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(57) ABSTRACT 
A gaming device such as a slot machine may be operated in 
an automated play mode in Which the need for player input 
is reduced or eliminated. Game play cycles may be continu 
ously performed in the automated play mode Without player 
input. One or more parameters for controlling the automated 
play mode may be determined based on player input and/or 
data or a program stored in the gaming device and/or data or 
a program stored in a controller in communication With the 
gaming device. Termination of the automated play mode 
may result from player input and/or may be determined on 
the basis of a parameter that may be determined on the basis 
of player input or may be determined automatically by the 
gaming device or by a controller in communication With the 
gaming device. 
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METHOD AND APPARATUS FOR 
AUTOMATICALLY OPERATING A GAME 

MACHINE 

CROSS-REFERENCE TO RELATED U.S. 
APPLICATIONS 

[0001] This application is a continuation-in-part of US. 
patent application Ser. No. 09/879,299, ?led Jun. 12, 2001, 
entitled “System and Method for Automated Play of Mul 
tiple Gaming Device”; Which is a continuation-in-part of 
US. patent application Ser. No. 09/437,204, entitled “Auto 
mated Play Gaming Device”, ?led Nov. 9, 1999, and issued 
as US. Pat. No. 6,244,957 on Jun. 12, 2001; Which is a 
continuation of US. patent application Ser. No. 08/774,487, 
entitled “Automated Play Gaming Device”, ?led Dec. 30, 
1996, and issued as US. Pat. No. 6,012,983 on Jan. 11, 
2000. 

[0002] Each of the above-referenced documents is incor 
porated herein by reference. 

[0003] In addition, this application claims the bene?t of 
priority of US. Provisional Patent Application Ser. No. 
60/373,750, ?led Apr. 18, 2002, Which is incorporated 
herein by reference. 

FIELD OF THE INVENTION 

[0004] The present invention is concerned With gaming 
devices such as slot machines, and is more speci?cally 
concerned With facilitating operation of gaming devices. 

BACKGROUND OF THE INVENTION 

[0005] A typical session at a slot machine may last tWo 
hours or more, and may include approximately 1,000 game 
play cycles or “spins”. Conventional slot machines are 
someWhat disadvantageous for players in that if the player 
Wishes to take a break for a feW moments, as, for example, 
to sip a drink, have a conversation With a companion or to 
stretch his or her legs, it may be necessary to interrupt the 
gaming session. This is inconsistent With a typical player’s 
objective, Which is to maximize the number of game play 
cycles that he or she engages in, so as to maximiZe the 
opportunities for Winning a jackpot. 

[0006] Moreover, some slot machine players are of an 
advanced age, such that repeatedly pulling a slot machine 
arm or repeatedly pressing a button to initiate a game play 
cycle may be physically demanding. 

[0007] It accordingly Would be desirable to provide a slot 
machine that is easier and/or more convenient to play than 
conventional slot machines, and/or that can accommodate a 
player’s desire to take a break While continuing to play the 
slot machine. 

[0008] Also, from the point of vieW of the casino, it is 
desirable that the player’s gaming experience be improved, 
and that longer and/or more continuous playing sessions be 
facilitated. 

SUMMARY OF THE INVENTION 

[0009] To overcome the draWbacks of the prior art, novel 
methods and apparatus for automating slot machine play are 
provided. In a ?rst embodiment of the invention, a method 
is provided including receiving an input that indicates selec 
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tion of an automated play mode of a gaming device, initi 
ating the automated play mode of the gaming device, and 
exiting from the automated play mode upon occurrence of 
an exit event. 

[0010] According to a further aspect of the invention, a 
gaming device includes an actuatable portion for indicating 
selection of an automated play mode of the gaming device 
and an arrangement for exiting from the automated play 
mode upon occurrence of an exit event. 

[0011] According to a further aspect of the invention, a 
method includes the steps of setting a limiting criterion of 
play, initiating automated play of a gaming device, and 
terminating automated play of the gaming device upon 
occurrence of the limiting criterion. 

[0012] According to a further aspect of the invention, a 
method includes determining a limiting criterion of play, 
initiating automated play of a gaming device, and terminat 
ing automated play of the gaming device upon occurrence of 
the limiting criterion. 

[0013] The limiting criterion of play may be set or deter 
mined based on one or more of player input, data stored in 
the gaming device, a program Which controls the gaming 
device, data stored in a controller that is in communication 
With the gaming device, and a program Which controls the 
controller. 

[0014] According to a further aspect of the invention, a 
method includes entering a player parameter selection into a 
gaming device, and initiating automated play of the gaming 
device based on the player parameter selection. 

[0015] According to a further aspect of the invention, a 
method includes entering a player parameter selection into a 
gaming device, and terminating automated play of the 
gaming device based on the player parameter selection. 

[0016] According to a further aspect of the invention, a 
method includes inputting a player parameter selection into 
a gaming device, and initiating automated play of the 
gaming device based on the player parameter selection. 

[0017] According to a further aspect of the invention, a 
method includes inputting a player parameter selection into 
a gaming device, and terminating automated play of the 
gaming device based on the player parameter selection. 

[0018] According to a further aspect of the invention, a 
device includes an arrangement for storing a player param 
eter selection, an arrangement for initiating automated and 
repetitive play of a game, and an arrangement for terminat 
ing the automated play in accordance With the player param 
eter selection. 

[0019] According to a further aspect of the invention, a 
gaming device includes an arrangement for receiving a 
player parameter selection, and an arrangement for termi 
nating an automated play session of the gaming device in 
accordance With the player parameter selection. 

[0020] According to a further aspect of the invention, a 
gaming device includes a memory device having a limiting 
criterion of play stored therein, and a processor in commu 
nication With the memory device, Where the processor is 
con?gured for terminating automated play of the gaming 
device in accordance With the limiting criterion. 



US 2006/0252509 A1 

[0021] According to a further aspect of the invention, a 
method includes initiating automated play of a gaming 
device, and terminating automated play of the gaming 
device upon occurrence of a limiting criterion. 

[0022] According to a further aspect of the invention, a 
method includes initiating automated play of a gaming 
device, and terminating automated play of the gaming 
device upon occurrence of an exit event. 

[0023] According to a further aspect of the invention, a 
method includes receiving a monetary deposit, and receiving 
an actuation of an actuatable portion of a gaming device. The 
actuation may simultaneously indicate (a) selection of an 
automated play mode of the gaming device, and (b) a 
number of game play cycles to be performed during the 
automated play mode. 

[0024] According to a further aspect of the invention, a 
gaming device includes a control arrangement for control 
ling operation of the gaming device, and an actuatable 
portion in communication With the control arrangement and 
con?gured to simultaneously indicate (a) selection of an 
automated play mode of the gaming device, and (b) a 
number of game play cycles to be performed during the 
automated play mode. 

[0025] According to a further aspect of the invention, a 
gaming device includes a control arrangement for control 
ling operation of the gaming device, and a ?rst actuatable 
portion in communication With the control arrangement. The 
?rst actuatable portion may be con?gured to simultaneously 
indicate (a) selection of an automated play mode of the 
gaming device, and (b) a ?rst number of game play cycles 
to be performed during the automated play mode. The 
gaming device may further include a second actuatable 
portion in communication With the control arrangement and 
con?gured to simultaneously indicate (a) selection of the 
automated play mode, and (b) a second number of game play 
cycles to be performed during the automated play mode. 

[0026] The actuatable portions referred to in the previous 
three paragraphs and elseWhere herein may include one or 
more push buttons and/or regions of a touch screen. 

[0027] According to a further aspect of the invention, a 
method includes receiving a ?rst signal that indicates selec 
tion of an automated play mode of a gaming device, and, in 
response to receiving the ?rst signal, prompting a player of 
the gaming device to con?rm selection of the automated 
play mode. The method according to this aspect of the 
invention may further include receiving a second signal that 
indicates con?rmation of the selection of the automated play 
mode, and initiating the automated play mode in response to 
receiving the second signal. 

[0028] According to a further aspect of the invention, a 
gaming device includes a ?rst arrangement for receiving a 
?rst signal that indicates selection of an automated play 
mode of the gaming device, and a second arrangement that 
is responsive to the ?rst arrangement and is for prompting a 
player of the gaming device to con?rm selection of the 
automated play mode. The gaming device further includes a 
third arrangement that is associated With the second arrange 
ment and is for receiving a second signal that indicates 
con?rmation of the selection of the automated play mode, 
and a fourth arrangement that is responsive to the third 
arrangement and is for indicating the automated play mode. 
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[0029] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, performing the automated play mode in 
accordance With a parameter, receiving a signal during the 
automated play mode, changing the parameter in response to 
the received signal, and continuing performance of the 
automated play mode in accordance With the changed 
parameter. 

[0030] According to a further aspect of the invention, a 
method includes performing an automated play mode of a 
gaming device at a ?rst rate, and receiving a signal during 
the automated play mode. The method according to this 
aspect of the invention further includes, in response to the 
received signal, performing the automated play mode in 
accordance With a second rate that is different from the ?rst 
rate. 

[0031] Thus the signal may cause operation of the auto 
mated play mode to be speeded up or sloWed doWn. 

[0032] According to a further aspect of the invention, a 
method includes performing an automated play mode of a 
gaming device such that a ?rst amount is Wagered per game 
play cycle, and receiving a signal during the automated play 
mode. The method according to this aspect of the invention 
further includes, in response to the received signal, perform 
ing the automated play mode such that a second amount is 
Wagered per game play cycle, Where the second amount is 
different from the ?rst amount. 

[0033] Thus the signal may cause the automated play 
mode to be changed so as to increase or decrease the amount 
Wagered per game play cycle. 

[0034] According to a further aspect of the invention, a 
gaming device includes a ?rst arrangement for initiating an 
automated play mode of the gaming device, and a second 
arrangement that is associated With the ?rst arrangement and 
is for performing the automated play mode in accordance 
With a parameter. The gaming device according to this 
aspect of the invention further includes a third arrangement 
that is associated With the second arrangement and is for 
receiving a signal during the automated play mode, and a 
fourth arrangement that is responsive to the third arrange 
ment and is for changing the parameter. The gaming device 
according to this aspect of the invention further includes a 
?fth arrangement for continuing performance of the auto 
mated play mode in accordance With the changed parameter. 

[0035] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and, during the automated play mode, 
receiving interaction from a player of the gaming device 
such that the player performs an earning activity. The 
method according to this aspect of the invention further 
includes increasing a credit balance of the gaming device in 
response to the interaction. 

[0036] The earning activity may include one or more of 
ansWering survey questions, vieWing advertisements, and 
broWsing shopping Web sites. 

[0037] According to a further aspect of the invention, a 
gaming device includes a ?rst arrangement for initiating an 
automated play mode of the gaming device, and a second 
arrangement that is associated With the ?rst arrangement and 
is for receiving during the automated play mode interaction 
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from a player of the gaming device such that the player 
performs an earning activity. The gaming device according 
to this aspect of the invention further includes a third 
arrangement that is responsive to the second arrangement 
and is for increasing a credit balance of the gaming device. 

[0038] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and providing a communications function to 
a player of the gaming device during the automated play 
mode. 

[0039] The communications function may include one or 
more of providing long distance telephone service to the 
player and presenting entertainment software such as a 
motion picture or recorded music to the player. 

[0040] According to a further aspect of the invention, a 
gaming device includes a ?rst arrangement for initiating an 
automated play mode of the gaming device, and a second 
arrangement for providing a communications function to a 
player of the gaming device during the automated play 
mode. 

[0041] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and performing a plurality of game play 
cycles during the automated play mode. The method accord 
ing to this aspect of the invention further includes providing 
a ?rst payout as a result of a ?rst one of the game play cycles 
and providing a second payout as a result of a second one of 
the game play cycles, the second payout being different from 
the ?rst payout. The method according to this aspect of the 
invention further includes delaying a start of a next game 
play cycle after the ?rst one of the game play cycles and not 
delaying a start of a next game play cycle after the second 
one of the game play cycles. 

[0042] For example, the automated play mode may pause 
after relatively large payouts, and may continue Without 
pausing after relatively small payouts. 

[0043] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and performing a plurality of game play 
cycles during the automated play mode. The method accord 
ing to this aspect of the invention further includes providing 
a ?rst payout as a result of a ?rst one of the game play cycles 
and providing a second payout as a result of a second one of 
the game play cycles, Where the second payout is different 
from the ?rst payout. The method according to this aspect of 
the invention further includes delaying a start of a next game 
play cycle after the ?rst one of the game play cycles by a ?rst 
delay period, and delaying a start of a next game play cycle 
after the second one of the game play cycles by a second 
delay period that is shorter than the ?rst delay period. 

[0044] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and performing a plurality of game play 
cycles during the automated play mode. The method further 
includes providing a ?rst payout as a result of a ?rst one of 
the game play cycles, and providing a second payout as a 
result of a second one of the game play cycles, the second 
payout being different from the ?rst payout. The method 
according to this aspect of the invention further includes 
interrupting the automated play mode in response to the ?rst 
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payout, and not interrupting the automated play mode in 
response to the second payout. 

[0045] According to a further aspect of the invention, a 
gaming device includes an arrangement for receiving a 
monetary deposit, and a control circuit that is coupled to the 
arrangement for receiving a monetary deposit and is con 
?gured to (a) initiate an automated play mode of a gaming 
device, (b) perform a plurality of game play cycles during 
the automated play mode, (c) provide a ?rst payout as a 
result of a ?rst one of the game play cycles, (d) provide a 
second payout as a result of a second one of the game play 
cycles, Where the second payout is different from the ?rst 
payout, (e) interrupt the automated play mode in response to 
the ?rst payout, and (f) not interrupt the automated play 
mode in response to the second payout. 

[0046] The interruption of the automated play mode may 
be a temporary pause after Which the automated play mode 
automatically resumes, or may be of inde?nite duration 
(e.g., until input is received from the player). This aspect of 
the invention may operate such that an automated play mode 
is interrupted in the event of a relatively large payout, and is 
not interrupted in the event of a smaller payout. 

[0047] According to a further aspect of the invention, a 
method includes initiating an automated play mode of a 
gaming device, and performing at least one game play cycle 
during the automated play mode. The method according to 
this aspect of the invention further includes providing an 
outcome in a game play cycle during the automated play 
mode, and, in response to the outcome, (a) initiating a 
secondary game, and (b) exiting from the automated play 
mode. 

[0048] The secondary game may be of the type sometimes 
referred to as a “bonus round”. 

[0049] According to a further aspect of the invention, a 
gaming device includes an arrangement for receiving a 
monetary deposit, and a control circuit coupled to the 
arrangement for receiving the monetary deposit and con?g 
ured to (a) initiate an automated play mode of the gaming 
device, (b) perform a plurality of game play cycles during 
the automated play mode, (c) provide an outcome in a game 
play cycle during the automated play mode, and (d) in 
response to the outcome, (i) initiate a secondary game and 
(ii) exit from the automated play mode. 

[0050] According to a further aspect of the invention, a 
method includes associating a player With a ?rst gaming 
device and associating the player With a second gaming 
device. The method according to this aspect of the invention 
further includes initiating an automated play mode in the 
?rst gaming device, and exiting from the automated play 
mode in response to an event associated With the second 
gaming device. 

[0051] For example, a player may simultaneously operate 
tWo slot machines, both in automated play modes. A large 
payout may be made in one of the slot machines, and in 
response to the payout, both slot machines may exit from the 
automated play modes. 

[0052] According to a further aspect of the invention, a 
method includes associating a player With a gaming device, 
and initiating an automated play mode of the gaming device. 
The method according to this aspect of the invention further 
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includes actuating a cash-out function of the gaming device 
only at a time When a player identi?cation card correspond 
ing to the player is interfaced to the gaming device. 

[0053] According to a further aspect of the invention, a 
method includes initiating a ?rst gaming session on a 
gaming device, and initiating a second gaming session on 
the gaming device, the second gaming session being con 
current With the ?rst gaming session. The method according 
to this aspect of the invention further includes displaying 
information concerning the gaming session on a ?rst display 
region of the gaming device, and displaying information 
concerning the second gaming session on a second display 
region of the gaming device. 

[0054] For example, tWo concurrent gaming sessions may 
be operated in a single slot machine by operating a display 
of the slot machine in a split-screen mode. 

[0055] According to a further aspect of the invention, a 
method includes performing at least one game play cycle in 
a gaming device. The method according to this aspect of the 
invention further includes presenting visual information, 
subsequent to the performing step, Where the visual infor 
mation represents a replay of the at least one game play 
cycle. The presentation of the visual information may be in 
response to a player’s selection of a revieW mode of the 
gaming device. 

[0056] Systems, apparatus and computer program prod 
ucts are provided for carrying out the above-described 
embodiments and numerous other embodiments of the 
present invention. Each computer program product 
described herein may be carried by a medium readable by a 
computer (e.g., a carrier Wave signal, a ?oppy disk, a hard 
drive, a random access memory, etc.). 

[0057] With the methods and apparatus of the present 
invention, gaming devices such as slot machines may be 
easier and/or more convenient for players to operate. For 
example, a slot machine in accordance With the present 
invention may alloW a player to take a break from paying 
attention to and/ or interacting With the slot machine, With the 
slot machine continuing to operate and to generate game 
play cycles While the player is taking a break. The player 
may be adjacent to the slot machine or may be aWay from 
the slot machine While taking his or her break. A slot 
machine provided in accordance With the invention may 
promote more continuous and/ or more rapid and/ or lengthier 
gaming sessions as compared to a conventional slot 
machine. The player may ?nd that playing a slot machine of 
the present invention is more enjoyable and/ or less likely to 
cause fatigue. 

[0058] The methods and apparatus of the present invention 
may also make it easier for a player to play tWo or more slot 
machines at the same time. Accordingly, the player’s oppor 
tunities for Winning a jackpot may again be increased. Also, 
the methods and apparatus of the present invention may 
enable a player to perform his or her intended amount of 
gaming activity Within a shorter period of time, thereby 
providing the player With additional leisure time in Which to 
engage in other leisure activities, including other activities at 
the casino. 

[0059] The methods and apparatus of the present invention 
may also provide a number of advantages for casinos. For 
example, by making slot machine play easier and/or more 
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enjoyable and/or more convenient, slot machines in accor 
dance With the invention may attract more players, thereby 
enhancing the pro?tability of the casino. Furthermore, slot 
machines provided in accordance With the invention may 
reduce the number of breaks from gaming activity taken by 
players and/or may alloW a player’s gaming activity to 
continue even While the player takes a break. Consequently, 
the slot machines of the present invention may encourage 
more gaming activity. The methods and apparatus of the 
present invention may also encourage more gaming activity 
by alloWing players to have longer gaming sessions and/or 
by alloWing gaming activity to be performed more rapidly. 
Also, the present invention may aid players in operating tWo 
or more slot machines at the same time, thereby again 
increasing gaming activity at the casino. In addition, by 
helping players to operate tWo or more slot machines at a 
time and/or to spend longer periods of time playing slot 
machines, the present invention may reduce periods of time 
in Which slot machines are not used. 

[0060] With these and other advantages and features of the 
invention that Will become hereinafter apparent, the nature 
of the invention may be more clearly understood by refer 
ence to the folloWing detailed description of the invention, 
to the appended claims and to the several draWings attached 
herein. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0061] The present invention is described With reference 
to the accompanying draWings. In the draWings, like refer 
ence numerals indicate identical or functionally similar 
elements. 

[0062] FIG. 1 is a schematic diagram of a novel system in 
Which one or more embodiments of the invention may be 
applied; 
[0063] FIG. 2 is a schematic diagram of an exemplary 
embodiment of a slot machine of FIG. 1; 

[0064] FIG. 3 is a schematic front vieW of an exemplary 
embodiment of the slot machine of FIG. 2; 

[0065] FIG. 4 is a schematic diagram of an exemplary 
embodiment of the controller of FIG. 1; 

[0066] FIG. 5 illustrates a sample of the contents of the 
session database of FIG. 4; 

[0067] FIG. 6 illustrates a sample of the contents of the 
auto-play database of FIG. 4; 

[0068] FIG. 7 illustrates a sample of the contents of the 
exit event database of FIG. 4; and 

[0069] FIGS. 8-11 are How charts of exemplary processes 
of the novel system of FIGS. 1-7. 

DETATILED DESCRIPTION OF THE 
INVENTION 

[0070] Novel methods, apparatus, systems and computer 
program products are provided that alloW automated opera 
tion of a slot machine such that player input required to 
initiate, perform and/or complete a game play cycle is 
reduced or eliminated. For example, When a player ?rst 
arrives at a slot machine, he or she may obtain a credit 
balance at the slot machine in any conventional manner, 
including by inserting money into the slot machine. (Before, 
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after or during the obtaining of the credit balance, the player 
may insert his or her player tracking card in a card reader of 
the slot machine or may otherwise interface his or her player 
tracking card to the slot machine.) The player may then 
provide input to the slot machine to indicate that an auto 
mated play mode is desired. Such an input may include 
pressing an “auto-play” button or a multi-play (e.g., “10 
play”, “50 play”, “100 play”, etc.) button. Instead of press 
ing a button to provide such input, a suitable region on a 
touch screen may be actuated. If necessary, selection of an 
automated play mode may cause the slot machine to prompt 
the player to input one or more parameters that may govern 
performance and/or termination the automated play mode. 
Such parameters may include an amount to be Wagered in 
each game play cycle and/or a rate at Which game play is to 
proceed during the automated play mode. One or more other 
parameters may control termination of the automated play 
mode, and may include a total number of game play cycles 
to be performed during the automated play mode or a total 
time duration of the automated play mode. 

[0071] Upon entry of parameters, if required, and/or upon 
selection of the automated play mode, the automated play 
mode begins. The player may be present at the slot machine 
during the entire duration of the automated play mode, or the 
player may be aWay from the slot machine for part or all of 
the automated play mode. In the automated play mode, game 
play cycles may be performed one after the other Without 
any input from the player. For example, upon termination of 
one game play cycle, another game play cycle may be 
commenced, either immediately or after a predetermined 
delay period, Without the player having been required to 
press a “play” or “spin” button or pull a handle of the slot 
machine. Each game play cycle during the automated play 
mode may include placing of a Wager, generation of a 
random number or pseudo random number and/ or spinning 
of slot machine reels or displaying of simulated spinning 
reels, determination of an outcome (e.g., a combination of 
slot reel indicia and/or an indication of Winning or losing 
and/or an indication of an amount Won) and possibly a 
payout to be credited to a credit balance of the slot machine 
and/or to be dispensed via a hopper of the slot machine. As 
noted above, upon the outcome or indication of the outcome 
to the player and/or a payout, if any, one game play cycle 
ends, and a next game play cycle may begin automatically, 
With or Without a delay betWeen the tWo game play cycles. 

[0072] The automated play mode may continue, With or 
Without user input, until an exit event occurs. The exit event 
may be, for example, completion of a number of game play 
cycles Which Was indicated by the player to be the desired 
number of game play cycles for the automated play mode. 
Another type of exit event may be depletion of the credit 
balance in the slot machine. Another type of exit event may 
be expiration of a previously set time period for the intended 
duration of the automated play mode. The exit event may, 
but need not, correspond to a parameter selected or indicated 
by the player. 

[0073] Another possible type of exit event may be aWard 
ing of a certain type or amount of payout or jackpot. Another 
type of exit event may be an indication by a player that he 
or she Wishes the automated play mode to end (e.g., the 
player presses a “stop auto-play” button). Exiting from the 
automated play mode in response to an exit event may be 
temporary or permanent. 
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[0074] The automated play mode provided in accordance 
With the invention may make it easier and/or more conve 
nient and/or more enjoyable to play slot machines. The 
automated play mode may make it possible for a player to 
take a break from playing activity, either While staying at the 
slot machine and observing operation of the slot machine, or 
upon leaving the slot machine While continuing to have the 
slot machine operate on his or her behalf and/or on his or her 
account. Gaming activity at a slot machine may be per 
formed more rapidly and/or more continuously and/or With 
feWer interruptions by means of the automated play mode of 
the present invention. A player may be less likely to become 
fatigued, and may engage in more and/or more rapid gaming 
activity, thus increasing the player’s opportunities to Win a 
jackpot, While also enhancing the casino’s opportunities for 
pro?t on gaming activity. 

[0075] Many other advantageous features may be pro 
vided in accordance With an automated play mode, as 
described beloW. 

Relevant Terminology 

[0076] As used herein, an “automated play mode” 
includes a mode of operation of a gaming device in Which 
a neW game play cycle is commenced after termination of a 
game play cycle Without receiving a player input that 
requests the neW game play cycle. Either a delay or no delay 
may be provided betWeen the end of one game cycle and the 
automatic commencing of the next game cycle in an auto 
mated play mode. Commencing of a neW game play cycle 
may occur automatically in some cases but not in others 
during an automated play mode. For example, a neW game 
play cycle may be commenced automatically after a losing 
game play cycle but the gaming device may Wait for player 
input before commencing a neW game play cycle after some 
or all Winning game play cycles. 

[0077] As used herein, a “gaming device” may include a 
slot machine and/or a slot machine in combination With a 
slot machine controller or slot server, and may also include 
a computer, personal digital assistant, or cell phone that is 
communication With an on-line casino (e.g., a gaming Web 

site). 
[0078] As used herein, a “slot machine” includes an elec 
tronic or electromechanical device that is operated by a 
player to play a game of chance. Examples of slot machines 
include traditional slot machines that comprise spinning 
reels or present simulations of spinning reels, video poker 
machines, video blackjack machines, and pachinko 
machines. The term “slot machine” also includes a device 
located at a table game that facilitates Wagering or other 
activity in regard to the table game. 

[0079] As used herein, a “game play cycle” includes a 
sequence of events in Which (a) a Wager is initiated or made 
(either by a player or automatically by a gaming device), (b) 
an outcome is provided (e.g., a random number and/ or a set 
of reel indicia or other indicia is provided) and (c) the Wager 
is disposed of and/or a payout is provided in accordance With 
the outcome (the payout may be made, for example, by 
applying a credit to a credit balance). 

[0080] As used herein, a “Winning game play cycle” is a 
game play cycle in Which a Winning outcome is produced. 

[0081] As used herein, a “losing game play cycle” is a 
game play cycle in Which a Winning outcome is not pro 
duced. 
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[0082] As used herein, “receiving a monetary deposit” 
includes any conventional manner of obtaining credit in a 
gaming device, including receiving a deposit of coins or 
tokens, having paper currency inserted in a bill-receiving 
device of a gaming device, charging or being authorized to 
charge a credit card account, a debit card account or an 
account maintained With a casino, and/or transferring value 
from a value card, a smart card or a magnetic stripe card. 

[0083] As used herein, a “rate” of an automated play mode 
is determined in terms of game play cycles performed per 
unit of time; for example, the rate of an automated play 
mode in Which 20 game play cycles are performed in ?ve 
minutes is sloWer than the rate of an automated play mode 
in Which 25 game play cycles are performed in ?ve minutes. 

[0084] As used herein, “eaming activity” includes a player 
ansWering one or more survey questions, vieWing advertise 
ments and/or shopping on-line and/or accepting an offer 
from a third party and/or any other activity on the part of a 
player (other than initiating or participating in a game play 
cycle or making a monetary deposit into a slot machine) for 
Which a casino or a third party is Willing to confer a bene?t 
upon the player. “Shopping” includes receiving and/or 
accepting an offer of a product or service. 

[0085] As used herein, a “communications function” 
includes transmitting audio and/or visual information to 
and/ or from a player, including presenting pre-recorded 
material such as a motion picture to the player, Where the 
information is not pertinent to (i) a game play cycle, (ii) an 
automated play mode, (iii) payment of funds to or from the 
gaming device, or (iv) any other operational function of the 
gaming device. 

[0086] As used herein, a “player parameter selection” 
includes both play options and limiting criteria of play. 

[0087] As used herein, a “play option” includes any infor 
mation used to de?ne automated play. Examples of play 
options are an amount to be Wagered per game play cycle 
and a time betWeen game play cycles. 

[0088] As used herein, a “limiting criterion of play” is any 
information that may de?ne the beginning or end of an 
automated play mode. In one or more embodiments of the 
invention, limiting criteria may include lock start time, lock 
end time, requested number of game play cycles, credit 
balance, total losses, total Winnings, and limiting maximum 
payout. Expiration or depletion of all available credits for 
playing a slot machine may constitute a limiting criterion of 
play. A speci?c Winning credit value (e.g., stop playing if a 
credit of $1,000.00 is ever registered) may also be a limiting 
criterion of play. A limiting criterion of play need not be a 
player parameter selection. 

[0089] For example, a limiting criterion may be set by the 
gaming device itself or by a controller or may be pro 
grammed into the gaming device or controller. 

[0090] As used herein, “depletion” of a credit balance 
includes reduction to Zero or reduction to an amount that is 
less than a Wager amount that is applicable per game play 
cycle in an automated play mode. “Depletion” may also 
include reduction of the credit balance to or beloW a pre 
determined level that may have been set by the player, by the 
gaming device, or by the controller. 
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[0091] As used herein, a “controller” includes a computer 
system operated by a casino and in communication With one 
or more slot machines. 

[0092] As used herein, “to exit” includes terminating, 
pausing, suspending, disengaging, stopping, ending, halting, 
freeZing, closing or otherWise exiting an automated play 
mode. 

[0093] As used herein, an “exit event” includes any stimu 
lus, interrupt, condition, signal, criterion, exception or other 
event that causes or may cause a gaming device to exit from 
an automated play mode. An “exit event” also includes an 
event corresponding to a limiting criterion of play. For 
example, if a limiting criterion has been set, determined or 
selected as n game play cycles, completion of the nth game 
play cycle of the automated play mode is an exit event. Other 
examples of exit events are an indication or other signal by 
a player to indicate that the player Wishes to terminate an 
automated play mode, and depletion of a credit balance of a 
gaming device. 

[0094] As used herein, a “player” includes one person or 
a group of persons Who place Wagers on the operation of a 
gaming device. Such Wagers may be made in connection 
With an automated play mode. 

[0095] As used herein, a “payout” includes an amount 
greater than Zero that is credited to a credit balance of a 
gaming device in response to a Winning game play cycle. 

[0096] As used herein, “inputting” includes any manner of 
providing an input, a signal, a stimulus, an indication, data 
or information to a device, and includes actuating an actu 
atable portion of the device and/or transmitting a signal to 
the device from another device. 

[0097] As used herein, “entering” includes “inputting”. 

[0098] As used herein, an “actuatable portion” of a device 
is any portion of a device that may be touched or moved by 
a player to generate a signal in the device and/or to change 
a state or condition of the device. 

[0099] As used herein, a “secondary game” is an activity 
of a gaming device that includes an outcome and is initiated 
as a result of an outcome of a game play cycle and either (a) 
requires player input Where the game play cycle did not 
require player input, or (b) requires a different type of player 
input from the game play cycle. 

[0100] As used herein, a “player identi?cation card” 
includes a player tracking card, a credit card or a debit card. 

[0101] A gaming machine should be understood to 
“receive” (as that term is used herein and in the appended 
claims) an input, a signal, data or information upon actuation 
of an actuatable portion of the gaming machine (e. g., a push 
button, a keypad, a keyboard, a region of a touch screen) 
and/or upon receipt of a signal generated by a device exterior 
to the gaming machine. 

[0102] As used herein, a “payout” includes an amount 
greater than Zero that is credited to a credit balance of a slot 
machine in response to a Winning game play cycle. 

Exemplary Embodiments of the Inventive System 

[0103] FIG. 1 is a schematic diagram of a novel system 
100 in Which one or more aspects of the present invention 
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may be applied. The novel system 100 includes a controller 
102 in communication With a plurality of slot machines 104. 
The controller 102 and the slot machines 104 Will be 
described further beloW. As Will be understood from subse 
quent discussion, one or more of the slot machines 104, 
and/or the controller 102 may have features provided in 
accordance With the invention. Although three slot machines 
104 are shoWn in the drawing, it should be understood that 
any number of slot machines may be connected to the 
controller 102. Also, as Will be discussed beloW, it is 
contemplated to omit the controller 102 and to omit any 
communication among the slot machines 104, so that one or 
more aspects of the invention are provided in one or more of 
the slot machines 104 taken as stand-alone devices. It is also 
contemplated that one or more aspects of the invention be 
provided in connection With one or more of the slot 
machines 104, but not in connection With others of the slot 
machines 104. It is also contemplated that the slot machines 
may differ from each other in other respects, including 
different capabilities for game-playing and/ or different num 
bers and/or types of reels or reel displays. It is also contem 
plated that some of the slot machines 104 may be reel-type 
(or virtual reel-type) machines, Whereas others of the slot 
machines 104 may include video poker machines and/or 
video blackjack machines. Other combinations of slot 
machines 104 in the system 100 are contemplated. 

[0104] Those skilled in the art Will understand that devices 
in communication With each other need only be capable of 
communicating With each other and need not be continually 
transmitting data or receiving data from each other. On the 
contrary, such devices need only transmit data to or receive 
data from each other as necessary, and may actually refrain 
from exchanging data most of the time. Further, devices may 
be in communication even though steps may be required to 
establish a communication link (e.g., dialing a netWork 
service provider). 

[0105] The communication betWeen the controller 102 
and the slot machines 104 may be via one or more commu 

nication netWorks, generally indicated by reference 10 
numeral 106 in FIG. 1. The communication betWeen the 
controller 102 and the slot machines 104 may include one or 
more of: (a) transmission of information from the controller 
102 to a slot machine 104 (e.g., to control operation of the 
slot machine 104); and (b) transmission of information from 
one or more of the slot machines 104 to the controller 102 

(e.g., information concerning a player’s gaming activities). 

[0106] The communication netWork or netWorks 106 may 
be constituted, for example, by one or more of a local area 
netWork (LAN), a Wide area netWork (WAN), the Internet, 
a telephone line or telephone lines, a cable line or cable 
lines, a radio channel or channels, an optical communica 
tions line or lines, a satellite communications link or links. 

[0107] One or more of the folloWing communications 
protocols may be used, for example: Ethernet, Bluetooth, 
TCP/IP. 

[0108] Some or all of the communications betWeen the 
controller 102 and the slot machines 104 may be encrypted 
to ensure privacy and prevent fraud. 

Exemplary Embodiments of A Slot Machine 104 

[0109] FIG. 2 is a schematic diagram of an exemplary 
embodiment of one or more of the slot machines 104 of FIG. 
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1; and FIG. 3 is a schematic front vieW of an exemplary 
embodiment of the slot machine of FIG. 2. 

[0110] The slot machine 104 may have all of the compo 
nents of a conventional slot machine, such as a reel-type or 
simulated-reel-type slot machine, a video poker machine or 
a video blackjack machine. The schematic representations of 
FIGS. 2 and 3 are someWhat simpli?ed, and it accordingly 
should be understood that conventional slot machine com 
ponents may be present notWithstanding that such compo 
nents are not explicitly indicated in FIGS. 2 and 3. 

[0111] With reference to FIG. 2, the slot machine 104 
comprises a processor 200, such as one or more conven 

tional microprocessors (e.g., one or more Intel® Pentium® 
processors). The processor 200 is in communication With a 
communications port 202, through Which the processor 200 
communicates With the controller 102. The communications 
port 202 may also include a capability for Wireless commu 
nication With, e.g., PDA’s and the like. It should also be 
understood that the communications port 202 may, but need 
not, be arranged to provide Wireless communication With the 
controller 102. 

[0112] One or more memory devices are represented by 
block 204, and are associated With the processor 200. The 
memory device or devices represented by block 204 may 
include conventional volatile and/or non-volatile memory 
that may function as program storage and/or Working 
memory. The memory 204 may store information related to 
or indicated by player input, including one or more player 
parameter selections. A program stored in the memory 204 
may control the processor 200 such that the slot machine 204 
performs one or more of the processes described herein. 

[0113] The slot machine 104 also includes a payment 
system 206 Which is in communication With the processor 
200. The payment system 206 performs tWo primary func 
tions: (a) receiving payments from players to load Wagering 
credits into the slot machine 104, and (b) making payments 
to players to pay out Winnings and/or unused Wagering 
credits. Accordingly, the payment system 206 may include 
one or more conventional devices to receive coins and/or 

bills and/or tokens, as exempli?ed by a bill receiver 300 
shoWn in FIG. 3. In addition, or alternatively, the payment 
system 206 may include a magnetic stripe card reader (not 
separately shoWn) Which handles credit card or debit card 
reading to alloW for automatic charging or debiting of a 
player’s credit card or debit card account. In addition, or 
alternatively, the payment system 206 may accommodate a 
transfer of value from a value card (e.g., a smart card or a 
magnetic stripe card) or charging of an account maintained 
by a player With the casino. It should be understood that the 
payment system 206 may include any and all arrangements 
for alloWing the slot machine 104 to receive a monetary 
deposit. 
[0114] In addition, the payment system 206 may include a 
conventional hopper controller (not separately shoWn) 
Which controls dispensing of coins and/or tokens from a 
conventional hopper (not separately shoWn) in response to 
aWarding of a jackpot and/or the player exercising a cash-out 
option. In addition, or alternatively, the payment system 206 
may include another arrangement or other arrangements for 
making payments to a player. 

[0115] The payment system 206 may include capabilities 
for providing payment to a player by one or more of 
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dispensing hard currency (i.e., coins or bills), dispensing an 
alternate currency (e.g., a paper cashless gaming voucher, a 
coupon, a casino token), crediting a player account (e.g., a 
bank account, credit card account or other ?nancial 
account), or providing a product or service to a player (e.g., 
arranging for transfer to the player of a neW car or other 
product as a jackpot prize). In connection With crediting a 
player account, such account may be identi?ed by a payment 
identi?er such as a credit card number, a debit card number 
or a player tracking card number. 

[0116] It should be also understood that at least some of 
the above-described functionality of the payment system 
206 may be implemented by activities of the processor 200 
operating under control of a program stored in the memory 
204. 

[0117] One or more components of the payment system 
206 may operate under control of the processor 200. 

[0118] The slot machine 104 also includes one or more 
input devices 208 and output devices 210 that are in com 
munication With the processor 200. The input devices 208 
may include one or more devices arranged to provide input 
to the processor 200. For example, the input devices 208 
may include one or more push buttons (as described beloW 
in connection With FIG. 3, for example), a touch screen 
(Which may also be one of the output devices 210), a 
conventional slot machine pull-handle and/or a magnetic 
stripe card reader arranged to read a player tracking card. 
Other possible input devices 208 include a computer key 
board, a keypad, a computer mouse, a microphone, a video 
camera, a biometric input device (e.g., a ?ngerprint or retinal 
scanner), a radio antenna (e.g., for receiving inputs from 
another slot machine or from a PDA) and a speech recog 
nition module. Conceptually, the input devices 208 may also 
overlap With the payment system 206 in that, for example, 
a coin or bill acceptor may be considered an input device 
208. 

[0119] The output devices 210 may include, for example, 
a video monitor (e.g., a touch screen, as referred to above), 
a bell or buZZer that is activated to indicate a Winning 
outcome, and an LED display Which may indicate a player’s 
credit balance in the slot machine 104. Other possible output 
devices 210 may include an audio speaker, an electric motor, 
a printer (e.g., for outputting a receipt to indicate credits to 
Which the player is entitled), a coupon or product dispenser, 
an infrared port (e.g., for communicating With another slot 
machine and/or With a PDA), a Braille computer monitor. 
Conceptually the output devices 210 may again overlap With 
the payment system 206 in that a coin or bill dispenser may 
be considered an output device 210. 

[0120] Another component of the slot machine 104 may 
be a random number generator 212. The random number 
generator 212 may be provided in accordance With conven 
tional practices in association With the processor 200 to 
generate random or pseudo -random numbers by Which game 
outcomes may be determined. It Will be appreciated that the 
random number generation function may alternatively be 
handled by the processor 200 operating under control of a 
program stored in the memory 204. 

[0121] It should be understood that hard-Wired circuitry 
(not shoWn) may be included in the slot machine 104 to 
perform functions in addition to or in place of functions that 
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may be performed by the processor 200 under control of a 
stored program. Accordingly, it is contemplated to replace 
the processor 200 and the memory 204 partially or com 
pletely With hard-Wired circuitry. 

[0122] Further aspects of an exemplary slot machine 104 
Will noW be discussed With reference to FIG. 3. As shoWn 
in FIG. 3, a slot machine 104 includes, in one embodiment, 
a housing 302 in or on Which most or all of the components 
described in FIG. 2 may be mounted. 

[0123] The exemplary slot machine 104 shoWn in FIG. 3 
has a display 304 Which may display simulated slot machine 
reels, in a conventional manner. The display 304 may be or 
may include a touch screen (not separately shoWn). The 
display screen 304 may also display messages in accordance 
With the invention relating to an automated play mode of the 
slot machine 104 and features related to the automated play 
mode. The exemplary slot machine 104 also includes an 
LED display 306 Which may display a player’s credit 
balance in the slot machine 104 in a conventional manner. 
The exemplary slot machine 104 also includes a conven 
tional coin outlet 308 by Which coin jackpots may be 
dispensed in a conventional manner. 

[0124] Furthermore, in accordance With the invention, the 
exemplary slot machine 104 includes an array of push 
buttons 310. The array of push buttons 310 includes a “1 
play” button 312, a “10 play” button 314, a “50 play” button 
316, a “stop 10 auto-play” button 318, and a “cash-out” 
button 320. 

[0125] The “1 play” button 312 may be actuated by a 
player to initiate a single game play cycle of the slot machine 
104 in a conventional manner. The “10 play” button 314 is 
provided in accordance With an aspect of the invention, and 
may be actuated by the player to indicate simultaneously (a) 
selection of an automated play mode of the slot machine 104 
and (b) that the automated play mode should have a duration 
of 10 game play cycles. (That is, actuation of the “10 play” 
button 314 indicates a limiting criterion of play correspond 
ing to 10 game play cycles.) 

[0126] Similarly, the “50 play” button 316 is provided in 
accordance With an aspect of the invention, and may be 
actuated by the player to simultaneously indicate (a) selec 
tion of the automated play mode of the slot machine 104 and 
(b) that the duration of the automated play mode should be 
50 game play cycles. 

[0127] The “stop auto-play” button 318 is also provided in 
accordance With an aspect of the invention, and may be 
actuated by the player during the automated play mode of 
the slot machine 104 to indicate that the player Wishes to 
terminate the automated play mode. It Will be recogniZed 
that actuation of the “stop auto-play” button 318 may 
constitute an “exit event” as that term is de?ned above. 

[0128] The “cash-out” button 320 is also actuatable by the 
player. Actuation of the “cash-out” button may invoke a 
conventional cash-out option, Whereby the slot machine 104 
(and particularly the payment system 206, FIG. 2) provides 
payment to the player of Winnings and/or an unused credit 
balance in the slot machine 104 in any conventional manner. 

[0129] It should be understood that the array of push 
buttons 310 may include additional buttons for simulta 
neously selecting the automated play mode and indicating a 


























