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(57) ABSTRACT 

A method and system is provided Wherein an event experi 
enced by a player is documented and the documentation of 
the event is stored (e.g., in association With an indication of 
the event). One example of an event experienced by a player 
is an outcome obtained by a player on a gaming device. In 
such an embodiment the documentation of the event may 
comprise an image of the player’s reaction to the outcome 
and/or a still or video image of the outcome. In accordance 
With some embodiments of the present invention a player 
may subsequently access (e.g., purchase) an output of the 
documentation. In one embodiment an outcome of a prior 
game play that Was documented is replayed. When the 
outcome of the prior game play is output, the outcome may 
be output in a manner that indicates to a vieWer that the 
outcome is an outcome of a prior game play and not an 
outcome of a current game play. 
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METHODS AND SYSTEMS FOR REPLAYING A 
PLAYER’S EXPERIENCE IN A CASINO 

ENVIRONMENT 

[0001] This application claims the bene?t of provisional 
application Serial No. 60/504,880, ?led Sep. 22, 2003 in the 
name of Walker et al. and entitled SYSTEM AND 
METHOD FOR STORING AND DISPLAYING GAME 
DATA. The entire content of this application is incorporated 
by reference herein for all purposes. 

[0002] This application is a continuation-in-part applica 
tion of US. application Ser. No. 10/176,765, ?led Jun. 20, 
2002 in the name of Walker et al. and entitled METHODS 
AND SYSTEMS FOR DOCUMENTING A PLAYER’S 
EXPERIENCE IN A CASINO ENVIRONMENT, Which 
Application claims the bene?t of provisional patent appli 
cation Ser. No. 60/299,870, ?led Jun. 21, 2001, entitled 
“POST TRIP EXPERIENCE”. The entire content of each of 
these applications is incorporated by reference herein for all 
purposes. 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0003] This application is related to the following co 
pending, commonly-oWned US. Patent Applications: 

[0004] (i) US. Patent Application Ser. No. 60/298,482, 
entitled METHOD AND APPARATUS FOR PLANNING 
AND CUSTOMIZING A GAMING EXPERIENCE, ?led 
Jun. 15, 2002 in the name of Walker et al., and Which claims 
the bene?t of US. Provisional Application No. 60/298,482, 
Which Was ?led Jun. 15, 2001; 

[0005] (ii) US. patent application Ser. No. 10/121,263, 
entitled METHOD AND APPARATUS FOR REMOTELY 
CUSTOMIZING A GAMING DEVICE, and ?led Apr. 11, 
2002 in the name of Walker et al., Which claims the bene?t 
of US. Provisional Application No. 60/283,086, ?led Apr. 
11, 2001; and 

[0006] (iii) US. patent application Ser. No. 10/001,089, 
entitled GAMING DEVICE FOR A FLAT RATE PLAY 
SESSION AND METHOD OF OPERATING SAME, and 
?led Nov. 2, 2001 in the name of Walker et al., Which claims 
the bene?t of US. Provisional Application No. 60/282,792, 
entitled GAMING CONTRACTS and ?led Apr. 11, 2001, 
and Which is a Continuation-In-Part Application of US. 
patent application Ser. No. 09/518,760, entitled GAMING 
DEVICE FOR A FLAT RATE PLAY SESSION AND A 
METHOD OF OPERATING SAME and ?led Mar. 3, 2000, 
Which in turn a Continuation Application of US. patent 
application Ser. No. 08/880,838, entitled GAMING 
DEVICE FOR A FLAT RATE PLAY SESSION AND A 
METHOD OF OPERATING SAME and ?led Jun. 23, 1997. 

[0007] The entire content of each of the above Applica 
tions is incorporated by reference herein for all purposes. 

BACKGROUND 

[0008] Gaming devices (e.g., reeled slot machines or 
video poker machines) generate more than $15 billion per 
year in revenue for casinos in the United States alone. This 
?gure accounts for more than half of the gaming revenue for 
a typical U.S. casino; additionally, high levels of popularity 
and revenue characterize gaming devices in establishments 
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throughout Europe and Australia. Accordingly, casino 
operators are interested in increasing the enjoyment of 
playing slot machines. 

[0009] Further, it Would be bene?cial to a casino to 
identify and implement neW methods of encouraging a 
player already present in the casino to extend the duration of 
the player’s visit at the casino or to return to the casino, 
and/or of encouraging other persons to visit the casino. This 
Would, in many circumstances, maximize existing sources of 
the casino’s revenue. Although casinos spend a great deal of 
money on advertising, some of the most effective advertising 
is learning about an exciting experience of a friend or family 
member at a casino. Additionally, the memory of a prior 
good experience at a casino is an effective incentive for a 
player to re-visit a casino Prior to Applicants’ prior inven 
tion, disclosed in application Ser. No. , no effective 
method existed for casinos to actively leverage such adver 
tising opportunities. 
[0010] A need exists to further enhance Applicants’ pre 
viously invented methods of leveraging advertising oppor 
tunities for a casino, enhancing a player’s enjoyment of 
playing gaming devices in a casino, as Well as to identify 
and/or create neW sources of revenue for a casino and to 
maximiZe existing sources of revenue for a casino. 

BRIEF DESCRIPTION OF THE FIGURES 

[0011] FIG. 1 is a block diagram of an embodiment of a 
system consistent With the present invention; 

[0012] FIG. 2A is a block diagram of one embodiment of 
a controller; 

[0013] FIG. 2B is a block diagram of one embodiment of 
a gaming device; 

[0014] FIG. 3 is a table illustrating an exemplary data 
structure of a player database; 

[0015] FIG. 4A is a table illustrating an exemplary data 
structure of a device database; 

[0016] FIG. 4B is a table illustrating another exemplary 
data structure of a device database; 

[0017] FIG. 5 is a table illustrating an exemplary data 
structure of a documented event database; 

[0018] FIG. 6A is a table illustrating an exemplary data 
structure of a predetermined event database; 

[0019] FIG. 6B is a table illustrating another exemplary 
data structure of a predetermined event database; 

[0020] FIG. 7 is a table illustrating an exemplary data 
structure of a documentation package database; 

[0021] FIG. S is a How diagram illustrating an exemplary 
process according to an embodiment of the present inven 
tion; and 

[0022] FIG. 9 is a How diagram illustrating an exemplary 
process according to an embodiment of the present inven 
tion. 

DETAILED DESCRIPTION 

[0023] Applicants have recogniZed that, in some situa 
tions, documenting experiences of a player visiting a casino 
and providing the player With the documentation, e.g., in 
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exchange for payment or other consideration, may be an 
effective method of enhancing the player’s visit. The player 
may be encouraged, by the documentation, to extend the 
duration of the visit and/ or make a return visit. For example, 
a player may be more likely to remain in a particular casino 
to play slot machines if the player is aWare that the casino 
is documenting notable outcomes the player has obtained 
While playing the slot machine and/or his reactions to such 
particularly notable outcomes. A player may further be 
motivated to visit, remain in or return to a particular casino 
if the player Will have the opportunity to revieW such 
documented outcomes and/or reactions. For example, a 
player may be more likely to remain in a particular casino or 
return to the casino if the player can replay a memorable 
outcome or other event the player previously experienced at 
the casino via a device of the casino. Further, vieWing the 
documentation at a subsequent time (e.g., once the player 
returns home from his visit) Will return the player’ s thoughts 
to the casino and is likely to encourage the player to return 
to the casino. Moreover, vieWing documentation of a posi 
tive experience Will serve to reinforce the player’s positive 
experience at the casino. 

[0024] Applicants have also recogniZed that, in some 
situations, providing the documentation of a player’s expe 
riences at a casino to the player in a manner that alloWs the 
player to share the experiences With friends and/or family 
(e. g., after the player returns home from the casino or While 
the player is at the casino) may be an effective manner of 
encouraging the friends and/or family to patroniZe the 
casino. For example, as the player that had visited the casino 
shoWs a video clip of his experience at the casino to his 
friends or family the player is effectively advertising the 
casino to the friends and family as a place Where someone 
they knoW had a good time. Similarly, as a player Who has 
obtained a high payout via a gaming device of the casino 
shoWs a video clip of the payout-Winning outcome to a 
friend (e.g., by having the video clip played on the gaming 
device via Which the payout-Winning outcome Was 
obtained), the player is effectively tempting the friend to try 
his luck and play in an attempt to obtain a payout-Winning 
outcome. ShoWing documentation of a Winning outcome to 
a friend illustrates to the friend that “dreams can come true”, 
that Winning outcomes or jackpots are attainable and real 
istic to expect. This is important positive reinforcement for 
the friend, since statistically many players do not obtain 
Winning payouts and may thus be discouraged from playing. 

[0025] Applicants have also recogniZed that, in some 
situations, selling such documentation to a player is an 
additional source of revenue to the casino. Further, since 
such documentation, in accordance With some embodi 
ments, may be performed using existing infrastructure of a 
casino, such additional revenue may be derived Without the 
accruement of excessive costs of implementation by the 
casino. For example, casinos have an extensive array of 
video cameras capturing images of persons in various areas 
of the casino. Also, some slot machines are equipped With 
image capturing devices that are capable of capturing an 
image of a player playing the slot machine. HoWever, 
heretofore casinos have not effectively leveraged such capa 
bilities to obtain additional sources of revenue or to maxi 
miZe existing sources of revenue in a manner envisioned by 
Applicants. 
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[0026] In one embodiment of the present invention, an 
indication of an event experienced by a player is docu 
mented by determining the occurrence of the event (e.g., a 
player obtains an outcome on a slot machine), capturing 
documentation of the event (e.g., a visual or audio record 
ing), and storing the indication of the event (e.g., a repre 
sentation of the symbols comprising the outcome) and the 
documentation of the event in association With one another. 
The indication and documentation of the event may further 
be stored in association With an identi?er that identi?es the 
player that experienced the event (e.g., a player identi?er 
associated With the person). The indication and documen 
tation may then be offered for sale to the player in a form that 
alloWs the player to subsequently vieW and/or listen to the 
documentation and/or alloW others to vieW and/or listen to 
the documentation (e.g., a printed photograph, access to a 
Web page, access to the documentation via a gaming device 
or kiosk located in a casino). 

[0027] In another embodiment, data comprising a set of 
outcomes obtained on a slot machine is identi?ed or 
accessed and data comprising a set of images is identi?ed or 
accessed. An outcome of the set of outcomes and an image 
of the set of images that corresponds to the outcome are 
determined. The determined outcome (or an indication of the 
determined out come) is the n stored in association With the 
deter mined image. In one embodiment the outcome of the 
set of outcomes is ?rst determined and the corresponding 
image from the set of images is determined based on the 
determined outcome. In another embodiment an image of 
the set of images is ?rst determined and the corresponding 
outcome is determined based on the determined image. 

[0028] In another embodiment the occurrence of a prede 
termined condition of game play at a slot machine is 
determined and, in response, a documenting device is caused 
to be focused on an area in Which the slot machine is located. 
Documentation is captured and stored in association With a 
player identi?er of the player playing the slot machine at a 
time of occurrence of the predetermined condition. The 
documentation may further be stored in association With the 
occurrence of the predetermined condition. Such an embodi 
ment may be implemented, for example, in a casino that has 
a plurality of image capturing devices located throughout the 
casino, each capturing an area of the casino and being 
capable of focusing on a different area of the casino. 

[0029] In another embodiment, an occurrence of a prede 
termined condition of game play at a slot machine is 
identi?ed and, in response, an image is selected from a 
plurality of images that each correspond to a respective 
image capturing device. The selected image is then stored in 
association With a player identi?er of a player playing the 
slot machine at a time of the occurrence of the predeter 
mined condition. The selected image may fur‘ther be stored 
in association With an indication of the occurrence of the 
predetermined condition. This embodiment may be imple 
mented, for example, in a casino that continuously has at 
least one image capturing device focused and capturing 
images of an area of the casino, such that images depicting 
the entirety (or a substantial portion) of the casino are being 
continuously captured. This embodiment may also be imple 
mented, for example, in a casino Where more than one 
gaming device is equipped With an image capturing device 
that is operable to capture images of persons in the area of 
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the gaming device (e.g., the player playing the gaming 
device or a person standing near the gaming device). 

[0030] In yet another embodiment, the occurrence of a 
predetermined condition of game play at a slot machine is 
identi?ed and, in response, a portion of an image captured by 
an image capturing device is selected. The image may 
comprise an image that Was captured at substantially the 
same time as a time at Which the predetermined condition of 
game play occurred. For example, the image may have been 
captured in a period of time that begins three (3) seconds 
before the occurrence of the condition and ends ?ve (5) 
seconds after the occurrence of the condition. Such a period 
of time may be selected based on What a suf?cient time to 
capture a reaction of a person to the occurrence of the 
condition. For example, such a period may comprise a 
period of time from a time just before the person is aWare of 
the condition to a time the reaction of the person is leveling 
off or the person is returning to a state similar to the state the 
person Was in before he became aWare of the occurrence of 
the condition. This embodiment may be implemented, for 
example, in a casino that has at least one camera that is 
capturing an image of a fairly large area of the casino and 
that may use softWare to bring into focus or enlarge a 
particular portion of an image that had been captured. 

[0031] In accordance With one embodiment, a method 
comprises determining data associated With a game play that 
had occurred at a gaming device at a time prior to a current 
time, the data thereby being associated With a prior game 
play and outputting the data via a device. The output data is 
output in a manner that indicates to a vieWer of the data that 
the data is associated With the prior game play and not a 
current game play. 

[0032] For example, outputting the data via a device may 
comprise the output data being altered from an original 
version in a manner that indicates to a vieWer of the data that 
the data is associated With the prior game play and not a 
current game play. In one embodiment, the device via Which 
the data is output comprises the gaming device at Which the 
prior game play occurred. In another embodiment, the 
device via Which the data is output comprises a gaming 
device different from the gaming device at Which the prior 
game play occurred. Outputting the data via a gaming device 
may comprise, for example, outputting the data via a pri 
mary and/or secondary display device of the gaming device. 
In still another embodiment, the device via Which the data is 
output comprises a device other than a gaming device, such 
as a kiosk. 

[0033] In accordance With one embodiment, the method 
may comprise additional steps, such as determining a pay 
out, if any, that corresponds to the outcome and not output 
ting the payout, the payout having been output during the 
prior game play. 
[0034] In one embodiment, the method may comprise 
altering the data and/or altering a setting of a device via 
Which the data is output. For example, the data may be 
output in a form that is altered by adjusting at least one of 
a shade or contrast of visual data from a shade or contrast in 
Which the visual data Was originally output. In another 
example, the data is output in a form that is altered by 
including a text indication that the data is being replayed 
from a prior game play. In yet another example, the data is 
output in a form that is altered by an inclusion of an 
indication of a time at Which the prior game play occurred. 
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[0035] In one embodiment, the data may be output in 
response to a request for an output of the data. In another 
embodiment, the data may be output While a status of a 
device is a predetermined status. For example, the data may 
be output via a gaming device While a gaming device is idle, 
such as during an “attract mode” of a gaming device. For 
example, the data may be output While the gaming device is 
not being used or once the gaming device has not been used 
for a predetermined period of time. In another example, data 
associated With a prior game play may be output shortly after 
the game play has concluded. 

[0036] In one embodiment, the data may not be output 
unless a precondition for outputting the data is satis?ed. 
Examples of preconditions for outputting the data include, 
but are not limited to: (i) a receipt of payment for the output 
of the data; (ii) a receipt of an identi?er associated With the 
data; (iii) a status of gaming activity associated With a player 
Who is requesting the output; (iv) a status of gaming activity 
associated With the device via Which the data is to be output; 
(v) an agreement by a player to an obligation in exchange for 
the output of the data; (vi) an identity of the device via Which 
the data is to be output; (vii) a time (e. g., a time of day, Week, 
month and/or year); (viii) a characteristic of a player 
requesting the output of the data; (ix) an identity of a player 
requesting the output of the data; and (x) an obtainment of 
a predetermined outcome or payout during a game play. 

[0037] In one embodiment a method may comprise 
retrieving the data from memory, the data having been stored 
substantially at the time of the prior game play. For example, 
the data may comprise graphical data representing an out 
come generated during the prior game play. In such an 
example, outputting the data may comprise outputting the 
graphical data. 

[0038] In one embodiment, a method may comprise deter 
mining an indication of the data to be output, the indication 
having been stored substantially at the time of the prior game 
play, Wherein the data may comprise an outcome generated 
during the prior game. For example, outputting the data may 
comprise causing the outcome to be regenerated and dis 
played by a gaming device. For example, causing the 
outcome to be regenerated and displayed may comprise 
directing a processor of a gaming device to display the 
outcome. 

[0039] In one embodiment, a system may comprise a 
controller operable to communicate With a plurality of 
gaming devices, each gaming device being operable to 
output an outcome of a game in response to a paid play. The 
controller may further be operable to determine data asso 
ciated With a prior game play at a gaming device and cause 
the data to be output via a device. The output data may be 
output in a manner that indicates to a vieWer of the data that 
the data is associated With the prior game play and not a 
current game play. In one embodiment the controller may 
further be operable to alter the data such that the output data 
indicates to a vieWer of the data that the data is associated 
With the prior game play and not a current game play. 

[0040] In one embodiment, the data comprises a docu 
mentation of a person’s reaction to an outcome obtained 
during a prior game play (e.g., a reaction of a player Who 
Was participating in the game play). In another embodiment, 
the data may comprise data indicative of at least one 
circumstance surrounding an occurrence of an outcome 
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during the prior game play. In yet another embodiment, the 
data may comprise the outcome or an indication of the 
outcome obtained during the prior game play. 

[0041] In one embodiment, the controller may further be 
operable to determine a request to vieW the data. For 
example, the request may include an identi?er and the 
controller may be operable to retrieve the data from a 
memory based on the identi?er. The controller may further 
be operable to transmit the data to a device (e.g., a gaming 
device), direct the device to output the data, and/or provide 
to the device access to the data. 

[0042] In one embodiment, an apparatus comprises a 
processor operable to communicate With a memory, the 
memory storing data associated With a prior game play at a 
gaming device. The processor may further be operable to 
determine the data and cause the data to be output via a 
device. The output data may be output in a manner that 
indicates to a vieWer of the data that the data is associated 
With the prior game play and not a current game play. In one 
embodiment the apparatus may further be operable to cause 
the data to be output via a device, the output data being 
altered in a manner that indicates to a vieWer of the data that 
the data is associated With the prior game play and not a 
current game play. 

[0043] In accordance With one embodiment, a method 
comprises displaying, via a display of a slot machine, an 
outcome of a prior game play, the outcome having been 
generated during the prior game play based on a random 
number and the outcome being currently displayed in 
response to a player’s request for an output of the outcome. 

[0044] In accordance With one embodiment, a slot 
machine comprises a processor for directing operation of the 
slot machine, the processor being operable to: (i) determine 
an outcome of a prior game play based on an indication of 
the outcome stored in a memory accessible to the processor 
and not on a random number generated by a random number 
generator; and (ii) display the outcome of the prior game 
play in a manner that conveys to a vieWer that the outcome 
is an outcome of the prior game play and not an outcome of 
a current game play. 

[0045] In accordance With one embodiment, a system 
comprises (i) a controller operative to communicate With a 
plurality of slot machines, and (ii) the plurality of slot 
machines. At least one of the plurality of slot machines may 
comprise a processor operable to (i) determine an outcome 
of a prior game play based on an indication of the outcome 
stored in a memory accessible to the processor and not on a 
random number generated by a random number generator; 
and (ii) display the outcome of the prior game play in a 
manner that conveys to a vieWer that the outcome is an 
outcome of the prior game play and not an outcome of a 
current game play. 

[0046] To help illustrate some embodiments of the present 
invention, a feW examples folloW. Such examples are pre 
sented for illustrative purposes only, are not exhaustive, and 
are not meant to be limiting in any fashion. 

EXAMPLES 

Example 1 

[0047] In a ?rst example of the present invention, assume 
a player named Timothy Jones enters a casino and sits doWn 
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in front of a “Magic Moment” slot machine. The machine 
has three sets of video reels that display animated reel 
symbols. Timothy inserts his player tracking card, provides 
tWenty (20) credits and initiates to game play. On his third 
handle pull, the slot machine’s processor generates a random 
number that corresponds to a reel outcome of “Bar-Bar 
Bar”. 

[0048] At this point, before the reels spin, the machine’s 
processor enables the machine’s audio/video recording 
devices, and they proceed to capture Timothy’s reaction as 
he Watches the reels begin to resolve. Concomitantly, as 
Timothy vieWs the video reels begin their animation 
sequence and resolve “Bar” symbols from left to right, the 
game machine stores the video reel animations and associ 
ated sound effects. (Both the internal and external audio/ 
video recordings are stored on the central server’s database 
in relation to a player identi?cation number provided by 
Timothy’s player tracking card.) 

[0049] Timothy Watches as the third and ?nal “Bar” sym 
bol resolves on the payline of the rightmost reel. Having 
glanced at a pay table illustration on the gaming machine’s 
cabinet, Timothy begins to celebrate his big Win of 1,000 
credits. A casino attendant approaches Timothy and provides 
payout. 

[0050] After being paid, Timothy, excitedly pumping his 
?st in the air, notices a colorful message on the gaming 
machine’s display screen that reads, “Timothy, you’ve just 
hit it BIG! A recording of your ‘Magic Moment’ has been 
saved for you. You can vieW it any time you like.” Timothy, 
feeling joyous in his moment of victory, actuates a touch 
screen button With text that reads “View NoW.” 

[0051] The slot machine plays back Timothy’s memorable 
moment; a secondary display screen above the reels depicts 
a video recording of his reaction as the reels animate and 
resolve in the same sequence. The machine emits the same 
sound effects. It’s just like When he hit the jackpot, except 
this time, the primary and secondary display areas are 
noticeably shaded green, and text reading “REPLAY OF 
TIMOTHY’S BIG WIN” ?ashes brightly in red, superim 
posed over the display areas. 

[0052] The replay concludes. Timothy decides he’s done 
playing and presses the “CASH OUT” button on the 
machine’s keypad. 

[0053] When Timothy removes his player tracking card, 
the gaming machine prompts him With another message: “To 
vieW your ‘Magic Moment’ again, return to any ‘Magic 
Moment’ slot machine, insert your player tracking card, and 
select the option for ‘My Big Wins’. Congratulations, Timo 
thy, and enjoy your Winnings!” 

[0054] Timothy cashes out, retrieves his player tracking 
card and leaves to inform his buddies of his big payout. 

Example 2 

[0055] In a second example of the present invention, 
assume a player named Sally SteWart visits the “Golden 
Grape Casino” on Aug. 1, 2003, during a vacation. She 
deposits ten (10) dollars into a video poker machine and 
begins game play. On her ?rst hand, Sally is dealt a royal 
?ush. 
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[0056] The video poker machine records and stores the 
animations, sound effects, audio and video associated With 
Sally’s jackpot hand. Having Won 10,000 credits on her ?rst 
play, Sally, is ecstatic. She is approached by an attendant and 
paid. 

[0057] The machine then prompts Sally With a message 
that reads: “Congratulations on your JACKPOT WIN! 
We’ve recorded your exciting ‘Magic Moment’ for you. So 
that you may vieW it at a later time, press ‘YES’ to sign up 
for your player tracking card.” 

[0058] Sally presses the touch-screen “YES” button, 
accepting the casino’s criteria that she is required to accept 
a player tracking card before vieWing her “Magic Moment.” 

[0059] The gaming machine then displays text that reads, 
“Just ?ll in some brief personal information so We can 
provide your card.” V1a a display area touch-screen input, 
Sally keys in her name, address, phone number and Social 
Security number. 

[0060] The display then prompts, “Your card is ready, 
Sally!” The video poker machine then stores a database 
entry for Sally’s memorable data. 

[0061] Touch screen buttons may at this point read: 
“VIEW REPLAY,”“CONTINUE PLAYING” and/or 
“QUIT.” 
[0062] Sally chooses to quit. The machine then dispenses 
a plastic player tracking card imprinted With Sally’s name 
and a machine-readable barcode. The display reads, “Here’s 
your card Sally! Come back any time to vieW your ‘Magic 
Moment’.” 

[0063] Ayear later, on a return trip to Golden Grape, Sally, 
accompanied by family, approaches a video poker machine 
and inserts her player tracking card. The machine displays a 
menu offering Sally a choice betWeen playing video poker 
and vieWing a replay of her “Magic Moment.” Eager to 
remember the thrill of hitting her big jackpot, Sally chooses 
to revieW her “Magic Moment.” 

[0064] The gaming machine display then reads, “It costs 1 
credit to vieW your ‘Magic Moment.’ Would you like to vieW 
it noW?” 

[0065] Sally agrees and is debited 1 credit. Sally and her 
family Watch a video recording of her reaction on the 
secondary display as the cards are dealt on the primary 
display. On each display, once the replay begins, large, bold 
text reading “Aug. 1, 2003” is superimposed; additionally, 
audio of a voice saying “Here’s a replay of your BIG WIN!” 
is output repeatedly by the gaming machine’s speakers. 

[0066] The replay concludes and Sally retrieves her player 
tracking card. 

Example 3 

[0067] In a third example of the present invention, assume 
a player named Mike McDonald approaches a slot machine 
While on vacation at “CoWboy Bill’s Wild West Casino.” He 
inserts his player tracking card, deposits credits and initiates 
game play. 

[0068] On Mike’s third spin, the gaming device internally 
determines an outcome of “7-7-7-7-7.” 
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[0069] Before the reels spin, the machine’s internal pro 
cesses begin to record in a similar manner as described in 
prior examples. HoWever, rather than capture external audio 
and video data by means of recording devices mounted 
inside or upon the machine, the machine’s processor triggers 
the operation of tWo ceiling-mounted casino surveillance 
cameras in proximity to Mike. In this manner, When Mike 
jumps, cries aloud and applauds, his reaction, as Well as the 
reactions of adjacent players, are captured from at least one 
Wide angle. 

[0070] The machine’s display prompts Mike: “Outstand 
ing! You Won 5,000 credits! We’ll save a recording of your 
‘Magic Moment’ for only a $2 storage fee. Then, you can 
vieW it Whenever and Wherever you’d like!” 

[0071] Mike selects the touch-screen button reading 
“SAVE,” and is correspondingly debited 2 credits. Mike’s 
memorable data is stored as a database entry related to his 
player identi?cation number as provided by his player 
tracking card. 

[0072] Mike leaves the casino and ?ies home. Upon 
returning to his Workplace the folloWing day, Mike can’t 
conceal the excitement stemming from his big Win. Pulling 
a feW coWorkers over to his desk, Mike directs the Internet 
broWser on his computer toWard the casino’s Web site. Mike 
logs on by entering the player identi?cation number found 
on his player tracking card into the appropriate ?eld. When 
Mike clicks on a button labeled “View my Magic Moment,” 
the Web site’s server accesses the appropriate data. 

[0073] Three adjacent WindoWs pop up on Mike’s com 
puter screen. One box contains a graphic representation of 
the slot machine Mike played at the casino; the other tWo 
contain different angles of video recorded from the surveil 
lance cameras near Mike during his memorable moment. 
Large text reading “REPLAY” ?ashes across each WindoW 
on Mike’s computer. The sounds of the machine and casino 
?oor are outputted through the computer speakers as Mike 
and his coWorkers vieW his “Magic Moment.” 

Example 4 

[0074] In a fourth example of the present invention, pic 
tures of a player are taken, via cameras positioned through 
out the casino, as the player obtains particularly exciting 
outcomes While playing a slot machine. What comprises a 
particularly exciting outcome may be determined, for 
example, by casino personnel and stored in a database 
referred to by a controller (e.g., a controller may determine 
an outcome obtained on a gaming device and compare the 
obtained outcome to predetermined outcomes stored in a 
database to determine Whether documentation is necessary). 
For example, as a random number is generated by a slot 
machine and the corresponding outcome determined (but 
before the outcome is displayed to the player) a camera in 
the vicinity of the slot machine may be directed to focus on 
the player if the about-to-be-displayed outcome is a Winning 
outcome. A signal from the slot machine, indicative of the 
about-to-be-displayed outcome, may be transmitted from the 
slot machine to a computing device controlling the cameras 
throughout the casino. A camera may thus be directed to 
focus on the player and capture the reaction of the player 
(e.g., the player’s expression) as the outcome is displayed to 
the player. Such a process may be repeated each time the 
player obtains a particularly exciting outcome. The resulting 
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pictures, along With indications of the corresponding out 
comes, can be sold to the player, e.g., in the form of a 
scrapbook. The player can then relive the outcomes he 
obtained and his reaction to them, either by himself or With 
friends and family. Reliving the person’s experiences at the 
casino in such a manner may cause the player to revisit the 
casino and/or cause the friends or family to visit the casino 
in hopes that they Will enjoy similar experiences. Thus, the 
casino maximizes existing sources of revenue by increasing 
the number of persons visiting the casino and spending 
money in the casino. Further, the casino has created an 
additional source of revenue (from the sale of the scrapbook) 
by leveraging the existing casino infrastructure (i.e., the 
cameras located throughout the casino) in a heretofore 
unknown manner. 

Example 5 

[0075] In a ?fth example of the present invention, Appli 
cants envision an embodiment Wherein a person visiting a 
casino registers With the casino upon arrival and pays to 
have his experiences at the casino documented. In such an 
embodiment an image of the person may be obtained during 
the registration process and used to identify the person (e.g., 
via face recognition software) as the person gambles in the 
casino and participates in non-gambling activities at the 
casino (e.g., vieWing shoWs, eating in restaurants, vieWing 
art, etc.). Video footage (also referred to as video clips 
herein) or still photos of the person may be captured (e.g., 
using the cameras located throughout the casino) at various 
times that are deemed potentially memorable for the player. 
For example, a picture or video clip may be taken if a 
particularly expressive reaction by the player is identi?ed. 
Alternatively or additionally, the player himself may indi 
cate that he is experiencing a potentially memorable event 
and Wishes to have it documented (e. g., by actuating a button 
on a gambling device or computing device available to the 
player for such a purpose). 

[0076] In some embodiments of the present invention, 
documented images may be annotated (e.g., With a descrip 
tion of the event the player Was experiencing) or otherWise 
altered. For example, an audio description such as “Here is 
John’s reaction as he is picked from the audience to par 
ticipate in the magic shoW”, a text description such as “John 
as he places a large number of F his chips on What is to be 
a losing hand” or a graphical representation of the Winning 
?nal hand in a video poker game may be embedded in the 
picture or video clip, overlaid onto the picture or video clip, 
or appended to the picture or video clip. Documentation of 
an event may also be annotated With information external to 
the event or that takes into account data external to the event 
itself. For example, a representation of the player’s net 
Win/ loss for a period of time (e.g., the day, the Week, the visit 
to the casino) may be overlaid onto an image or otherWise 
annotated to the documentation. For example, if, at the time 
of occurrence of an event, the player Was up $135 for the 
duration of his current visit to the casino, that information 
may be included as an annotation to the documentation of 
the event. In this example such data may be determined by 
retrieving records of the player’s gambling activity at gam 
ing devices and/or table games (e. g., that Was tracked via the 
player’s player tracking card). 
[0077] In some embodiments of the present invention, 
data captured as documentation of an event may be altered 
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prior to being output to a player. For example, data com 
prising video of an outcome or an image of an outcome 
obtained by a player may be captured. In such an embodi 
ment, the data or image may be output to a player via a 
gaming device at a time after the game play in Which the 
outcome is originally obtained and output to the player, such 
that the outcome is replayed on a gaming device. Similarly, 
in one embodiment an indication of an outcome may be 
stored (e.g., a record in a database may store an indication 
that a player obtained the outcome bar-bar-bar as a result of 
a game play). After the game play in Which the outcome is 
obtained, the outcome indicated by the record in the data 
base may be displayed on a gaming device in order to replay 
the outcome to a player. 

[0078] In embodiments Where an outcome is replayed for 
a player via a gaming device, it Would be bene?cial to a 
casino to avoid any confusion of the replayed outcome from 
an original outcome (e.g., to prevent a player from believing 
or claiming that the display of the replayed outcome, if it 
corresponds to a payout, entitles the player to the payout). 
Accordingly, the outcome When it is replayed may be output 
in a form that distinguishes it from an original outcome 
determined as a result of a game play. For example, a text 
message of “Replay”, another symbol, graphic, message or 
an indication of the time at Which the outcome Was origi 
nally obtained may be included on the screen as the outcome 
is replayed. In another example, a setting of the gaming 
device may be adjusted such that the data depicted by the 
gaming device appears different from data comprising an 
original outcome of a current game play. For example, the 
replayed outcome may be shaded a different color (e.g., 
green) or output in a different contrast, font, style, color or 
on a different background than original outcomes are output. 
Various methods of replaying an outcome are described in 
detail herein. 

Example 6 

[0079] In a sixth example of the present invention, a 
picture or video clip of a player’s expression may be 
captured as a notable outcome is displayed to the player 
(e.g., an outcome corresponding to a particularly large 
payout or ?nal video poker hand that is a particularly 
unlucky result based on What the initial hand had been). This 
picture or video clip, With a representation of What the player 
had been reacting to (e.g., a representation of the symbols 
comprising the outcome may be embedded into the picture 
or video clip), may then immediately be displayed to the 
player and offered for sale to the player as the player is still 
?ush With the emotion of the reaction. For example, a picture 
of the player’s expression as the player is reacting to an 
outcome that corresponds to a particularly large payout With 
a representation of the outcome included in the picture, may 
be displayed on the screen of the slot machine on Which the 
outcome had just been displayed. The picture may be 
presented With an offer to sell the picture to the player. The 
payment may be deducted from the player’s balance of 
credits in the slot machine (e.g., if the player accepts the 
offer to buy the picture 3 credits may be deducted from the 
player’s balance). 

Example 7 

[0080] In a seventh example of the present invention, the 
reaction of persons other than the person experiencing an 
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event (i.e., the player) may be documented and sold to the 
player For example, a video or audio clip of the persons 
around a Craps table yelling and screaming as the player (the 
“shooter”) continues to throW numbers other than a seven on 
an extended Winning streak may be captured. The video clip 
may then be offered for sale to the player, e.g., as part of a 
collection of pictures and/ or video clips relating to the player 
that have been captured during the player’s visit to the 
casino or as a single video clip. 

[0081] Numerous embodiments are described in herein, 
and are presented for illustrative purposes only. The 
described embodiments are not intended to be limiting in 
any sense. The invention is Widely applicable to numerous 
embodiments, as is readily apparent from the disclosure 
herein. Those skilled in the art Will recogniZe that the present 
invention may be practiced With modi?cation and alteration 
Without departing from the teachings disclosed herein. 
Although particular features of the present invention may be 
described With reference to one or more particular embodi 
ments or ?gures, it should be understood that such features 
are not limited to usage in the one or more particular 
embodiments or ?gures With reference to Which they are 
described. 

[0082] 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, 
the appended claims and to the several draWings included 
herein. 

[0083] In the folloWing description, reference is made to 
the accompanying draWings that form a part hereof, and in 
Which is shoWn, by Way of illustration, speci?c embodi 
ments in Which the invention may be practiced. These 
embodiments are described in suf?cient detail to enable 
those skilled in the art to practice the invention, and it is to 
be understood that other embodiments may be utiliZed and 
that structural, logical, softWare, and electrical changes may 
be made Without departing from the scope of the present 
invention. The folloWing description is, therefore, not to be 
taken in a limited sense. 

[0084] Any enumerated listing of items herein does not 
imply that any or all of the items are mutually exclusive, 
unless expressly speci?ed otherWise. 

[0085] Devices that are in communication With each other 
need not be in continuous communication With each other, 
unless expressly speci?ed otherWise. In addition, devices 
that are in communication With each other may communi 
cate directly or indirectly through one or more intermediar 
1es. 

[0086] A description of an embodiment With several com 
ponents in communication With each other does not imply 
that all such components are required. On the contrary a 
variety of optional components are described to illustrate the 
Wide variety of possible embodiments of the present inven 
tion. 

[0087] Further, although process steps, method steps, 
algorithms or the like may be described in a sequential order, 
such processes, methods and algorithms may be con?gured 
to Work in alternate orders. In other Words, any sequence or 
order of steps that may be described does not necessarily 
indicate a requirement that the steps be performed in that 
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order. The steps of processes described herein may be 
performed in any order practical. Further, some steps may be 
performed simultaneously. 

[0088] It Will be readily apparent that the various methods 
and algorithms described herein may be implemented by, 
e.g., appropriately programmed general purpose computers 
and computing devices. Further, programs that implement 
such methods and algorithms may be stored and transmitted 
using a variety of knoWn media. 

[0089] When a single device or article is described herein, 
it Will be readily apparent that more than one device/article 
(Whether or not they cooperate) may be used in place of a 
single device/article. Similarly, Where more than one device 
or article is described herein (Whether or not they cooperate), 
it Will be readily apparent that a single device/article may be 
used in place of the more than one device or article. 

[0090] The functionality and/or the features of a device 
may be alternatively embodied by one or more other devices 
Which are not explicitly described as having such function 
ality/features. Thus, other embodiments of the present 
invention need not include the device itself. 

Terms 

[0091] Before turning to the detailed description of the 
?gures, the meanings of some terms as used herein Will be 
clari?ed. Throughout the description of the present inven 
tion and unless otherWise speci?ed, the folloWing terms may 
include the meanings provided in this section. These terms 
and illustrative meanings are provided to clarify the lan 
guage selected to describe embodiments of the invention 
both in the speci?cation and in the appended claims. 

[0092] The terms “a”, “an” and “the” mean “one or more”, 
unless expressly speci?ed otherWise. 

[0093] The term “documenting”, as in documenting an 
event a player is experiencing, comprises capturing at least 
one of graphical, audio, textual data or other type of data 
(e.g., statistical, monetary, numerical) representative of the 
event. For example, documenting may comprise capturing 
an image of a player’s reaction to an outcome and/or an 
image of an outcome displayed to a player. In another 
example, documenting may comprise capturing a textual 
representation of an outcome (e.g., “the player obtained 
‘cherry-cherry-cherry’ as an outcome of a game play”). It 
should be recogniZed that documenting need not include 
capturing each of graphical, audio and textual data but may 
comprise capturing only one or another subset of the dif 
ferent types of data. 

[0094] Examples of graphical data include images, a set of 
images, video, and still photographs. Capturing an image of 
a player’s reaction to the display of an outcome may 
comprise capturing graphical data representative of an event 
(the display of the outcome). Examples of audio data include 
recordings of human voices, musical notes, and other sounds 
that represent or are indicative of the event. Capturing a 
recording of the exclamations of persons around a Craps 
table While the player is throWing the dice may comprise 
capturing audio data representative of an event (the throWing 
of the dice by the player). Examples of textual data include 
alphanumeric characters representative of Words and num 
bers spoken by humans. Capturing an image of a description 
of menu items ordered by a player at a restaurant associated 
































































