one or more outcomes to a player 
(e.g., via a menu), and receive an indication of at least one 
outcome selected by the player. 

[0063] In some embodiments, outcomes or indications of 
outcomes may be received by a gaming device via a signal, 
a computer-readable medium, and/or a computer-readable 
memory. For example, a player may use a Wireless PDA to 
beam a selection of a target outcome to an appropriately 
con?gured gaming device. In another example, an indication 
of an outcome may be stored on a memory of a player 
tracking card or other portable memory. In some embodi 
ments, indications of outcomes may be received via a receipt 
or ticket. For example, a player may have started a session 
at a ?rst gaming device and established a primary outcome 
and a target outcome, and received one or more secondary 
outcomes. An indication of such outcomes may be output to 
a player tracking card, or, alternatively, indicated on printed 
substrate, such as a gaming receipt. Then, the player may 
continue a guaranteed outcome session at a second gaming 
device by having the second gaming device read the gaming 
receipt or the player tracking card. 

[0064] In some embodiments, outcomes of games of 
chance may comprise, Without limitation, a slot reel, a slot 
reel symbol, a card, and/or a hand of cards. Other types of 
game elements or symbols and con?gurations of such ele 
ments are Well knoWn in the art. In some embodiments, the 
primary outcome is a losing outcome according to a standard 
payout table associated With the game of chance. In some 
embodiments, the primary outcome and/or target outcome 
are predetermined; the player is not given a choice. 

[0065] In some embodiments, the target outcome is deter 
mined based on the primary outcome. For example, the 
target outcome has a higher associated rank than the primary 
outcome. In another example, the target outcome includes at 
least one game element or symbol that is included in the 
primary outcome. 

[0066] A primary outcome may be any random or non 
random set of information, including, Without limitation, a 
con?guration of symbols along the pay line of a slot 
machine, a set of cards that appear face-up on a video poker 
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machine, a set of numbers appearing on a video keno 
machine, and so on. Some exemplary primary outcomes are: 

[0067] Lemon-lemon-bar (e.g., appearing on a three 
reel slot machine) 

[0068] A(h), A(s), A(d), J(h), 4(h) (e.g., appearing on a 
video poker machine) 

[0069] Dealer: K(s), unknoWn; Player: 10(d), 2(h) (e.g., 
appearing on a video blackjack machine) 

[0070] In some embodiments, a primary outcome is gen 
erated automatically, Without initiation by the player. In one 
embodiment, the primary outcome is alWays the same out 
come; the player does not get to designate a desired primary 
outcome or have a primary outcome generated. For example, 
the primary outcome in a video poker game might alWays 
be: K(s), Q(s), J(s), 10(s), 2(d). This primary outcome 
Would, advantageously, alWays alloW a player to draW to a 
royal ?ush, the most exciting outcome in video poker. 

[0071] In other embodiments, the player chooses the pri 
mary outcome. The player may, for example, choose to have 
tWo reels of a three-reel slot machine read: bar-bar. The 
player then gets to spin the third reel in order to achieve a 
bar-bar-bar outcome. 

[0072] In some embodiments, the target outcome Will 
typically be an improvement over the primary outcome. For 
example, if the primary outcome is a poker hand, then the 
target outcome Will typically be a poker hand of higher rank. 
In another example, if the primary outcome is a losing 
symbol con?guration at a slot machine, then the target 
outcome Will typically be a Winning one. In yet another 
example, if the primary outcome at a slot machine is a 
Winning symbol con?guration, then the target outcome may 
be an outcome With an even higher value. 

[0073] A target outcome Will typically, but not alWays, 
bear some resemblance to the primary outcome. For 
example, if a primary outcome in video draW poker is: A(d), 
A(h), 6(c), 6(s), 2(d), then the target outcome may be either 
a hand With three aces and tWo sixes, or tWo aces and three 
sixes, i.e., a full house. Although a target outcome might be 
a straight (e.g., A(d), K(h), Q(s), J(s), l0(h)), a straight 
Would bear little resemblance to the primary outcome and 
Would therefore be reasonably improbable given the primary 
outcome. Of course, the target outcome could be the 
described straight, or any desired outcome in accordance 
With some embodiments. Similarly, in a three-reel slot game, 
a target outcome of bar-bar-bar Would be typical given a 
primary outcome of bar-bar-orange. 

[0074] The folloWing are exemplary pairs of primary 
(shoWn ?rst) and target outcomes (shoWn second): 

[0075] cherry-cherry-orangeQcherry-cherry-cherry 
(on a three-reel slot machine) 

[0076] teapot-teapot-mug-donut-saucerQteapot-tea 
pot-teapot-any-any (on a ?ve-reel slot machine) 

[0077] A(h), 1G1), 9(11), 6(h), 2(S)rA(h), 1G1), 9(11), 
6(h), any(h) (on a video poker machine) 

[0078] AQA, J (in video blackjack) 

[0079] In many embodiments, the gaming device antici 
pates the target outcome based on the primary outcome. For 
example, if the primary outcome differs by only one card or 
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one symbol from a Winning outcome (e.g., in a standard 
payout table), then the gaming device may anticipate that the 
Winning outcome Will be the target outcome. The gaming 
device may then have the anticipated target outcome as a 
default target outcome, subject to change if the player so 
desires. 

[0080] For example, if the primary outcome is “bell-bell 
lemon,” then the gaming device may execute a program to 
compare the primary outcome to all Winning outcomes 
stored in a Winning outcome database (not shoWn). The 
gaming device may determine that the “bell-bell-lemon” 
outcome differs from the Winning outcome of “bell-bell 
bell,” in only the third symbol. Therefore, the gaming device 
may display “bell-bell-bell” as the target outcome. If the 
player then Wishes, he may still select a differing target 
outcome using menus or using some other method. HoW 
ever, in some embodiments, the player has no choice as to 
the target outcome. Rather, the target outcome is set auto 
matically by the gaming device. 

[0081] In some embodiments, there are multiple target 
outcomes. For example, a player holding a hand of J(s), 
10(s), 9(s), 8(s), 5(h), in video draW poker, may have target 
outcomes of any straight, or any ?ush. Thus, if the player 
discards the 5(h) and draWs any 7 or any Q, he achieves a 
target outcome of a straight. If the player draWs any spade, 
then he achieves a target outcome of a ?ush. If the player 
draWs a seven of spades or a queen of spades, then he 
achieves a straight ?ush, Which may have a higher payout 
than either a simple straight or a simple ?ush. 

[0082] Once again, the gaming device may automatically 
set the multiple target outcomes. In one embodiment, target 
outcomes are set automatically to be any outcomes of higher 
rank or higher value than the primary outcome. In video 
poker, target outcomes might be any hands With higher 
poker rankings than that of the primary hand. In a slot 
machine embodiment, target outcomes may be any out 
comes With typical payouts higher than that of the primary 
outcome. 

[0083] In some embodiments, target outcomes are any 
outcomes of higher rank or value that can be achieved by 
changing only a particular subset of the cards or symbols 
associated With the primary outcome. For example, to gen 
erate a secondary outcome, a player may only be able to spin 
one reel of a three-reel slot machine. Then, if a primary 
outcome Was “bar-bar-seven”, the player Would be able to 
achieve a target outcome of “bar-bar-bar”, but not of “seven 
seven-seven”, since the latter Would require the spin of more 
than one reel from the primary outcome. 

[0084] In a reel slot machine embodiment, the player 
begins by selecting the symbol for the ?rst reel in the target 
outcome. He highlights the “bar” in a menu containing a 7, 
bell, cherry, plum, bar, and orange. He repeats the process 
for the second and third reels. FIG. 11 shoWs an exemplary 
display 1100 from Which a player selects target outcomes. In 
FIG. 11, the player has already selected the ?rst tWo 
symbols 1102, 1104 ofa target outcome, both ofthese being 
“bar”. The player is in the process of choosing the third 
symbol 1106 of the target outcome by selecting the third 
symbol from a menu of possible symbols. 

[0085] In a related embodiment, a player does not select a 
target outcome symbol by symbol or card by card. Rather, 
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the player selects a complete outcome from a list of out 
comes. For example, the player selects “bar-bar-bar” from a 
menu of outcomes rather than selecting “bar” from a menu 
for the ?rst reel, “bar” from the menu of the second reel, and 
then “bar” from the menu for the third reel. In either 
embodiment, the player may touch areas on the screen of the 
device in order to indicate menu choices. For example, the 
player touches the area on a screen Where an “orange” 
symbol is displayed so as to select “orange” as a target 
outcome for the ?rst reel of the slot machine. The player 
might also press plastic buttons on the gaming device, each 
button corresponding to a symbol, card, or outcome to be 
selected. In another embodiment, the player scrolls through 
menus using arroW buttons. An “enter” button may be used 
to con?rm a highlighted choice. Many other input mecha 
nisms are possible, including those that use keyboards, 
computer mice, or voice inputs. 

[0086] Once the player or the gaming device has deter 
mined a target outcome, the target outcome may be stored, 
for example, in the offer tracking database 318. 

[0087] According to various embodiments, the gaming 
device may determine a payout table based on the primary 
and target outcomes. In many embodiments, the payout table 
describes hoW much money the player receives as a function 
of the number of secondary outcomes that must be generated 
before a secondary outcome matches the target outcome. 

[0088] In one example, a video poker player holds: l0, l0, 
3, 3, 6. The target outcome is any full house, i.e.: l0, l0, 3, 
3, 10 or l0, l0, 3, 3, 3. The player is to keep draWing and 
discarding the ?fth card until he draWs another 10 or a 3. The 
payout table indicates that, for a Wager of 5 coins the player 
Will Win 15 coins if he achieves a full house the ?rst time he 
draWs, 10 coins if he achieves a full house the second time 
he draWs, 8 coins if he achieves the full house the third time 
he draWs, and so on. 

[0089] A payout table may individually list a particular 
payout for each possible number of iterations. In the previ 
ous example, With a standard ?fty-tWo card deck, the player 
is guaranteed to draW either a 10 or a 3 Within 44 tries, so 
long as discarded cards are not reinserted into the deck. 
Thus, a corresponding payout table may have a total of 44 
entries. The ?rst line gives the payout for achieving the full 
house on the ?rst draW, the second line gives the payout for 
achieving the full house on the second draW, and so on. In 
another embodiment, the payout table describes a single 
payout in association With achieving the target outcome(s) in 
a range of tries. For example, the payout table has a single 
line that gives the payout for achieving the target outcome 
in thirteen or more tries. Other con?gurations of information 
about payouts and iterations Will be understood by those of 
skill in the art. 

[0090] In one embodiment, the payout table is structured 
to provide the player With an expected payout that is less 
than the amount of the player’s Wager. For example, the 
payout table may be structured such that the player receives, 
on average, 95 cents for every dollar Wagered on the target 
outcome. In some embodiments, hoWever, the payout table 
may provide the player With an expected payout that is 
greater than the amount of his Wager. This may occur, for 
example, if the primary outcome is itself a special outcome. 
For example, a primary outcome of a straight in video poker 
is typically a Winning outcome. The player may therefore be 
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given a payout table With a positive expected return if the 
player draws to the straight ?ush. A player might also be 
granted a payout table With a positive expected payout if, for 
example, the player agrees to do business With a particular 
merchant. For example, the player might agree to sWitch his 
long distance service provider. The long distance service 
provider might then sponsor a payout table With a positive 
expected return. In embodiments Where the payout table 
provides the player With an expected payout greater than the 
amount of his Wager, the player may be limited in the 
amount of his Wager. 

[0091] In another embodiment, the player is involved in a 
standard game of video poker before deciding to sWitch to 
a version of the game described by one or more embodi 
ments herein. For example, the player has been dealt a ?rst 
?ve card hand. The player noW has one opportunity to 
discard and draW additional cards before the game is 
decided. HoWever, after being dealt the initial ?ve-card 
hand, the player may sWitch to the game Where he continues 
to draW neW cards until he achieves one of a set of target 
outcomes. In this case, the payout table may be structured so 
that the expected Winnings for the player in the neW version 
of the game are related to What the player’s expected 
Winnings Would be in the old version of the game. For 
example, the expected Winnings from both versions of the 
game might be identical. 

[0092] To illustrate an example, a 6/9 Jacks or BetterTM 
video draW poker player holds: A(d), K(d), Q(d), J(d), 4(h). 
With proper play, the player Will discard the 4(h) and draW 
a neW card. The neW card can give the player a number of 
favorable outcomes. Any ace, king, queen, or jack (a total of 
12 possibilities in a diminishing deck) Will give the player a 
pair. The payout for a pair, jacks or better, is 1 token. A 10(s), 
10(h), or 10(c), a total of three possibilities, Will give the 
player a simple straight, With a payout of 4 tokens. A 9 
through 2 of diamonds (8 possibilities), Will give the player 
a simple ?ush, With a payout of 6 tokens. Finally, a 10(d), or 
one possibility, Will give the player a royal straight ?ush, 
With a payout of 800 tokens. Thus, the expected payout to a 
player With the above hand is: 

EVpair + EVstraight + 

E V?ush + 

E Vroyal straight flush 

8/47 X 6 tokens + 1/47 X 800 tokens 

: 18.55 tokens 

[0093] Therefore, if the player decides to play the version 
of the game Where he keeps draWing until he gets the royal 
straight ?ush, he may be given a payout table With an 
expected payout of 18.55 tokens, or nearly so. For example, 
the player may receive 400 tokens for achieving the royal 
straight ?ush on the ?rst draW, 50 tokens on the second, then 
40, 30, 25, 22, 20, 18, 15, 12, 10, 10, 10, 10, 10, and 6tokens 
thereafter. The expected Winnings for the player can be 
derived by multiplying the Winnings paid for achieving the 
target outcome on a given iteration times the probability of 
achieving the target outcome on that iteration. In this 
example, the player is equally likely to achieve the target 
outcome on each of 47 possible iterations. The probability in 
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each case is 1/47, as there are 47 cards remaining in the 
52-card deck, and only one of them, the 10(d), provides the 
player With the target outcome. The individual products are 
then added up. The expected Winnings for the player are 
then: 

1/47x400 tokens+l/47x50 tokens+l/47x40 tokens+l/ 
47x30 tokens+l/47x25 tokens+ . . . +1/47x6 tokens= 

18.51 tokens 

[0094] The expected Winnings for the player in the second 
version is 18.51 tokens, comparable to the player’s expected 
Winnings in the ?rst version. Advantageously, in the second 
version, the player is guaranteed at least 6 tokens. In the ?rst 
version, the player might have Won nothing, and may have 
been very disappointed. 

[0095] For a particular combination of primary outcome 
and target outcome, the gaming device may have a pre 
stored payout table. Alternatively, the gaming device may 
generate the payout table only after a primary outcome has 
been achieved and a target outcome has been speci?ed. 
Then, based on the particulars of the game, the gaming 
device may determine the probability of achieving the target 
outcome in each of one, tWo, three, etc., iterations. The 
gaming device may then assign payouts for achieving the 
target outcomes in each of one, tWo, three, etc., iterations so 
as to keep the expected Winnings for the player beloW that 
of the player’s Wager. 

[0096] A gaming device may be constrained to assign 
payouts corresponding to one, tWo, three, etc. iterations in 
such a Way as to result in a required expected payout. 
HoWever, there may remain signi?cant leeWay in hoW the 
payouts are assigned. For example, at one extreme, all 
payouts are the same, regardless of the iteration on Which the 
player achieves the target outcome. In this case, each payout 
Would be equal to the expected payout. Typically, but not 
alWays, the payout for achieving the target outcome on the 
?rst iteration Will be larger than the payout for achieving the 
target outcome on the second iteration, and the payout for 
the second iteration larger than that for the third, and so on. 

[0097] Accordingly, the gaming device may Work under 
the additional constraints of setting the payout for the ?rst 
iteration at some multiple of the payout for the second 
iteration, and the payout for the second iteration at some 
multiple of the payout for the third iteration, and so on. For 
example, for a target outcome that must be achieved in, at 
most, ?ve iterations, a gaming device may be required to set 
the payout table such that the expected payout is 24 coins, 
and the payouts are in the proportion 11:8:6:4:1. If a player 
is equally likely to achieve the target outcome on each of the 
?ve iterations, then the payout table must be: 44, 32, 24, 16, 
4, With each number corresponding to its respective itera 
tion. Aside from a required expected payout, and a required 
proportion betWeen the siZes of the priZes for the different 
iterations, there are many other constraints that might be 
placed on a payout table. 

[0098] A payout table may display payouts in absolute 
terms or as a function of bet siZe. For example, a payout may 
be listed as “10 coins” or it may be listed as “10x”, Which 
Would be ten times the player’s bet. For instance, if the 
player Were to bet 3 coins and Win a “10x” payout, he Would 
Win 30 coins. 

[0099] In one embodiment, a payout table may take the 
form of a tWo dimensional grid. Along one axis, the numbers 
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of iterations required to hit the target outcome may be 
provided. Along another axis, the possible target outcomes 
may be indicated. Thus, each entry Would specify a payout 
for hitting a speci?c target outcome in a speci?c number of 
iterations. FIG. 13 depicts an exemplary representation 
1300 of such a generalized payout table. By vieWing a 
generaliZed payout table, a player can see hoW much he Will 
Win for achieving a straight in 4 iterations, or hoW much he 
Will Win for achieving a ?ush in 6 iterations. 

[0100] A player Who is not satis?ed With a particular 
payout table may select a different target outcome, alloW the 
gaming device to generate a neW payout table, and deter 
mine Whether to accept the neW table. 

[0101] FIG. 12 is an exemplary representation of a display 
1200 of a payout table on a screen. Having just selected a 
target outcome, a player might vieW the resultant payout 
table shoWn in FIG. 12, and might then determine Whether 
to accept the payout table or to select a neW target outcome 
With a payout table potentially more suited to the player’s 
taste. Display 1200 represents the target outcome 1202 and 
indicates a number of tries 1204 corresponding to a number 
of iterations that Will be required to achieve the target 
outcome, in association With a payout 1206 for achieving the 
target outcome on that try. Representative display 1200 
alWays includes a “Continue” button 1208 and a “Select 
NeW Target Outcome” button 1210. According to some 
embodiments, the player is able to request a different target 
outcome if he does not Want to accept the displayed target 
outcome. For instance, the player may not feel the payout 
table is favorable. 

[0102] In another embodiment, the player may specify all 
or part of a payout table. For example, the player may select 
the payout for achieving the target outcome in one iteration. 
The gaming device may then set remaining payouts so as to 
maintain a certain expected payout. If a player tries setting 
too many payouts, With a resultant guaranteed advantage to 
the player, then the gaming device may prevent the player 
from doing so. For example, the player is prevented from 
selecting a payout amount over 300 for achieving his target 
outcome in one iteration. This is because, With a payout of 
300 for the ?rst iteration, the gaming device Would not be 
able to select any combination of payouts for other iterations 
that Would offset the expected value given the player by his 
selection. 

[0103] Once a payout table has been generated for a 
particular combination of primary and target outcome(s), the 
payout table may be stored, for example, in the offer tracking 
database 318. 

[0104] Once a target outcome has been chosen or desig 
nated and the player has accepted the target outcome, the 
player may place a Wager. To place the Wager, the player 
may insert coins or bills into the gaming device, in a manner 
Well knoWn in the art. The player may press buttons or areas 
on the touch screen indicating hoW many coins or credits are 
to be Wagered from a credit balance on the machine. 

[0105] In some embodiments, the player places a Wager 
prior to the generation of the primary outcome. In such 
cases, the player need not necessarily place an additional 
Wager after the primary outcome has been generated. 

[0106] In some embodiments, once the player has placed 
a Wager, the gaming device generates a secondary outcome. 
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In a video poker, video blackjack, or other card game 
embodiment, for example, a secondary outcome may be 
generated by sequentially selecting one or more cards from 
an electronic deck of cards stored in memory. For example, 
if the primary outcome is: A(d), K(d), Q(d), 6(s), 5(s), and 
the target outcome is A(d), K(d), Q(d), J(d), 10(d), then the 
secondary outcome is generated by replacing the 6(s) and 
5(s) With tWo cards from the top of an electronic deck of 
cards stored in the memory of the gaming device. Of course, 
the cards need not come from the top of the deck, but may 
be draWn from the bottom, draWn from some other consis 
tent location, or draWn randomly. 

[0107] In an example of a reel slot machine embodiment, 
a gaming device may use a random number generator to 
select a symbol for one or more of the reels being re-spun. 
Although a reel may have tWenty symbols, each symbol 
need not occur With equal probability. For example, 10 
outputs of the random number generator may correspond to 
a ?rst symbol on a reel, Whereas only 5 outputs of the 
random number generator correspond to the second symbol 
on the reel. 

[0108] In some embodiments, it is desirable for a gaming 
device to be able to generate a target outcome Without 
signi?cantly altering its operations. For example, many 
three-reel slot machines are currently programmed to gen 
erate an outcome involving symbols on all three reels. To 
generate an outcome involving the re-spin of only a single 
reel might require signi?cant modi?cation of the hardWare 
or softWare of the slot machine. Therefore, in one embodi 
ment of this invention, a secondary outcome may be gen 
erated by l) continuously generating potential secondary 
outcomes 2) determining Whether the potential secondary 
outcomes match characteristics of the primary outcome and 
3) designating the current outcome as a secondary outcome 
only if the current outcome has characteristics matching 
those of the primary outcome. As an example, suppose the 
primary outcome on a three-reel slot machine is “lemon 
lemon-bell”. A player designates the target outcome as 
“lemon-lemon-lemon”, and Wishes to re-spin only the third 
reel of the slot machine. Unfortunately, the slot machine is 
not programmed simply to re-spin the third reel. So the slot 
machine spins all three reels and gets “orange-cherry-bar”. 
HoWever, “orange-cherry-bar” is not a proper secondary 
outcome, since obviously, it Would not occur if only the third 
reel Were spun from the primary outcome. So the slot 
machine spins again and gets “bar-cherry-bar”. Once again, 
this is not a proper secondary outcome. The slot machine 
spins again and gets “lemon-lemon-orange”. “Lemon 
lemon-orange” is a proper secondary outcome, since it could 
conceivably occur from the primary outcome by spinning 
only the third reel of the slot machine. So “lemon-lemon 
orange” becomes the ?rst secondary outcome. The process 
then repeats itself until the player achieves the target out 
come. 

[0109] In some embodiments, each secondary outcome 
may be generated from a primary outcome or from a prior 
secondary outcome. For example, a primary outcome in 
video poker is: A(h), K(h), Q(h), 6(s), 2(s). From the primary 
outcome, the player chooses to discard the 6(s) and 2(s) and 
to draW tWo more cards, in an attempt at a royal straight 
?ush. The ?rst secondary outcome comes up as: A(h), K(h), 
Q(h), J (h), 8(d). Since the ?rst secondary outcome is not a 
royal straight ?ush, the player must draW again. In some 
























