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METHOD AND APPARATUS FOR PLAY OF A 
GAME WITH NEGATIVE OUTCOMES 

This application claims the bene?t of priority of: 

[0001] (1) US. Provisional Patent Application Ser. No. 
60/450,466, ?led Feb. 26, 2003, entitled Method and 
Apparatus for Reducing Equity in a Gaming Device; and 

[0002] (2) US. patent application Ser. No. 10/420,981, 
?led Apr. 22, 2003, entitled Gaming Device Method and 
Apparatus Employing Alternate Payout Features; 

the entirety of each of Which is incorporated by reference 
herein for all purposes. 

BACKGROUND 

[0003] Gaming devices are very popular in the US. and 
abroad. Gaming devices, such as slot machines, video poker 
machines, video blackjack machines, video roulette 
machines, video kenos, and video bingo machines, provide 
many casinos and other entities With the majority of their 
pro?ts. 
[0004] Players naturally ?nd Winning outcomes at gaming 
devices more appealing because Winning outcomes add 
excitement to a gaming session. Although Winning outcomes 
provide excitement to players, casinos often consider bal 
ancing those bene?ts With the costs in paying players for 
Winning outcomes. Accordingly, casinos have often limited 
the average frequency of Winning outcomes at a gaming 
device. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0005] FIG. 1 is a block diagram of a system consistent 
With some embodiments of the present invention. 

[0006] FIG. 2 is a block diagram of some embodiments of 
a casino server. 

[0007] FIG. 3 is a block diagram of some embodiments of 
a gaming device. 

[0008] FIG. 4 is a table illustrating an exemplary data 
structure of a player database for use in some embodiments 
of the present invention. 

[0009] FIG. 5 is a table illustrating an exemplary data 
structure of a gaming device database for use in some 
embodiments of the present invention. 

[0010] FIG. 6 is a front planar vieW of an illustrative 
gaming device, according to some embodiments. 

[0011] FIGS. 7 and 8 depict a table that illustrates an 
exemplary data structure of a session database for use in 
some embodiments of the present invention. 

[0012] FIG. 9 is a How chart illustrating an exemplary 
process according to some embodiments of the present 
invention. 

[0013] FIG. 10 is a table illustrating an exemplary data 
structure of a game situation database for use in some 
embodiments of the present invention. 

[0014] FIG. 11 is a table illustrating an exemplary data 
structure of a database describing the effects of various 
symbols on parameters of a secondary game, for use in some 
embodiments of the present invention. 
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[0015] FIG. 12 is a front planar vieW of an illustrative 
gaming device, according to some embodiments. 

TERMS AND DEFINITIONS 

[0016] As used herein, the term “bank” is a verb meaning 
to lock in a bene?t corresponding to a certain credit balance. 
For example, a player might engage in contract play, Where 
he begins With forty credits, agrees to make ?ve hundred 
handle pulls, and keeps any credits remaining after the ?ve 
hundred handle pulls. After pull number tWo hundred ?fty, 
the player might have a credit balance of ninety-?ve, and 
Wish he could quit night there and take the ninety-?ve 
credits. OtherWise, he Would risk having his credit balance 
go loWer and ending up With feWer than ninety-?ve credits. 
If the player is alloWed to bank, then he can bank the 
ninety-?ve-credit bene?t he Would receive Were the contract 
to end immediately after pull tWo hundred ?fty. The player 
is thereby assured of receiving at least ninety-?ve credits at 
the end of the contract. HoWever, if the player has a credit 
balance of more than ninety-?ve credits at the conclusion of 
the contract (i.e., after the full ?ve hundred pulls), then the 
player can receive a bene?t of more than ninety-?ve credits. 

[0017] As used herein, the term “chute” refers to a type of 
shortcut on an exemplary game described herein called the 
“Up and DoWn Game”. The chute is a shortcut that transfers 
a game character from a relatively more advanced position 
on a game board to a relatively less advanced position on the 
game board. 

[0018] As used herein, the term “equity” refers to any 
promise of value or potential value that the player has stored 
Within the gaming device. For example, equity may include 
an amount of money that the player has inserted into the 
gaming device and Which is noW displayed in the form of 
credits. Equity may also include a balance of Winnings that 
Will be paid to the player if the player completes a prede 
termined number of handle pulls. Equity may include fea 
tures of a gaming device or of a game played on the gaming 
device that contribute to a player’s expected Winnings. For 
example, equity may take the form of position of a game 
character on a game board. The advanced position of the 
game character may provide the expectation of the player 
achieving a favorable result in the game, and thereby of 
receiving Winnings. 

[0019] As used herein, the term “gaming device” refers to 
any electrical, mechanical, or electromechanical device that 
accepts Wagers, steps through a process to determine an 
outcome, and pays Winnings based on the outcome. The 
outcome may be randomly generated, as With a slot 
machine; may be generated through a combination of ran 
domness and player skill, as With video poker; or may be 
generated entirely through player skill. Gaming devices may 
include slot machines, video poker machines, video black 
jack machines, video roulette machines, video keno 
machines, video bingo machines, and the like. 

[0020] As used herein, the term “gross Winnings” refers to 
the total of a player’s Winnings during the execution of a 
contract Without regard to Wagers made by the player. For 
example, if, after ?ve pulls of a contract, a player has 
attained one Winning outcome With a payout of four coins, 
and one Winning outcome With a payout of tWenty coins, 
then the player’s gross Winnings thus far are tWenty-four 
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coins. Since gross Winnings does not account for wagers a 
player makes, gross Winnings Will always be larger than or 
equal to net Winnings. 

[0021] As used herein, the term “handle pull” refers to a 
complete primary game at a gaming device, involving the 
placement of a Wager, the determination of an at least 
partially random or pseudo-random outcome, the determi 
nation of a payment amount, and the providing or crediting 
of a player With the payment amount. 

[0022] As used herein, the term “ladder” refers to a type 
of shortcut on an exemplary game described herein called 
the “Up and DoWn Game”. The ladder is a shortcut that 
transfers a game character from a relatively less advanced 
position on a game board to a relatively more advanced 
position on the game board. 

[0023] As used herein, the term “negative outcome” refers 
to an outcome that deducts credits from a player’s credit 
balance. In particular, a negative outcome may deduct more 
than the amount Wagered on a handle pull, more than the 
typical amount Wagered, or more than the maximum pos 
sible Wager. One example of a negative outcome is an 
outcome that takes aWay ten credits from a player’s credit 
balance. Another example is an outcome that takes aWay 
50% of a player’s credit balance. 

[0024] As used herein, the term “net Winnings” refers to 
the total of a player’s Winnings during the execution of a 
contract less the amount spent by the player on Wagers. In 
the example cited under the de?nition of “gross Winnings,” 
the net Winnings are nineteen coins since the player has Won 
tWenty-four coins but used one coin as a Wager on each of 
the ?ve pulls. 

[0025] As used herein, the terms “payout” and “payment” 
may be used interchangeably to indicate an amount of cash, 
credits, or other currency or tokens of value that are pro 
vided, or are to be provided to a player at a gaming device. 

[0026] As used herein, the term “secondary game” refers 
to a game Which spans at least tWo handle pulls at a slot 
machine, Whose actions are based on at least one outcome of 
the handle pulls, and from Which a separate payout can be 
Won (the separate payout being in addition to any payout 
Won from the handle pulls themselves) As used herein, the 
term “supplementary process” refers to a secondary or 
parallel means by Which a player may derive bene?t at a 
gaming device. In one example, a player receives the bene?t 
of an extra payline at a gaming device Without having to 
increase his Wager. In another example, a player receives the 
bene?t of an extra game character on a secondary or bonus 
game. In a third example, a player may obtain “egg” 
symbols, giving the player eggs that cook While the player 
plays, and Which provide a bene?t to the player at the 
conclusion of a block of handle pulls. 

DETAILED DESCRIPTION 

[0027] Applicants have recogniZed that gaming sessions 
can be more exciting When a player can Win greater average 
amounts, can Win more frequently and/or can lose greater 
average amounts. 

[0028] Applicants have recogniZed that gaming sessions 
can be more exciting When a gaming session includes a 
game that encompasses more than one handle pull. 
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[0029] Applicants have recogniZed that gaming sessions 
can be more exciting When a player can accumulate value 
other than cash or coins. 

[0030] Applicants have recogniZed that gaming sessions 
can be more exciting When a player can accumulate large 
amounts of value, but can also lose value already accumu 
lated. 

[0031] Some embodiments of the present invention alloW 
a player at a gaming device to participate in a secondary 
game in addition to a primary game. Primary games may 
include standard slot machine video poker, and other games 
that are Well knoWn to those skilled in the art. For example, 
a primary game played on a gaming device may include the 
placement of a Wager by a player, the pressing of a “spin” 
button by the player, the generation of an outcome by the 
gaming device, and the payment of the player by the gaming 
device based on the outcome. The secondary game may last 
tWo or more handle pulls, and may depend in part on the 
results of primary games. For example, a secondary game 
may involve the accumulation of symbols that are obtained 
in tWo or more primary games. A secondary game may also 
involve the traversal of a game board by a game character, 
in Which the movements of the game character are dictated 
by results of the primary game. The play of secondary games 
may create a more interesting and diverse experience for 
players. Rather than being resolved Within seconds after a 
single handle pull, as many primary games are, secondary 
games may last for minutes or even hours, and may unfold 
in many different and exciting Ways. 

[0032] During the play of secondary games, players may 
accumulate value, or “equity” Which may take the form of 
cash or credits, but Which may also take other forms. For 
example, one form equity may include the position of a 
game character on a game board in a secondary game. A 
character that is further advanced may be more valuable to 
a player, as the character may have a greater chance of 
reaching some target location corresponding to a payout in 
the secondary game. Another form of equity may include a 
number of symbols that have been aggregated in a secondary 
game. A player may receive a payout in a secondary game 
for aggregating a predetermined number of symbols 
obtained through the primary game. Accordingly, a player is 
more likely to receive a payout the more symbols he has 
already aggregated. Therefore, the number of symbols 
already aggregated in a secondary game may constitute 
value, or equity for the player. Various other forms of equity 
Will described further in the various embodiments beloW. 

[0033] Some embodiments of the present invention pro 
vide for Ways in Which a player may lose equity in a 
secondary game. For example, a player’s game character 
may be set back from a more advanced location on a game 
board, to a less advanced location on the game board. In 
another example, a player Who has accumulated a number of 
symbols in a secondary game may have some of the symbols 
taken aWay upon the occurrence of a particular symbol or 
outcome in a primary game. 

[0034] According to these and other embodiments, players 
may build up equity rapidly in a secondary game, alloWing 
for greater player excitement. HoWever, the potential of a 
player to lose equity may limit the number of large payouts 
that an operator of a gaming device must make. Therefore, 
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the pro?tability of gaming devices of the present invention 
may be maintained, While also allowing for greater excite 
ment. 

[0035] Referring noW to FIG. 1, an apparatus 100 accord 
ing to embodiments of the present invention includes a 
casino server 120 that is in communication With one or more 
gaming devices 110. Each of the gaming devices may 
comprise computers, such as those based on the Intel® 
Pentium® processor, that are adapted to communicate With 
the casino server 120; portable types of computers, such as 
a laptop computer; a palm-top computer; a hand-held com 
puter; or a Personal Digital Assistant (PDA). Other equiva 
lent devices capable of performing the methods speci?ed 
herein Would be apparent to one of skill in the art. 

[0036] Any number of gaming devices may be in com 
munication With the casino server 120. The number of each 
depicted in FIG. 1 is solely for purposes of illustration. 

[0037] The casino server 120 may communicate With the 
gaming devices directly or via a netWork, including Without 
limitation the Internet, a Wireless netWork protocol, a local 
area netWork (or any combination thereof, through a Web 
site maintained by casino server 120 on a remote server or 

over an on-line data netWork including commercial on-line 
service providers, and bulletin board systems. The casino 
server may communicate With the gaming devices, the 
player devices and the insurer devices directly or indirectly. 
In yet other embodiments, the devices may communicate 
With casino server 120 over radio frequency (RF), cable TV, 
satellite links and the like. 

[0038] Those skilled in the art Will readily understand that 
devices in communication With each other need not be 
continually transmitting to each other. On the contrary, such 
devices need only transmit to each other as necessary, and 
may actually refrain from exchanging data most of the time. 
For example, a device in communication With another 
device via the Internet may not transmit data to the other 
device for Weeks at a time. 

[0039] The casino server 120 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 
communication With the casino server 120 in a manner 
knoWn in the art. 

[0040] In various embodiments, the casino server may 
perform any functions described herein as being performed 
by a gaming device, and vice versa. 

[0041] 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. 

[0042] FIG. 2 illustrates an embodiment 200 of the casino 
server 120 (FIG. 1). The casino server 120 may be imple 
mented 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 electro-mechanical devices. 

[0043] The server of the illustrated embodiment comprises 
a processor 210, such as one or more Intel® Pentium® 
microprocessors. The processor 210 is in communication 
With a communications port 220 and a data storage device 
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230. The communications port 220 alloWs the processor 210 
to communicate With other devices, such as a gaming 
device. The data storage device 230 comprises magnetic 
memory, optical memory, semiconductor memory or any 
combination thereof. The data storage device 230 may 
include, for example, Random Access Memory (RAM), 
Read-Only Memory (ROM), a compact disc, digital video 
disc and/or a hard disk. The processor 210 and the storage 
device 230 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 casino server 120 
may comprise one or more computers that are connected to 
a remote server computer for maintaining databases. 

[0044] The data storage device 230 stores a program 240 
for controlling the processor 210. The processor 210 per 
forms instructions of the program 240, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
program 240 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 240 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 
210 to interface With peripheral devices. Appropriate pro 
gram elements are Well knoWn to those skilled in the art, and 
need not be described in detail herein. 

[0045] According to an embodiment of the present inven 
tion, the instructions of the program 240 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from hard drive or ROM. Execution of 
sequences of the instructions in program 240 causes pro 
cessor 210 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. 

[0046] The storage device 230 also stores a player data 
base 250 and a gaming device database 260. The databases 
are described in detail beloW and depicted With exemplary 
entries in the accompanying ?gures. As Will be understood 
by those skilled in the art, the schematic illustrations and 
accompanying descriptions of the databases presented 
herein are exemplary arrangements for stored representa 
tions of information. A number of other arrangements may 
be employed besides those suggested by the tables shoWn. 
Similarly, the illustrated entries of the databases represent 
exemplary information only; those skilled in the art Will 
understand that the number and content of the entries can be 
different from those illustrated herein. Based on the present 
disclosure many other arrangements of data Will be readily 
understood by those of skill in the art. 

[0047] FIG. 3 illustrates an embodiment 300 of a gaming 
device. Well-knoWn examples of gaming devices include 
video poker, video blackjack, pachinko, mechanical slot 
machines and video slot machines. The gaming device may 
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be implemented as a dedicated hardware circuit, an appro 
priately programmed general-purpose computer, or any 
other appropriate device including Without limitation elec 
tronic, mechanical or electromechanical devices. Accord 
ingly, the gaming device need not include the various 
components depicted in FIG. 3. 

[0048] The gaming device of the illustrated embodiment 
comprises a processor 310, such as one or more Intel® 
Pentium® microprocessors. The processor 310 is in com 
munication With a communications port 320 and a data 
storage device 350. The data storage device 350 comprises 
magnetic memory, optical memory, semiconductor memory 
or any combination thereof. The data storage device 350 
may include, for example, Random Access Memory (RAM), 
Read-Only Memory (ROM), a compact disc and/or a hard 
disk. The processor 310 and the storage device 350 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 limita 
tion a serial port cable, a telephone line, a netWork connec 
tion 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 main 
taining databases. 

[0049] The data storage device 350 stores a program 360 
for controlling the processor 310. The processor 310 per 
forms instructions of the program 360, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
program 360 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 360 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 
310 to interface With peripheral devices. Appropriate pro 
gram elements are Well knoWn to those skilled in the art, and 
need not be described in detail herein. 

[0050] According to an embodiment of the present inven 
tion, the instructions of the program 360 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from hard drive or ROM. Execution of 
sequences of the instructions in program 360 causes pro 
cessor 310 to perform process steps described herein. In 
alternative embodiments, bard-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. 

[0051] The processor 310 may also be in communication 
With one or more input devices 340 and one or more output 
devices 330. 

[0052] Examples of input devices include: a button; a 
touch screen; a handle; a player tracking card device, Which 
performs functions related to player tracking cards, such as 
reading player tracking cards and communicating informa 
tion read from such cards to the processor 310 (Typically, 
information read from such cards includes unique player 
identi?ers, such as a sequence of digits or a sequence of 
alphanumeric characters); a ticket reader, Which is capable 
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of reading tickets and particularly indicia registered on 
tickets and like material; a credit card reader Which gener 
ally alloW a card such as a credit card or debit card to be 
inserted thereWithin and information to be read therefrom. 

[0053] Examples of output devices include: a cash dis 
penser, Which dispenses coins and/or bills to players that 
have requested to have funds be dispensed; a ticket printer, 
Which may be commanded to print onto a substrate, such as 
paper or other material; a display screen, such as a liquid 
crystal display, a plasma display and a video display moni 
tor. 

[0054] Player Database 

[0055] FIG. 4 is a tabular representation 400 of the player 
database. The tabular representation 400 of the player data 
base includes a number of example records or entries 405 
and 410 each de?ning a player. Those skilled in the art Will 
understand that the player database 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 420 that uniquely identi?es the player; (ii) 
a name 430 of the player; (iii) an address 440 of the player; 
(iv) a ?nancial account identi?er 450 of the player, Which 
may be, e.g., a credit card, debit card or checking account 
number; (v) demographic data 460 about the player, such as 
the age, gender, income level of the player; (vi) credits 470 
Which the player has accumulated in one or more previous 
and current plays at one or more gaming devices; and (vii) 
an indication of the aggregate amount 480 that the player has 
ever Wagered, or that the player has ever deposited in a 
gaming device or made available for Wagering at a gaming 
device. 

[0056] 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. 

[0057] Gaming Device Database 

[0058] FIG. 5 is a tabular representation 500 of the 
gaming device database. The tabular representation 500 of 
the gaming device database includes a number of example 
records or entries 505 and 510, each de?ning a gaming 
device. Those skilled in the art Will understand that the 
gaming device database may include any number of entries. 
The tabular representation 500 also de?nes ?elds for each of 
the entries or records. The ?elds specify: (i) a gaming device 
identi?er 520 that uniquely identi?es the gaming device; (ii) 
a name 530 of the gaming device, Which may additionally or 
alternatively specify the type of game(s) playable at the 
gaming device; and (iii) a manufacturer 540 of the gaming 
device. 

[0059] 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. 

[0060] Referring to FIG. 6, an illustrative gaming device 
600 includes an information area 610, Which displays a 
message to the user that a commitment of 20 outcomes 
makes most outcomes Winning outcomes. Gaming device 
600 also includes a card reader 620 for reading, e.g., player 
tracking cards. A handle 630 is used for initiating plays, in 
a manner knoWn in the art. A display area 650 provides 
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information, such as a credit balance and a number of spins 
(i.e. plays or outcomes) remaining (e.g., for play according 
to the terms of a contract as described herein). 

[0061] Reels 640 display the outcome of a play in the form 
of a reel symbol on each reel, as is knoWn in the art. Buttons 
660 alloW the player to indicate Wager amounts for an 
outcome. 

[0062] Session Database 

[0063] FIGS. 7 and 8 depict tables 700 and 800 repre 
senting the session database. The tables 700 and 800 include 
a number of example records or entries 710, each de?ning 
an outcome of a player’s gaming session. Those skilled in 
the art Will understand that the session database may include 
any number of entries. The tables 700 and 800 also de?ne 
?elds for each of the entries or records. The ?elds specify: 
(i) a spin number (720 and 820) that uniquely identi?es the 
outcome; (ii) an outcome (730 and 830) description, Which 
describes the particular reel symbols; (iii) a starting balance 
(740 and 840) before any adjustment in the balance due to 
the outcome; (iv) a payout or loss (750 and 850) due to the 
outcome; (vi) an ending balance (760 and 860) after any 
adjustment in the balance due to the outcome, and Which is 
the sum of the starting balance and the payout or loss due to 
the outcome; and (vii) a number of outcomes remaining (770 
and 870) Which must be completed per the terms of an 
agreement as described in further detail herein. 

[0064] Not all of the ?elds depicted in FIGS. 7 and 8 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. 

Method Steps for Various Embodiments 

[0065] The folloWing discussion describes method steps 
for various embodiments. The gaming device may initiate a 
secondary game at a gaming device, in Which the course of 
the secondary game depends on outcomes of tWo or more 
handle pulls. The gaming device may initiate a secondary 
game upon signal from a player. For example, a player may 
press a designated button (e.g., a button labeled “play 
game”) on the gaming device. The player may also place a 
separate Wager on the secondary game. For example, in 
addition to any Wagers made in one or more primary games, 
the player may place a Wager on the secondary game. Any 
payout or payment made to the player as a result of the 
secondary game may then depend on his Wager. In some 
embodiments, the player may not be required to place a 
separate Wager to initiate the secondary game. In some 
embodiments, the player need not speci?cally indicate a 
desire to participate in a secondary game. Rather, the play 
er’s participation may be automatic once he begins play of 
a primary game. 

[0066] Once a secondary game has been initiated, the 
gaming device may determine a ?rst situation of the sec 
ondary game. As used herein, a situation of a secondary 
game may include a particular group of settings for one or 
more of the parameters governing play of the secondary 
game game. For example, one parameter is the location on 
Which a game character resides. A setting for such a param 
eter may be e.g., “the ?fth square from the beginning,” 
square “b7,” the “blue square,” etc. Another parameter may 
be the number of handle pulls remaining in Which to 
complete the secondary game. Such a parameter may 
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include a setting of e.g., “10 pulls,”“39 pulls,” or “0 pulls.” 
Other exemplary parameters may include parameters 
describing the layout of a game board, the number of a 
particular type of symbol aggregated, the percent comple 
tion of a puZZle, and so on. Each of these parameters may 
have particular settings in a particular situation of a game. In 
various embodiments, a situation of a game is a particular 
group of settings in Which every parameter governing the 
play of the secondary game has a particular setting. 

[0067] FIG. 10 depicts an exemplary table 1000 repre 
senting a database for storing the situation of a secondary 
game. The game depicted in FIG. 10 is a game in Which a 
player aggregates “cherry” symbols. Five exemplary param 
eters 1002 are depicted. Each parameter has a corresponding 
setting 1004. One parameter is the “spins remaining” param 
eter. The setting for the parameter is currently “9”, indicating 
that the player currently has nine spins remaining in Which 
to complete the secondary game. Another parameter is the 
“cherries aggregated” parameter, having a corresponding 
setting of “8.” Thus, the player has currently aggregated 
eight cherries in the game. Another parameter is the “payout 
for aggregating at least ten cherries” parameter, Which 
currently has a payout of “40.” Thus, if the player aggregates 
at least ten cherries by the time he completes the secondary 
game, the player Will receive a payout of forty coins. 
Similarly, if the player aggregates at least tWenty cherries by 
the end of the game, the player Will receive ?ve hundred 
coins, based on the setting for the “payout for aggregating at 
least tWenty cherries” parameter. It should be noted that the 
setting of the “payout for aggregating at least ten cherries” 
parameter may change during the course of the secondary 
game, just as the setting of any other parameter may change. 
For example, the setting of the parameter may change from 
forty to thirty during the course of the secondary game. If the 
setting of the “payout for aggregating at least ten cherries” 
is thirty at the end of the secondary game, and the player has 
aggregated eleven cherries (e.g., the setting of the “cherries 
aggregated” parameter is “11”), then the player may receive 
a payout of thirty coins. Another parameter listed in table 
1000 is the “cherry lock boxes possessed” parameter. 
According to some embodiments, for each cherry lock box 
possessed, a player may ensure that ?ve cherries cannot be 
taken aWay from him. That is, each lock box may hold ?ve 
cherries, Which are then protected from loss. Thus, it may be 
bene?cial to a player to obtain lock boxes, even though the 
number of lock boxes obtained does not directly impact a 
payout for the game. Like the settings of other parameters, 
the setting of the “cherry lock boxes possessed” parameter 
may change. During the course of a game, a player may 
obtain more lock boxes, or he may lose lock boxes already 
possessed. 
[0068] Discussion noW continues With the method steps of 
some embodiments of the present invention. Once the ?rst 
situation of the secondary game has been determined, a 
second situation of the secondary game may be determined. 
Like the ?rst situation, the second situation may include a 
group of settings for the parameters governing play of the 
secondary game. In the second situation, some of such 
settings may be different from the settings of the ?rst 
situation. For example, in the ?rst situation, the parameter 
describing the number of pulls remaining in the game may 
have the setting of “10 pulls.” In the second situation, the 
same parameter may have the setting of “5 pulls.” The 
second situation of the game may be determined in various 
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Ways. In some embodiments, a set of rules govern hoW a 
second situation is determined from a ?rst. One exemplary 
rule indicates that the parameter describing the number of 
pulls remaining in a secondary game is decremented by one 
every time a handle pull is made at the gaming device. Some 
rules describe hoW a particular situation, such as the second 
situation, is determined based on the symbols or outcomes 
that occur in a primary game. For example, a symbol in a 
primary game may include an “advance three spaces” sym 
bol. Accordingly, the parameter describing the location 
occupied by a game character may be updated to include a 
indicate a location that is three locations forWard of the 
previous location indicated by the same parameter. 

[0069] FIG. 11 depicts a an exemplary table 1100 repre 
senting a database storing rules for hoW the settings of 
parameters 1104 of a secondary game may change based on 
the occurrence of symbols 1102 in a primary game. As 
depicted, the occurrence of a “lose tWo spins” symbol in a 
primary game may cause the subtraction of tWo from the 
setting of the “spins remaining” parameter of the secondary 
game. The occurrence of a “cherry” symbol may cause the 
addition of one to the setting of the “cherries aggregated” 
parameter. The effects, or the “adjustment to [a correspond 
ing] parameter”1106 resulting from the occurrence of other 
symbols listed in FIG. 11 Will be apparent from the ?gure. 
By changing the setting of a parameter governing play of a 
game, the occurrence of a symbol in a primary game may 
change the situation of a game from a ?rst situation to a 
second situation. It should be appreciated that a situation of 
a game may also change based on an outcome (e.g., several 
symbols occurring along the same payline of the gaming 
device in a primary game), based on the setting of a 
parameter reaching a certain value (e.g., if the setting of a 
“game character location” parameter ever reaches “27” then 
the setting is automatically changed to “12”, representing a 
game character falling back on a game board), based on a 
time of day, based on the Weather, and so on. 

[0070] In some embodiments, the second situation of the 
game is less favor to a player than is the ?rst situation. One 
example of a second situation that is less favorable than a 
?rst situation arises in a secondary game involving the 
aggregation of symbols. In such a game, a player may 
aggregate “cherry” symbols obtained in a primary game. 
The player may receive a payout in the secondary game if he 
aggregates at least ten cherry symbols. Accordingly, it is 
generally move advantageous for the player to have more 
cherry symbols aggregated. Thus, an example of a second 
situation that is less favorable than a ?rst situation is a 
second situation in Which a player has feWer cherry symbols 
aggregated than he had in the ?rst situation, With the settings 
of all other parameters of the game remaining approximately 
the same. (Alternatively, other settings may also be less 
favorable in the second situation than in the ?rst4e.g., the 
setting of a pulls remaining parameter is loWer in the second 
situation than in the ?rst, giving the player less opportunity 
to aggregate ten cherry symbols). A player in the second 
situation Would be further from his goal of aggregating ten 
cherries, and Would therefore be less likely to achieve a 
payout or payment in the secondary game. 

[0071] In various embodiments, a given situation may be 
associated With an expected payment. That is, a player 
?nding himself in the given situation Would receive, on 
average, the expected payment. Suppose, in one example, 
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that a player has one spin remaining in a secondary game 
involving the aggregation of symbols. The player has nine 
cherries aggregated already, but needs a tenth cherry symbol 
in order to receive a payout of tWenty coins. Further, suppose 
the probability of obtaining a cherry on the tenth spin, 
Without also obtaining any symbols that takes aWay cherries, 
is 0.2. The player Will therefore receive a payout of tWenty 
coins With probability 0.2, and no payout With probability 
0.8. The player’s expected payment is therefore 0.2><20+ 
0.8><0=4 coins. 

[0072] In various embodiments, any situation of game 
may be associated With an expected payment. A second 
situation may be said to be less favorable than a ?rst 
situation if the expected payment corresponding to the 
second situation is less than the expected payment corre 
sponding to the ?rst situation. In some embodiments, hoW 
ever, the cost of completing a game may be included in a 
determination of an expected payment associated With a 
secondary game. For example, if an expected payment 
associated With a secondary game is eleven coins, but the 
cost of completing the secondary game (e.g., the cost of 
making Wagers in the primary game that dictates the course 
of the secondary game) is ?ve coins, then the secondary 
game may be associated With an expected payment minus 
cost of six coins. Further, the expected payment from one or 
more primary games may also factor into the determination 
of Whether a second situation is more or less favorable than 
a ?rst situation. For example, a given situation may be 
associated With a total expected payment from both the 
secondary game and all primary games required to complete 
the secondary game, less the cost of completing all the 
primary games. For example, suppose the expected payment 
from a secondary game is eleven coins. HoWever, comple 
tion of the secondary game Will cost ?ve coins, since it Will 
take ?ve Wagers in order to complete the ?ve handle pulls of 
the primary game necessary to complete the secondary 
game. Suppose further, hoWever, that the expected payment 
from each of the primary games (the payout percentage 
multiplied by the Wager amount) is 0.95 coins. Thus, the 
expected payment from the ?ve primary games is 5><0.95= 
4.75 coins. Thus, the secondary game may be associated 
With a value equal to eleven coins (the expected payment of 
the secondary game) minus ?ve coins (the cost of complet 
ing the ?ve primary games necessary to complete the 
secondary game) plus 4.75 coins (the expected payment 
from the ?ve primary games). The value associated With the 
secondary game may accordingly be 10.75 coins. A second 
situation may be said to be less favorable than a ?rst 
situation if a value (e. g., in coins) associated With the second 
situation is less than the value associated With the ?rst 
situation. As has been illustrated, this value may be an 
expected payment in a secondary game or a more compli 
cated value derived using costs of the primary game and 
expected payments associated With each primary game 
required for completion of the secondary game. As Will be 
appreciated, there are many other metrics by Which a second 
situation of secondary game may be said to be less favorable 
to a player than a ?rst situation of a secondary game. 

[0073] Various factors Within a game that contribute to a 
higher expected payment (or a higher value associated With 
a game situation) may be referred to herein as “equity”. That 
is, a player has equity in a game if the settings of various 
parameters are such as to give the player a positive expected 
payment in the game. For example, a setting of “8” for a 
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number of “cherry” symbols aggregated may constitute 
player equity in a game. The player may have a positive 
expected payment for the game because the setting of the 
parameter describing the number of “cherry” symbols aggre 
gated is so close to a target setting of “10”. 

[0074] Continuing With a discussion of the method steps 
of various embodiments, a gaming device may generate a 
?rst outcome. For example, the gaming device may receive 
a signal from a player, Whereby the player presses a “spin” 
button, pulls a handle of the gaming device, or otherWise 
expresses a desire for the gaming device to generate an 
outcome. The outcome may comprise a set of one or more 

symbols, such as a set of symbols forming a complete pay 
line of the gaming device. In generating the outcome, the 
gaming device may ?rst determine a random or pseudo 
random number and match the number to an outcome using 
a prede?ned table. In this Way, the gaming device may arrive 
at a random or pseudo random outcome. The gaming device 
may then cause the outcome to be displayed in an enter 

taining Way, by ?rst spinning the reels of the gaming device, 
and by then causing the reels to stop in such a Way that the 
symbols of the outcome are visible to a player. Based on the 
outcome, the gaming device may alter the setting of one or 
more parameters of the secondary game such that the 
secondary game transitions from the ?rst situation to the 
second situation. For example, for each symbol in the 
outcome, the gaming device may determine a related param 
eter, and an adjustment to be made to the parameter by 
reference to a database such as that illustrated in FIG. 11. In 

some embodiments, a database may associate entire out 
comes With related parameters and With adjustments to be 
made to the parameters, rather than associating individual 
symbols With parameters. 

[0075] FIG. 12 depicts an exemplary illustration of a 
gaming device according to some embodiments. Depicted 
are both a primary game, involving reels 1232, 1234, and 
1236; and a secondary game involving game board 1210. As 
depicted, the current game situation in the secondary game 
includes a game character 1220 located at the third location 
on game board 1210 from the “START.” The number of 
pulls remaining 1250 is “10”. In other Words, the player has 
ten handle pulls in Which to achieve an objective in the 
secondary game. As depicted, one objective is for the game 
character to reach locations of the game board 1210 marked 
“95” or near the “END.” In FIG. 12, reel 1234 illustrates an 
exemplary symbol from a primary game that may have an 
effect on a secondary game. The symbol, “Go Back Three 
Spaces,” has the effect of moving game character 1220 three 
spaces back (e.g., three spaces toWards the “START” side of 
the game board). The “Go Back Three Spaces” symbol may 
be considered part of a negative outcome since the outcome 
containing the symbol (i.e. the outcome “lemon-Go Back 
Three Spaces-Bar”) sets the game character 1220 further 
back from its objective. Accordingly, the payment a player 
may expect to receive from the game may be reduced by the 
occurrence of the illustrated outcome. 

[0076] Thus, in some embodiments, a gaming device may 
initiate a secondary game; determine a ?rst situation of the 
secondary game; determine a second situation of the sec 
ondary game, in Which the second situation is less favorable 
to a player than is the ?rst situation; determine a ?rst 
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outcome; and set the situation of the secondary game from 
the ?rst situation to the second situation, based on the 
outcome. 

[0077] In various embodiments, a given situation of a 
secondary game may be associated With a guaranteed pay 
ment. A guaranteed payment is a payment that a player is 
assured of receiving should he complete a secondary game. 
For example, in one secondary game situation, a player may 
have already aggregated ten cherry symbols. The secondary 
game may provide that a player is to receive tWenty coins for 
completing the game With at least ten cherry symbols 
aggregated. If, from the situation, there is no Way for any 
cherries to be taken aWay, and there is no Way for the 
payment associated With aggregating ten cherries to be 
reduced, then the player is guaranteed a payment of tWenty 
coins. Thus, in some embodiments, a guaranteed payment is 
a payment that Will be received by a player regardless of any 
future events or actions that occur in a game. A player may, 
in fact, receive more than the guaranteed payment. HoWever, 
by de?nition, he cannot receive less. 

[0078] In some embodiments, a secondary game may be 
associated With a conditional guaranteed payment. The 
conditional guaranteed payment may be a payment that a 
player is assured of receiving provided a particular condition 
in the secondary game is not met. For instance, a player may 
be guaranteed a payment of tWenty coins, provided a “lose 
10” symbol does not occur on the payline of the gaming 
device in a primary game. A conditional guaranteed payment 
may be a payment that a player Will receive provided one of 
a set of predetermined outcomes does not occur (e.g., in a 
primary game). 

[0079] As part of conducting a secondary game, a gaming 
device may display to a player a balance that indicates a 
number of credits that constitute a guaranteed payment, or a 
conditional guaranteed payment. For example, a display of 
a balance of “20” may indicate that a player is guaranteed to 
receive at least tWenty coins upon the completion of the 
secondary game. Alternatively, the display of a balance of 
“20” may indicate that the player is to receive tWenty coins 
upon the completion of the secondary game, provided one of 
a set of symbols or outcomes does not occur, and/or pro 
vided one of a set of other events does not occur. For 
example, a balance of “20” may indicate that a player is to 
receive a payment of tWenty coins upon the conclusion of a 
game provided no “Whammy” symbols occur in outcomes 
during the primary game. A credit balance displayed to a 
player may be adjusted and readjusted to re?ect amounts 
that a player is guaranteed to receive, or conditional amounts 
that a player is guaranteed to receive upon completion of the 
secondary game. 

[0080] In various embodiments, an outcome may be con 
sidered an unfavorable outcome, or a “negative outcome” if 
the expected payment associated With a second situation, 
immediately after the generation of an outcome, is less than 
an expected payment associated With a ?rst situation of the 
game, the ?rst situation occurring immediately prior to the 
generation of the outcome. In various embodiments, if an 
outcome leads to a second situation (e.g,. by resulting in 
adjustments of one or more parameters governing play of a 
game), that is less favorable than a ?rst situation, Which 
occurred prior to the generation of the outcome, then the 
outcome may be considered an unfavorable, or “negative 












































