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(57) ABSTRACT 

A central determination gaming system having a selection 
game. In one embodiment, a predetermined game outcome 
value is selected and the gaming device determines a supple 
mental value. The gaming device determines and displays a 
plurality of value groups. One of the values or the sum of a 
plurality of the values in each value group equals the 
selected predetermined game outcome value and sum of 
each of the values for each value group equals the sum of the 
selected predetermined game outcome value and the gener 
ated supplemental value. The gaming device enables the 
player to pick one of the value groups and the gaming device 
picks one or more of the values from the player picked value 
group. The gaming device picked values are based on or 

Int. Cl. otherwise equal the selected predetermined game outcome 
A63F 9/24 (200601) value. The gaming device provides the selected values to the 
U.S. Cl. .............................................................. .. 463/16 player and the selection game ends. 
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GAMING DEVICE HAVING A SELECTION GAME 
WITH PLAYER CHOICE AND A 

PREDETERMINED GAME OUTCOME 
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COPYRIGHT NOTICE 

[0002] Aportion of the disclosure of this patent document 
contains or may contain material Which is subject to copy 
right protection. The copyright oWner has no objection to the 
photocopy reproduction by anyone of the patent document 
or the patent disclosure in exactly the form it appears in the 
Patent and Trademark Of?ce patent ?le or records, but 
otherWise reserves all copyright rights Whatsoever. 

BACKGROUND 

[0003] The majority of the contemporary Wagering gam 
ing devices or gaming devices, such as slot machines, 
randomly generate aWards and other outcomes. Such gam 
ing devices typically include a relatively loW probability 
associated With obtaining the highest aWard, relatively 
medium probabilities associated With obtaining medium 
range aWards and relatively higher probabilities associated 
With obtaining loW range aWards. These gaming devices also 
include probabilities associated With obtaining losses or no 
aWard at all. The probabilities of obtaining the aWards and 
the amount of the aWards determine the average expected 
pay out percentage of these Wagering gaming devices. 
Because the outcomes of these gaming devices are com 
pletely randomly determined, there is no certainty that a 
player Will ever obtain any particular aWard. That is, no 
matter hoW many times a player plays the game, since the 
gaming device generates outcomes randomly or completely 
based upon a probability calculation, there is no certainty 
that the game Will ever provide the player With a rare 
outcome, such as a jackpot aWard, or any other speci?c value 
for that matter. On the other hand, due to the random 
determination, the gaming device can provide the rare 
outcomes, such as jackpot aWards, numerous times in a 
small number of plays. For example, a probability-based $1 
slot machine gaming device may be programmed to pay 
back, on average, 95% of all Wagers placed With a 1% 
chance of generating a $10 Win outcome, a 5% chance of 
generating a $5 Win outcome, a 10% chance of generating a 
$2 Win outcome, a 40% chance of generating a $1 Win 
outcome and a 44% chance of generating a $0 loss outcome. 
HoWever, When one hundred game outcomes are generated 
by the probability-based slot machine gaming device, the 
actual payback may be 137% of all Wagers placed and the 
actual generated outcomes may be six $10 Win outcomes, 
one $5 Win outcome, eighteen $2 Win outcomes, thirty-six 
$1 Win outcomes and thirty-nine $0 loss outcomes. 

[0004] This uncertainty is faced by players and casinos or 
other gaming establishments. For example, certain casinos 
prefer that a relatively high number of players hit loW 
aWards While a relatively loW number of players hit high 
aWards. When players hit high aWards periodically, casinos 
can attract more players, because of the positive publicity 
large Wins generate. By using desired payback percentages 
or probabilities, the casinos can also expect to make a certain 
level of pro?t. The random determinations can, hoWever, 
unexpectedly cause casinos to suffer a loss or, on the other 
hand, to reap great pro?t in the short run and lose business 
in the long run due to a reputation for only paying out loW 
aWards. Regulatory bodies in certain jurisdictions do not 
permit the use of probability-based gaming devices in-part 
for these reasons. These regulatory bodies permit the use of 
Wagering gaming devices Which are guaranteed to provide 
certain or de?nite aWards, so that, for example, a certain 
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number of Wins is guaranteed and the overall amount paid 
back to players is guaranteed. That is, the actual payback 
percentage is ?xed and not an average expected amount. 
One type of gaming device Which complies With this 
requirement is an instant-type lottery gaming device. An 
instant-type lottery gaming device includes a ?nite pool or 
set of electronic tickets With each electronic ticket assigned 
to a predetermined game outcome. Alternatively, each elec 
tronic ticket could be assigned to a random number or game 
play seed. Each seed is deterministic of a predetermined 
game outcome. That is, the gaming device utiliZes the 
random number or game play seed in a random number 
generating algorithm to generate random numbers that the 
gaming device then uses to determine and provide the 
predetermined game outcome. In an instant-type lottery 
gaming device, as the predetermined game outcome for each 
electronic ticket is revealed to a player on the gaming 
device, the ticket is removed (i.e., ?agged as used) from the 
?nite pool or set of electronic tickets. Once removed from 
the pool or set, a ticket cannot be used again to determine 
another game outcome. This type of gaming device provides 
players With all of the available outcomes over the course of 
the play cycle and guarantees the actual Wins and losses. 

[0005] Since an instant-type lottery gaming machine has a 
?nite pool of predetermined Win/loss outcomes, it is possible 
to con?gure the pool to speci?c conditions or criteria 
requested by the casino or gaming establishment. An 
example of these conditions or criteria are the number of 
tickets in the pool and the exact payback percentage or 
payback sum for the pool as a Whole. The payback percent 
age or sum represents the guaranteed payout for the entire 
pool of predetermined game outcomes. Other examples of 
conditions or criteria are What priZes Will be aWarded and the 
frequency of Winning outcome tickets amongst the total 
number of tickets for the pool. For example, if a predeter 
mined pool includes tWenty $1 tickets and the pool has a 
payback sum of $10, then the pool might consist of one $5 
Win outcome, one $2 Win outcome, three $1 Win outcomes 
and ?fteen $0 loss outcomes and may be represented as the 
folloWing outcomes: 5, 2, l, l, l, 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 
0, 0, 0, 0, 0. It should be appreciated that the above described 
pool of tWenty tickets is for illustration purposes only and a 
pool could include any suitable desired number of tickets 
including a large number such as one million or more. 

[0006] Even though a pool may contain more than one of 
the same game outcome (i.e., the loss or the Win and if a Win, 
the value), the presentation to the player (such as reel stops 
in the case of slot machines or simulated slot machines, 
cards dealt or draWn in the case of simulated card games and 
the like) is preferably varied for each sequential game 
outcome. For example, in the tWenty ticket pool described 
above, While three game outcomes may each determine a 
Win game outcome With a value of $1, in a slot machine type 
game, the three game outcomes are preferably presented to 
the player as different Winning combinations of reel sym 
bols. 

[0007] Central determination gaming systems are also 
generally knoWn. A central determination gaming system 
provides a plurality of individual gaming devices, located in 
a gaming establishment, such as a casino, coupled by one or 
more communication links, to a central processor or con 
troller. When a player plays a game on one of the gaming 
devices, a game outcome is randomly generated by the 

Feb. 8, 2007 

central controller based on probability data. The generated 
game outcome and hoW the game outcome is to be presented 
or displayed to the player are communicated from the central 
controller to the individual gaming device and then provided 
to the player. It should be appreciated that one central 
processor may continuously run hundreds or thousands of 
individual gaming devices at once. Additionally, each indi 
vidual gaming device may include a plurality of different 
types of games played at a plurality of different denomina 
tions. 

[0008] To comply With the above mentioned regulatory 
rules that do not permit the use of probability-based gaming 
devices, central determination gaming systems have been 
implemented Wherein the central system maintains one or 
more predetermined pools or sets of game outcomes. Each 
game outcome in each set or pool includes a game outcome 
component (i.e., a Win, a lose, a secondary game trigger or 
other suitable outcome) With an associated value or payout 
amount, if any, and a game presentation component (i.e., 
hoW the game outcome is displayed or presented to the 
player). In these systems, When a player makes a Wager on 
one of the gaming devices, the central system independently 
selects a game outcome from a set or pool of game outcomes 
and ?ags or marks the selected predetermined game out 
come as used. Once a game outcome is ?agged as used, it is 
prevented from further selection from the set or pool and 
cannot be selected by the central controller upon another 
Wager. The selected predetermined game outcome is com 
municated to the individual gaming device. The individual 
gaming device displays or presents the game presentation 
component and provides the player the game outcome 
component With the associated value, if any, for the selected 
predetermined game outcome. Additionally, certain central 
determination gaming systems have also been implemented 
Wherein the central system maintains one or more predeter 
mined pools or sets of random number or game outcome 
seeds. 

[0009] There are a number of advantages to providing for 
centraliZed production of game outcomes at individual gam 
ing devices. Central production or control can assist a casino 
or other entity in maintaining appropriate records, control 
ling gaming, reducing and preventing cheating or electronic 
or other errors, reducing or eliminating Win-loss volatility 
and the like. HoWever, it should be appreciated that existing 
central determination gaming systems involve minimal to no 
player interaction other than initiating a game play at a 
gaming device. That is, similar to an instant type lottery 
game, the central controller selects a game outcome from the 
pool and the selected predetermined game outcome is pro 
vided to the player With the player unable to in?uence the 
provided game outcome. Therefore, a need exists for a 
central determination gaming system that provides an 
increased level of player interaction. 

[0010] Moreover, gaming devices Which provide a player 
one or more aWards folloWing one or more player selections 
are knoWn. In these gaming devices, one or more aWards are 
associated With one or more player selections. A player is 
enabled to pick one or more of the selections and the gaming 
device provides the player any aWard(s) associated With the 
player picked selection(s). 

[0011] As the game outcome in a central determination 
gaming system is predetermined by the central controller 
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and involves minimal to no player interaction and as the 
game outcome in a player selection type game is determined 
by Which selections a player picks, an inconsistency may 
occur if the aWard(s) associated With the player’s picked 
selection(s) differs from the selected predetermined game 
outcome. This inconsistency can interfere With the play of 
the selection game because if the selected predetermined 
game outcome and the aWard(s) associated With the player’s 
picked selection(s) differ, the player may be provided a game 
outcome they did not pick or the gaming device may provide 
the player a game outcome different from the selected 
predetermined game outcome. 

[0012] For example, in one selection type game, a player 
is displayed a plurality of value groups to pick from Wherein 
each value group includes a plurality of values. After the 
player picks a value group, the gaming device picks one of 
the values from the player picked value group and provides 
the player the picked value. It should be appreciated that to 
provide the player a predetermined game outcome value in 
this type of selection game, the gaming device must insure 
that each of the value groups includes the predetermined 
game outcome value. HoWever, if each of the value groups 
includes the predetermined game outcome value, it Would 
become obvious to a player after a feW games that the value 
in each of the value groups Will be provided to the player, 
regardless of Which value group the player picks. 

[0013] Accordingly, a need exists to provide a selection 
game Which involves a high degree of player interaction that 
is operational in a central determination gaming system. 

SUMMARY 

[0014] The present disclosure relates in general to gaming 
device having a selection game With a player choice and a 
predetermined game outcome. The selection game includes 
a plurality of displayed value groups. Each value group 
includes a plurality of values, Wherein for each value group, 
one of the values or the sum of one or more of the values 

equals a predetermined game outcome value. The gaming 
device enables the player to pick one of the value groups. 
After the player picks one of the value groups, the gaming 
device picks one or more of the values from the player 
picked value group, Wherein the picked values are based on 
or otherWise equal the predetermined game outcome value. 
The gaming device provides the selected values (i.e., Which 
equal the predetermined game outcome value) to the player 
and the selection game ends. 

[0015] In one embodiment, upon the initiation of game 
play, a predetermined game outcome value or payout is 
selected. The predetermined game outcome value represents 
the payout Which must ultimately be provided to a player. 
For example, a predetermined game outcome value of 
four-hundred is selected. 

[0016] In one embodiment, the predetermined game out 
come value is stored in a central controller. In this embodi 
ment, upon a player initiating game play at the gaming 
device, the initiated gaming device communicates a game 
outcome request to the central server or controller. Upon 
receiving the game outcome request, the central controller 
independently selects a game outcome value from a set or 
pool of game outcome values and ?ags or marks the selected 
game outcome value as used. Once a game outcome value 
is ?agged as used, it is prevented from further selection from 
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the set or pool and cannot be selected by the central 
controller upon another Wager. The selected game outcome 
value is communicated to the individual gaming device to be 
utiliZed in the initiated game. In another embodiment, the 
predetermined game outcome value is stored in a memory 
device of the gaming device. In this embodiment, the 
gaming device selects a game outcome value from a set or 
pool of stored game outcome values and ?ags the selected 
game outcome value as used. In another embodiment, upon 
a player initiating game play at the gaming device, the 
gaming device enrolls in a bingo game. In this embodiment, 
a bingo server calls the bingo balls that result in a speci?c 
game outcome value. The resultant game outcome value is 
communicated to the individual gaming device to be utiliZed 
in the initiated selection game. 

[0017] After the predetermined game outcome value is 
selected, the gaming device randomly determines a supple 
mental or designated value. The supplemental value may be 
greater than, less than or equal to the selected predetermined 
game outcome value. For example, the gaming device 
randomly generates a supplemental value of tWo-hundred 
?fty. 

[0018] The gaming device next determines and displays a 
plurality of value groups, Wherein each value group includes 
a plurality of values. In one embodiment, each value group 
includes the same number of values. In one embodiment, the 
gaming device determines the values in each of the value 
groups by distributing the predetermined game outcome 
value and the supplemental value across each of the values 
for each of the value groups. For each value group: (i) one 
of the values or the sum of one or more of the values equals 
the selected predetermined game outcome value; and (ii) the 
sum of each of the values equals the sum of the selected 
predetermined game outcome value and the generated 
supplemental value. It should be appreciated that in each 
embodiment Which includes more than tWo values in each 
value group, as the selected predetermined game outcome 
value and the generated supplemental value represent only 
tWo values, one or both of the selected predetermined game 
outcome value and the generated supplemental value must 
be split or divided up into tWo or more values for each of the 
value groups. 

[0019] For example, for a ?rst value group of four values, 
the gaming device divides the selected predetermined game 
outcome value of four-hundred into a value of tWenty-?ve 
and a value of three-hundred-seventy-?ve. For the ?rst value 
group, the gaming device also divides the generated supple 
mental value of tWo-hundred-?fty into a value of ?fty and a 
value of tWo-hundred. After determining the values for each 
of the values in the ?rst value group, the gaming device 
displays each of the four determined values (i.e., the values 
of tWenty-?ve, three-hundred-seventy-?ve, ?fty and tWo 
hundred) for the ?rst value group. 

[0020] For a second value group of four values, the 
gaming device divides the selected predetermined game 
outcome value of four-hundred into a value of one-hundred, 
a value of one-hundred-tWenty-?ve and a value of one 
hundred-seventy-?ve. For this second value group, the gam 
ing device determines not to divide the supplemental value 
and thus the supplemental value of tWo-hundred-?fty Will be 
associated With one of the selections. Accordingly, after 
determining the values for each of the selections in the 
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second value group, the gaming device displays each of the 
four values (i.e., the values of one-hundred, one-hundred 
tWenty-?ve, one-hundred-seventy-?ve and tWo-hundred 
?fty) for the second value group. 

[0021] It should be appreciated that since each of the value 
groups includes the same number of values and the sum of 
the values is the same for each value group, each value group 
is associated With the same average expected value. In one 
embodiment, although the sum of the values for each value 
group is the same, the gaming device varies the volatility of 
each value group. For example, one value group With a high 
volatility may include a large range betWeen the highest 
value in the value group and the loWest value in the value 
group. In this example, another value group With a loW 
volatility includes a small range betWeen the highest value 
in the value group and the loWest value in the value group. 

[0022] In one embodiment, after determining the values in 
each of the value groups, the gaming device enables the 
player to pick one of the value groups. After the player picks 
one of the value groups, the gaming device picks one or 
more of the values from the player picked value group. In 
this embodiment, the gaming device picked values are based 
on the selected predetermined game outcome value. That is, 
the gaming device picks one or more values that add up to 
the selected predetermined game outcome value. The gam 
ing device provides the selected values to the player and the 
selection game ends. It should be appreciated that since the 
gaming device picks one or more values that add up to the 
selected predetermined game outcome value, regardless of 
Which value group the player picks, the gaming device 
provides the selected predetermined game outcome value to 
the player. 

[0023] For example, if the player selected the ?rst value 
group described above, the gaming device Would pick the 
values of tWenty-?ve and three-hundred-seventy-?ve Which 
add up to the selected predetermined game outcome value of 
four-hundred. On the other hand, if the player selected the 
second value group, the gaming device Would pick the 
values of one-hundred, one-hundred-tWenty-?ve, one-hun 
dred-seventy-?ve Which add up to the selected predeter 
mined game outcome value of four-hundred. 

[0024] Accordingly, the selection game disclosed herein 
involves a high degree of player interaction and also pro 
vides a selected predetermined game outcome value to a 
player 
[0025] Additional features and advantages are described 
in, and Will be apparent from, the folloWing Detailed 
Description and the ?gures. 

BRIEF DESCRIPTION OF THE FIGURES 

[0026] FIGS. 1A and 1B are perspective vieWs of alter 
native embodiments of the disclosed gaming device. 

[0027] FIG. 2A is a schematic block diagram of an elec 
tronic con?guration of one embodiment of the disclosed 
gaming device. 

[0028] FIG. 2B is a schematic block diagram illustrating a 
plurality of gaming devices in communication With a central 
controller. 

[0029] FIG. 3 is a schematic block diagram illustrating 
one embodiment Wherein a selected predetermined game 
outcome is provided to a player based on a selection game. 
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[0030] FIGS. 4A, 4B and 4C are front elevational vieWs of 
one embodiment disclosed herein illustrating a selection 
game Which provides a predetermined game outcome value 
to a player. 

DETAILED DESCRIPTION 

[0031] Referring noW to the draWings, tWo alternative 
embodiments of the disclosed gaming device are illustrated 
in FIGS. 1A and 1B as gaming device 1011 and gaming 
device 10b, respectively. Gaming device 1011 and/or gaming 
device 10b are generally referred to herein as gaming device 
10. 

[0032] In one embodiment, as illustrated in FIGS. 1A and 
1B, gaming device 10 has a support structure, housing or 
cabinet Which provides support for a plurality of displays, 
inputs, controls and other features of a conventional gaming 
machine. It is con?gured so that a player can operate it While 
standing or sitting. The gaming device may be positioned on 
a base or stand or can be con?gured as a pub-style table-top 
game (not shoWn) Which a player can operate preferably 
While sitting. As illustrated by the different con?gurations 
shoWn in FIGS. 1A and 1B, the gaming device can be 
constructed With varying cabinet and display con?gurations. 

[0033] In one embodiment, as illustrated in FIG. 2A, the 
gaming device preferably includes at least one processor 12, 
such as a microprocessor, a microcontroller-based platform, 
a suitable integrated circuit or one or more application 

speci?c integrated circuits (ASIC’s). The processor is in 
communication With or operable to access or to exchange 
signals With at least one data storage or memory device 14. 
In one embodiment, the processor and the memory device 
reside Within the cabinet of the gaming device. The memory 
device stores program code and instructions, executable by 
the processor, to control the gaming device. The memory 
device also stores other data such as image data, event data, 
player input data, random or pseudo-random number gen 
erators, pay-table data or information and applicable game 
rules that relate to the play of the gaming device. In one 
embodiment, the memory device stores a pool of predeter 
mined game outcome values Which Will be provided to the 
players during the play of the interactive selection game. 

[0034] In one embodiment, the memory device includes 
random access memory (RAM), Which can include non 
volatile RAM (NV RAM), magnetic RAM (MRAM), ferro 
electric RAM (FeRAM) and other forms as commonly 
understood in the art. In one embodiment, the memory 
device includes read only memory (ROM). In one embodi 
ment, the memory device includes ?ash memory and/or 
EEPROM (electrically erasable programmable read only 
memory). Any other suitable magnetic, optical and/or semi 
conductor memory may be implemented in conjunction With 
the disclosed gaming device. 

[0035] In one embodiment, part or all of the program code 
and/or operating data described above can be stored in a 
detachable or removable memory device, including, but not 
limited to, a suitable cartridge, disk, CD ROM, DVD or USB 
memory device. A player can use such a removable memory 
device in a desktop, a laptop personal computer, a personal 
digital assistant (PDA) or other computeriZed platform. The 
processor and memory device may be collectively referred 
to herein as a “computer.” 
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[0036] In one embodiment, as illustrated in FIG. 2A, the 
gaming device includes one or more display devices con 
trolled by the processor. The display devices are preferably 
connected to or mounted to the cabinet of the gaming device. 
The embodiment shoWn in FIG. 1A includes a central 
display device 16 Which displays a primary game. This 
display device may also display any secondary game asso 
ciated With the primary game as Well as information relating 
to the primary or secondary game. The alternative embodi 
ment shoWn in FIG. 1B includes a central display device 16 
and an upper display device 18. The upper display device 
may display the primary game, any suitable secondary game 
associated With the primary game and/or information relat 
ing to the primary or secondary game. In another embodi 
ment, at least one display device may be a mobile display 
device, such as a PDA or tablet PC, that enables at least a 
portion of the primary or secondary game to be played at a 
location remote from the gaming device. As seen in FIGS. 
1A and 1B, in one embodiment, the gaming device includes 
a credit display 20 Which displays a player’s current number 
of credits, cash, account balance or the equivalent. In one 
embodiment, gaming device includes a bet display 22 Which 
displays a player’s amount Wagered. 

[0037] The display devices may include, Without limita 
tion, a monitor, a television display, a plasma display, a 
liquid crystal display (LCD) a display based on light emit 
ting diodes (LED), a display based on a plurality of organic 
light-emitting diodes (OLEDs), a display based on polymer 
light-emitting diodes (PLEDs), a display including a pro 
jected and/or re?ected image or any other suitable electronic 
device or display mechanism. In one embodiment, as 
described in more detail beloW, the display device includes 
a touch-screen With an associated touch-screen controller. 
The display devices may be of any suitable con?guration, 
such as a square, a rectangle or an elongated rectangle. 

[0038] The display devices of the gaming device are 
con?gured to display at least one and preferably a plurality 
of game or other suitable images, symbols, playing cards 
and indicia such as any visual representation or exhibition of 
the movement of objects such as mechanical, virtual or 
video reels and Wheels, dynamic lighting, video images, 
images of people, characters, places, things and faces of 
cards, tournament advertisements and the like. In one alter 
native embodiment, the symbols, images and indicia dis 
played on or of the display device may be in mechanical 
form. That is, the display device may include any electro 
mechanical device, such as one or more mechanical objects, 
such as one or more rotatable Wheels, reels or dice, con?g 
ured to display at least one and preferably a plurality of 
game or other suitable images, symbols or indicia. 

[0039] As illustrated in FIG. 2A, in one embodiment, the 
gaming device includes at least one payment acceptor 24 in 
communication With the processor. As seen in FIGS. 1A and 
1B, the payment acceptor may include a coin slot 26 and a 
payment, note or bill acceptor 28, Where the player inserts 
money, coins or tokens. The player can place coins in the 
coin slot or paper money, ticket or voucher into the payment, 
note or bill acceptor. In other embodiments, devices such as 
readers or validators for credit cards, debit cards or credit 
slips could be used for accepting payment. In one embodi 
ment, a player may insert an identi?cation card into a card 
reader of the gaming device. In one embodiment, the iden 
ti?cation card is a smart card having a programmed micro 
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chip or a magnetic strip coded With a player’s identi?cation, 
credit totals and other relevant information. In one embodi 
ment, money may be transferred to a gaming device through 
electronic funds transfer. When a player funds the gaming 
device, the processor determines the amount of funds 
entered and the corresponding amount is shoWn on the credit 
or other suitable display as described above. 

[0040] As seen in FIGS. 1A, 1B and 2A, in one embodi 
ment the gaming device includes at least one and preferably 
a plurality of input devices 30 in communication With the 
processor. The input devices can include any suitable device 
Which enables the player to produce an input signal Which is 
read by the processor. In one embodiment, after appropriate 
funding of the gaming device, the input device is a game 
activation device, such as a play button 34 Which is used by 
the player to start any primary game or sequence of events 
in the gaming device. The play button can be any suitable 
play activator such as a bet one button, a max bet button or 

a repeat the bet button. In one embodiment, upon appropri 
ate funding, the gaming device begins the game play auto 
matically. In another embodiment, upon the player engaging 
one of the play buttons, the gaming device automatically 
activates game play. 

[0041] In one embodiment, as shoWn in FIGS. 1A and 1B, 
one input device is a bet one button 36. The player places a 
bet by pushing the bet one button. The player can increase 
the bet by one credit each time the player pushes the bet one 
button. When the player pushes the bet one button, the 
number of credits shoWn in the credit display preferably 
decreases by one, and the number of credits shoWn in the bet 
display preferably increases by one. In another embodiment, 
one input device is a bet max button (not shoWn) Which 
enables the player to bet the maximum Wager permitted for 
a game of the gaming device. 

[0042] In one embodiment, one input device is a cash out 
button 38. The player may push the cash out button and cash 
out to receive a cash payment or other suitable form of 
payment corresponding to the number of remaining credits. 
In one embodiment, When the player cashes out, the player 
receives the coins or tokens in a coin payout tray 40. In one 
embodiment, When the player cashes out, the player may 
receive other payout mechanisms such as tickets or credit 
slips redeemable by a cashier or funding to the player’s 
electronically recordable identi?cation card. 

[0043] In one embodiment, as mentioned above and seen 
in FIG. 2A, one input device is a touch-screen 42 coupled 
With a touch-screen controller 44, or some other touch 
sensitive display overlay to alloW for player interaction With 
the images on the display. The touch-screen and the touch 
screen controller are connected to a video controller 46. A 
player can make decisions, such as Which playing cards to 
hold or discard and input signals into the gaming device by 
touching the touch-screen at the appropriate places. 

[0044] The gaming device may further include a plurality 
of communication ports for enabling communication of the 
processor With external peripherals, such as external video 
sources, expansion buses, game or other displays, an SCSI 
port or a key pad. 

[0045] In one embodiment, as seen in FIG. 2A, the gaming 
device includes a sound generating device controlled by one 
or more sounds cards 48 Which function in conjunction With 
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the processor. In one embodiment, the sound generating 
device includes at least one and preferably a plurality of 
speakers 50 or other sound generating hardWare and/or 
softWare for generating sounds, such as playing music for 
the primary and/ or secondary game or for other modes of the 
gaming device, such as an attract mode. In one embodiment, 
the gaming device provides dynamic sounds coupled With 
attractive multimedia images displayed on one or more of 
the display devices to provide an audio-visual representation 
or to otherWise display full-motion video With sound to 
attract players to the gaming device. During idle periods, the 
gaming device may display a sequence of audio and/or 
visual attraction messages to attract potential players to the 
gaming device. The videos may also be customiZed for or to 
provide any appropriate information. 

[0046] In one embodiment, the gaming machine may 
include a player or other sensor, such as a camera in 
communication With the processor (and possibly controlled 
by the processor) that is selectively positioned to acquire an 
image of a player actively using the gaming device and/or 
the surrounding area of the gaming device. In one embodi 
ment, the camera may be con?gured to selectively acquire 
still or moving (e.g., video) images and may be con?gured 
to acquire the images in either an analog, digital or other 
suitable format. The display devices may be con?gured to 
display the image acquired by the camera as Well as display 
the visible manifestation of the game in split screen or 
picture-in-picture fashion. For example, the camera may 
acquire an image of the player and that image can be 
incorporated into the primary and/or secondary game as a 
game image, symbol or indicia. 

[0047] In one embodiment, as illustrated in FIG. 2B, one 
or more of the gaming devices 10 may be connected to each 
other through a data netWork or a remote communication 
link 58 With some or all of the functions of each gaming 
device provided at a central location such as a central server 
or central controller 56. More speci?cally, the processor of 
each gaming device may be designed to facilitate transmis 
sion of signals betWeen the individual gaming device and the 
central server or controller. 

[0048] In one embodiment, all of the gaming devices 
Which are coupled to the central processor are con?gured to 
play the same type of game. In an alternative embodiment, 
a plurality of the gaming devices are con?gured so that 
different gaming devices may be used to play different types 
of games. That is, some gaming devices may be used for 
playing a slot machine style game, others may be used for 
playing a poker style game, others may be used for playing 
a blackjack style game, and the like. In another embodiment, 
a plurality of gaming devices may each be con?gured for 
playing a plurality of different games. 

[0049] In another embodiment, one or more of the gaming 
devices are in communication With a central server or 

controller for monitoring purposes only. In this embodiment, 
each gaming device stores a pool of predetermined game 
outcomes to be provided to the player in a memory and the 
central server or controller monitors the activities and events 
occurring on the plurality of gaming devices. In one embodi 
ment, the gaming netWork includes a real-time or on-line 
accounting and gaming information system operably 
coupled to the central server or controller. The accounting 
and gaming information system of this embodiment includes 
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a player database for storing player pro?les, a player track 
ing module for tracking players and a credit system for 
providing automated casino transactions. 

[0050] In one embodiment, a plurality of the gaming 
devices are connected together and to a central controller 
through a data netWork. In one embodiment, the data net 
Work is a local area netWork (LAN), in Which one or more 
of the gaming devices are substantially proximate to each 
other and an on-site central server or controller as in, for 
example, a gaming establishment or a portion of a gaming 
establishment. In another embodiment, the data netWork is a 
Wide area netWork (WAN) in Which one or more of the 
gaming devices are in communication With at least one 
off-site central server or controller. In this embodiment, the 
plurality of gaming devices may be located in a different part 
of the gaming establishment or Within a different gaming 
establishment than the off-site central server or controller. 
Thus, the WAN may include an off-site central server or 
controller and an off-site gaming device located Within 
gaming establishments in the same geographic area, such as 
a city or state. The WAN gaming system may be substan 
tially identical to the LAN gaming system described above, 
although the number of gaming devices in each system may 
vary relative to each other. 

[0051] In another embodiment, the data netWork is an 
internet or intranet. In this embodiment, the operation of the 
gaming device can be vieWed at the gaming device With at 
least one internet broWser. In this embodiment, operation of 
the gaming device and accumulation of credits may be 
accomplished With only a connection to the central server or 
controller (the internet/intranet server) through a conven 
tional phone or other data transmission line, digital signal 
line (DSL), T-l line, coaxial cable, ?ber optic cable, or other 
suitable connection. In this embodiment, players may access 
an internet game page from any location Where an internet 
connection and computer, or other internet facilitator are 
available. The expansion in the number of computers and 
number and speed of internet connections in recent years 
increases opportunities for players to play from an ever 
increasing number of remote sites. It should be appreciated 
that enhanced bandWidth of digital Wireless communications 
may render such technology suitable for some or all com 
munications, particularly if such communications are 
encrypted. Higher data transmission speeds may be useful 
for enhancing the sophistication and response of the display 
and interaction With the player. 

[0052] In another embodiment, as described above, one or 
more gaming devices are in communication With a central 
server or controller. The central server or controller may be 
any suitable server or computing device Which includes at 
least one processor and a memory or storage device. In 
alternative embodiments, the central server is a progressive 
controller or another gaming machine in the gaming system. 
In one embodiment, the memory device stores different 
game programs and instructions, executable by a gaming 
device processor, to control the gaming device. Each execut 
able game program represents a different game or type of 
game Which may be played on one or more of the gaming 
devices in the gaming system. Such different games may 
include the same or substantially the same game play With 
different pay tables. In different embodiments, the execut 
able game program is for a primary game, a secondary game 
or both. In another embodiment, the game program may be 
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executable as a secondary game to be played simultaneous 
with the play of a primary game (which may be downloaded 
to or ?xed on the gaming device) or vice versa. 

[0053] In this embodiment, each gaming device at least 
includes one or more display devices and/or one or more 

input devices for interaction with a player. A local processor, 
such as the above-described gaming device processor or a 
processor of a local server, is operable with the display 
device(s) and/or the input device(s) of one or more of the 
gaming devices. 

[0054] In operation, the central controller is operable to 
communicate one or more of the stored game programs to at 

least one local processor. In different embodiments, the 
stored game programs are communicated or delivered by 
embedding the communicated game program in a device or 
a component (e.g., a “chip” to be inserted in a gaming 
device), writing the game program on a disc or other media, 
downloading or streaming the game program over a dedi 
cated data network, intemet or a telephone line. After the 
stored game programs are communicated from the central 
server, the local processor executes the communicated pro 
gram to facilitate play of the communicated program by a 
player through the display device(s) and/or input device(s) 
of the gaming device. That is, when a game program is 
communicated to a local processor, the local processor 
changes the game or type of game played at the gaming 
device. 

[0055] In another embodiment, a plurality of gaming 
devices at one or more gaming sites may be networked to a 
central server and operable to provide one or more progres 
sive awards to one or more players. A progressive award is 
an award amount which includes an initial amount funded 
by a casino and an additional amount funded through a 
portion of each wager made on the progressive gaming 
device. For example, 1% of each wager on the primary game 
of the gaming device may be allocated to the progressive 
award or progressive award fund. The progressive award 
grows in value as more players play the gaming device and 
more portions of the players’ wagers are allocated to the 
progressive award. When a predetermined game outcome 
value associated with the progressive award is selected or 
determined, the accumulated progressive award is provided 
to the player. After the progressive award is provided to the 
player, the amount of the next progressive award is reset to 
the initial value and a portion of each subsequent wager is 
allocated to the next progressive award as described above. 
In one embodiment, the progressive award payout is asso 
ciated with one or more of the predetermined game out 
comes which are stored in the pool of predetermined game 
outcomes. 

[0056] In one embodiment, a host site computer is coupled 
to a plurality of the central servers at a variety of mutually 
remote gaming sites for providing a multi-site linked pro 
gressive automated gaming system. In one embodiment, a 
host site computer may serve gaming devices distributed 
throughout a number of properties at different geographical 
locations including, for example, different locations within a 
city or different cities within a state. 

[0057] In one embodiment, the host site computer is 
maintained for the overall operation and control of the 
system. In this embodiment, a host site computer oversees 
the entire progressive gaming system and is the master for 
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computing all progressive jackpots. All participating gaming 
sites report to, and receive information from, the host site 
computer. Each central server computer is responsible for all 
data communication between the gaming device hardware 
and software and the host site computer. 

[0058] In one embodiment, the gaming device can incor 
porate any suitable primary or base wagering game. The 
gaming machine or gaming device may include some or all 
of the features of conventional gaming machines or devices. 
The primary or base game may comprise any suitable 
reel-type game, card game, number game, player interactive 
game or other game of chance susceptible to representation 
in an electronic or electromechanical form which produces 
the selected predetermined game outcome. In one embodi 
ment, the interactive selection game or event may be 
employed as the primary game. In another embodiment, any 
suitable primary game may be employed and the interactive 
selection game or event may be employed as one or more 

secondary games. 

[0059] In one embodiment, as illustrated in FIGS. 1A and 
1B, a base or primary game may be a slot game with one or 
more paylines 52. The paylines may be horiZontal, vertical, 
circular, diagonal, angled or any combination thereof. In this 
embodiment, the gaming device displays at least one and 
preferably a plurality of reels 54, such as three to ?ve reels 
54 in either electromechanical form with mechanical rotat 
ing reels or video form with simulated reels and movement 
thereof. In one embodiment, an electromechanical slot 
machine includes a plurality of adjacent, rotatable wheels 
which may be combined and operably coupled with an 
electronic display of any suitable type. In another embodi 
ment, if the reels 54 are in video form, the plurality of 
simulated video reels 54 are displayed on one or more of the 
display devices as described above. Each reel 54 displays a 
plurality of indicia such as bells, hearts, fruits, numbers, 
letters, bars or other images which preferably correspond to 
a theme associated with the gaming device. In this embodi 
ment, the gaming device utiliZes the selected predetermined 
game outcome value to determine a speci?c reel symbol 
combination to be displayed or presented to the player. The 
gaming device awards priZes when the reels of the primary 
game stop spinning if speci?ed types and/or con?gurations 
of indicia or symbols occur on an active payline or otherwise 
occur in a winning pattern, occur on the requisite number of 
adjacent reels and/ or occur in a scatter pay arrangement. 

[0060] In one embodiment, a base or primary game may 
be a poker game wherein the gaming device enables the 
player to play a conventional game of video poker and 
initially deals ?ve cards all face up from a virtual deck of 
?fty-two card deck. Cards may be dealt as in a traditional 
game of cards or in the case of the gaming device, may also 
include that the cards are randomly selected from a prede 
termined number of cards. If the player wishes to draw, the 
player selects the cards to hold via one or more input device, 
such as pressing related hold buttons or via the touch screen. 
The player then presses the deal button and the unwanted or 
discarded cards are removed from the display and replace 
ment cards are dealt from the remaining cards in the deck. 
This results in a ?nal ?ve-card hand. The ?nal ?ve-card hand 
is compared to a payout table which utiliZes conventional 
poker hand rankings to determine the winning hands. The 
player is provided with an award based on a winning hand 
and the credits the player wagered. 
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[0061] In another embodiment, the base or primary game 
may be a multi-hand version of video poker. In this embodi 
ment, the player is dealt at least tWo hands of cards. In one 
such embodiment, the cards are the same cards. In one 
embodiment each hand of cards is associated With its oWn 
deck of cards. The player chooses the cards to hold in a 
primary hand. The held cards in the primary hand are also 
held in the other hands of cards. The remaining non-held 
cards are removed from each hand displayed and for each 
hand replacement cards are randomly dealt into that hand. 
Since the replacement cards are randomly dealt indepen 
dently for each hand, the replacement cards for each hand 
Will usually be different. The poker hand rankings are then 
determined hand by hand and aWards are provided to the 
player. 

[0062] In one embodiment, a base or primary game may 
be a keno game Wherein the gaming device displays a 
plurality of selectable indicia or numbers on at least one of 
the display devices. In this embodiment, the player selects at 
least one and preferable a plurality of the selectable indicia 
or numbers via an input device or via the touch screen. The 
gaming device then displays a series of draWn numbers to 
determine an amount of matches, if any, betWeen the play 
er’s selected numbers and the gaming device’s draWn num 
bers. The player is provided an aWard based on the amount 
of matches, if any, Wherein the number of matches is based, 
at least in part, on the selected predetermined game out 
come. 

[0063] In another embodiment, if the selection game is 
implemented as a primary game, then in addition to Winning 
credits in the primary game, the gaming device may also 
give players the opportunity to Win credits in a bonus or 
secondary game or bonus or secondary round. The bonus or 
secondary game enables the player to obtain a priZe or 
payout in addition to the priZe or payout, if any, obtained 
from the base or primary game. 

[0064] In one embodiment, the bonus or secondary game 
may be any type of suitable game, either similar to or 
completely different from the base or primary game. In one 
embodiment, the gaming device includes a program Which 
Will automatically begin a bonus round When the player has 
achieved a triggering event or qualifying condition in the 
base or primary game. In one embodiment, the triggering 
event or qualifying condition may be a selected outcome in 
the primary game or a particular arrangement of one or more 
indicia on a display device in the primary game. In another 
embodiment, the triggering event or qualifying condition 
may be by exceeding a certain amount of game play (number 
of games, number of credits, amount of time), reaching a 
speci?ed number of points eamed during game play or as a 
random aWard. 

[0065] In one embodiment, once a player has quali?ed for 
a bonus game, the player may subsequently enhance his/her 
bonus game participation through continued play on the base 
or primary game. Thus, for each bonus qualifying event, 
such as a bonus symbol, that the player obtains, a given 
number of bonus game Wagering points or credits may be 
accumulated in a “bonus meter” programmed to accrue the 
bonus Wagering credits or entries toWard eventual partici 
pation in a bonus game. The occurrence of multiple such 
bonus qualifying events in the primary game may result in 
an arithmetic or geometric increase in the number of bonus 
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Wagering credits aWarded. In one embodiment, extra bonus 
Wagering credits may be redeemed during the bonus game to 
extend play of the bonus game. 

[0066] It should be appreciated that if the gaming device 
enables the player to play one or more other suitable games 
in addition to the interactive selection game, then regardless 
of hoW the predetermined game outcome value is ultimately 
provided to the player, either as a value or payout from the 
primary or base game, as a value or payout from the 
secondary or bonus game, as a lose from the primary or base 
game or as a lose from the secondary or bonus game, the 
game outcome value is predetermined. For example, a 
predetermined game outcome value of $10 may be presented 
to the player as a $10 Win outcome in the primary or base 
game, a $10 secondary or bonus game Win outcome or any 
combination of payouts in the primary or base game and 
secondary or bonus game that result in a total payout of $10. 
Either Way, the player is provided $10 and that particular 
game outcome is removed from the set of game outcomes. 

[0067] Referring to FIG. 3, after game play is initiated, a 
predetermined game outcome value is selected as indicated 
in block 102. For example, as displayed in FIG. 4A for 
illustration purposes only (i.e., not actually displayed to the 
player) a predetermined game outcome value 202 of seven 
hundred is selected. 

[0068] In one embodiment, the predetermined game out 
come value provided to the player is selected by a central 
server or controller and provided to the player at the gaming 
device. In this embodiment, each of a plurality of such 
gaming devices are in communication With the central server 
or controller. Upon a player initiating game play at one of the 
gaming devices, the initiated gaming device communicates 
a game outcome request to the central server or controller. 
Upon receiving the game outcome request, the central 
controller independently selects a game outcome value from 
a set or pool of game outcome values and ?ags or marks the 
selected predetermined game outcome value as used. Once 
a game outcome value is ?agged as used, it is prevented 
from further selection from the set or pool and cannot be 
selected by the central controller upon another Wager. This 
type of gaming device provides players With all of the 
available aWards or other game outcome values over the 
course of the play cycle and guarantees the amount of actual 
Wins and losses. For example, if a pool or set includes thirty 
$5 game outcome values and one is selected and ?agged, the 
?agged $5 game outcome value cannot be selected again but 
the other tWenty-nine non-selected $5 game outcome values 
remain available for subsequent game outcome selections. 
The selected predetermined game outcome value is com 
municated to the individual gaming device to be utiliZed in 
the interactive selection game. 

[0069] In one embodiment, the central controller main 
tains at least one predetermined set or pool of predetermined 
game outcome values for each type of game provided on the 
gaming devices. In an alternative embodiment, the central 
controller maintains a plurality of predetermined sets or 
pools of predetermined game outcome values for each type 
of provided game. In another embodiment, the central 
controller maintains a predetermined set or pool of prede 
termined game outcome values for each denomination of 
each type of game provided on the gaming devices. In 
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another embodiment, the gaming device selects one of the 
predetermined game outcome values stored in a memory 
device of the gaming device. 

[0070] In one embodiment, each predetermined game out 
come value includes an outcome component, such as a Win, 
a lose, a secondary game triggering or other suitable out 
come. For example, one game outcome value may be a Win 
$5 game outcome and another game outcome may be a lose 
or $0 game outcome. Each set or pool of predetermined 
game outcome values may include a plurality of each type 
of predetermined game outcome value. For example, a pool 
of one thousand game outcomes may include hundreds of a 
loWer valued predetermined game outcome (i.e., a $1 game 
outcome) and one or feW of the higher valued predetermined 
game outcome (i.e., a $1000 game outcome). In one embodi 
ment, a plurality of the game outcome values in the prede 
termined set or pool are dilTerent. In another embodiment, all 
of the game outcome values in the set or pool are dilTerent. 

[0071] In one embodiment, each game outcome may also 
include a presentation component. A presentation compo 
nent is hoW the predetermined game outcome value is 
presented or displayed to the player. In order to increase 
player entertainment, a plurality of equal valued game 
outcomes have di?cerent presentation components. That is, 
the same $5 game outcome value is presented or displayed 
to the player in a di?cerent Way. For example, in a slot 
machine style game, each of the same game outcome values 
are displayed or presented to the player as a di?cerent reel 
symbol combination. 

[0072] In an alternative embodiment, the central controller 
maintains at least one set or pool of game outcome seeds. 
Each game outcome seed is a unique random number seed 
Which is deterministic of a game outcome value. In this 
embodiment, as described above, the central controller 
selects one or more game outcome seeds from the set or pool 
of game outcome seeds. The central controller ?ags the 
selected predetermined game outcome seed(s) as unavail 
able and communicates the selected predetermined game 
outcome seed(s) to the gaming device. The gaming device 
utiliZes the selected predetermined game outcome seed(s) in 
one or more random number generating algorithms to gen 
erate the selected predetermined game outcome value. 

[0073] It should be appreciated that in this embodiment, if 
any one or more than one designated gaming devices 
con?gured for playing a certain game receive the same 
speci?c game outcome seed, the resulting game outcome 
values Will alWays be the same even though the di?cerent 
gaming devices operate independently from one another. 
That is, if a plurality of the same gaming devices each run 
the same game outcome seed through one or more pre 
de?ned random number generating algorithms, each of such 
same gaming devices Will generate the same series of 
random numbers that correspond to the same game outcome 
values. 

[0074] In another embodiment, a predetermined game 
outcome value is determined for each of a plurality of linked 
or netWorked gaming devices based on the results of a Bingo 
or Keno game. In this embodiment, each individual gaming 
device utiliZes one or more Bingo or Keno games to deter 
mine the predetermined game outcome value provided to the 
player for the interactive game played at that gaming device. 
In one embodiment, the Bingo or Keno game is displayed to 
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the player. In another embodiment, the Bingo or Keno game 
is not displayed to the player, but the results of the Bingo or 
Keno game determine the predetermined game outcome 
value for the interactive game. 

[0075] In various Bingo (or Keno) embodiments, as each 
gaming device is enrolled in the Bingo game, such as upon 
an appropriate Wager or engaging an input device, the 
enrolled gaming device is provided a di?cerent Bingo card. 
Each Bingo card consists of a matrix or array of elements, 
Wherein each element is designated With a separate indicia, 
such as a number. It should be appreciated that each di?cerent 
Bingo card includes a di?cerent combination of elements. For 
example, if four Bingo cards are provided to four enrolled 
gaming devices, the same element may be present on all four 
of the Bingo cards While another element may solely be 
present on one of the Bingo cards. 

[0076] In operation of these embodiments, upon providing 
a di?cerent Bingo card to each of a plurality of enrolled 
gaming devices, the central controller randomly selects or 
draWs, one at a time, a plurality of the elements. As each 
element is selected, each gaming device determines if the 
selected element is present on the Bingo card provided to 
that enrolled gaming device. If the selected element is 
present on the Bingo card provided to that enrolled gaming 
device, that gaming device marks or ?ags the selected 
element on the provided Bingo card. This process of select 
ing elements and marking any selected elements on the 
provided Bingo cards continues until one or more predeter 
mined patterns are marked on one or more of the provided 
Bingo cards. It should be appreciated that in one embodi 
ment, the gaming device requires the player to engage a 
“daub” button (not shoWn) to initiate the process of the 
gaming device marking or ?agging any selected elements. 

[0077] After one or more predetermined patterns are 
marked on one or more of the provided Bingo cards, a game 
outcome is determined for each of the enrolled gaming 
devices based, at least in part, on the selected elements on 
the provided Bingo cards. As described above, the game 
outcome each gaming device determines for the Bingo game 
is utiliZed by that gaming device to determine the predeter 
mined game outcome value provided to the player in the 
displayed interactive game. For example, a ?rst gaming 
device to mark selected elements in a predetermined pattern 
is provided a ?rst outcome of Win $10 Which Will be 
provided to a ?rst player in a ?rst interactive selection game 
regardless of hoW the ?rst player plays in the ?rst interactive 
selection game and a second gaming device to mark selected 
elements in a di?cerent predetermined pattern is provided a 
second outcome of Win $2 Which Will be provided to a 
second player in a second interactive selection game regard 
less of hoW the second player plays the provided second 
interactive selection game. It should be appreciated that as 
the process of marking selected elements continues until one 
or more predetermined patterns are marked, this embodi 
ment insures that at least one Bingo card Will Win the Bingo 
game and thus at least one enrolled gaming device Will 
provide a predetermined Winning game outcome to a player 
in an interactive selection game. It should be appreciated 
that other suitable methods for selecting or determining one 
or more predetermined game outcome values may be 
employed. 
[0078] In one example of the above-described embodi 
ment, the predetermined game outcome may be based on a 
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supplemental award in addition to any aWard provided for 
Winning the Bingo game as described above. In this embodi 
ment, if a gaming device marks elements in one or more 
supplemental patterns Within a designated number of draWn 
elements, a supplemental or intermittent aWard or value 
associated With the marked supplemental pattern is provided 
to the player as part of the predetermined game outcome. For 
example, if the four corners of a Bingo card are marked 
Within the ?rst tWenty selected elements, a supplemental 
aWard of $10 is provided to the player as part of the 
predetermined game outcome. It should be appreciated that 
in this embodiment, the player of a gaming device may be 
provided a supplemental or intermittent aWard regardless of 
if the enrolled gaming device’s provided Bingo card Wins or 
does not Win the Bingo game as described above. 

[0079] After selecting, determining or receiving the pre 
determined game outcome value, the gaming device gener 
ates a supplemental value as indicated in block 104. For 
example, as displayed in FIG. 4A for illustration purposes 
only (i.e., not actually displayed to the player), the gaming 
device randomly generates the supplemental value 204 of 
eight-hundred. In different embodiments, the supplemental 
value may be randomly determined, predetermined, deter 
mined based on the player’s Wager, determined from the 
occurrence of one or more symbols or determined based on 

any other suitable method. In different embodiments, the 
supplemental value may be greater than, less than or equal 
to the selected predetermined game outcome value. 

[0080] In addition to determining a supplemental value, as 
indicated in block 106 of FIG. 3, the gaming device deter 
mines and displays a plurality of value groups. Each value 
group includes a plurality of values. In one embodiment, the 
gaming device determines the values in each of the value 
groups by distributing the predetermined game outcome 
value and the supplemental value across each of the values 
for each of the value groups. For each value group of this 
embodiment: (i) one of the values or the sum of a plurality 
of the values equals the selected predetermined game out 
come value; and (ii) the sum of each of the values equals the 
sum of the selected predetermined game outcome value and 
the generated supplemental value. In other Words, for each 
value group, the selected predetermined game outcome 
value and/or the generated supplemental value are split 
amongst or divided up into the plurality of values for that 
value group. It should be appreciated that in each embodi 
ment Which includes more than tWo values in each value 
group, as the selected predetermined game outcome value 
and the generated supplemental value represent only tWo 
values, one or both of the selected predetermined game 
outcome value and the generated supplemental value must 
be split or divided up into tWo or more values for each of the 
value groups. 

[0081] In one embodiment, each value group includes the 
same number of values. In different embodiments, the 
number of value groups may be randomly determined, 
predetermined, determined based on the player’s Wager, 
determined from the occurrence of one or more symbols or 

determined based on any other suitable method. In different 
embodiments, the number of values in each value group may 
be randomly determined, predetermined, determined based 
on the player’s Wager, determined from the occurrence of 
one or more symbols or determined based on any other 
suitable method. 
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[0082] In one embodiment, a plurality of values in a 
plurality of value groups are different. In another embodi 
ment, a plurality of values in each value group are different. 
In another embodiment, each value in a plurality of value 
groups is different. In another embodiment, each value in 
each value group is different. In another embodiment, a 
plurality of values in a plurality of value groups are the 
same. In another embodiment, a plurality of values in each 
value group are the same. 

[0083] FIG. 4A illustrates one example of this embodi 
ment Wherein the gaming device displays three value 
groups, Wherein each value group includes three values. In 
this example, for a ?rst value group 206a (labeled as “Group 
I”), the gaming device divides the selected predetermined 
game outcome value of seven-hundred and the generated 
supplemental value of eight-hundred into the values of 
seven-hundred 208a, three-hundred 20819 and ?ve-hundred 
2080. For a second value group 2061) (labeled as “Group 
II”), the gaming device divides the selected predetermined 
game outcome value of seven-hundred and the generated 
supplemental value of eight-hundred into the values of 
eight-hundred 208d, four-hundred-?fty 208e and tWo-hun 
dred-?fty 208]. For a third value group 2060 (labeled as 
“Group II”), the gaming device divides the selected prede 
termined game outcome value of seven-hundred and the 
generated supplemental value of eight-hundred into the 
values of one-hundred 208g, eight-hundred-?fty 208k and 
six-hundred 2081'. In this example, the generated supplemen 
tal value is split up into tWo values for the ?rst value group 
and the selected predetermined game outcome value is split 
up into tWo values for the second value group and third value 
group. 

[0084] In one embodiment, the sum of each of the deter 
mined values for each of the value groups equals the sum of 
the selected predetermined game outcome value and the 
generated supplemental value. Accordingly, in this embodi 
ment, as each of the value groups includes the same number 
of values and the sum of the values for each value group is 
equal, each value group is associated With the same average 
expected value. For example, as illustrated in FIG. 4A, the 
sum of the values for each of the value groups equals 
one-thousand-?ve-hundred and each value group is associ 
ated With an average expected value of ?ve-hundred. 

[0085] In one embodiment, although the sum of the values 
for each value group is the same, the gaming device varies 
the volatility of each value group. For example, one value 
group With a high volatility may include a large range 
betWeen the highest or maximum value in the value group 
and the loWest or minimum value in the value group. On the 
other hand, another value group With a loW volatility 
includes a small range betWeen the highest value in the value 
group and the loWest value in the value group. Varying the 
volatility for each value group While maintaining that each 
value group is associated With the same average expected 
value, enables the player to pick the volatility of the game 
by picking a value group or subset of possible values to 
obtain. 

[0086] In one embodiment, after determining and display 
ing each of the values for each of the value groups, the 
gaming device enables the player to pick one of the value 
groups as indicated in block 108 of FIG. 3. For example, as 
illustrated in FIG. 4B, the player picks value group 2060. 
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Appropriate messages such as ““YOU SELECTED GROUP 
III” may be provided to the player visually, or through 
suitable audio or audiovisual displays. 

[0087] After the player picks one of the value groups, the 
gaming picks one or more of the values from the player 
picked value group as indicated in block 110 of FIG. 3. The 
gaming device picks values based on the selected predeter 
mined game outcome value. In this embodiment, the gaming 
device picks one or more values that add up to the selected 
predetermined game outcome value. For example, as illus 
trated in FIGS. 4C, the gaming device picks values of 
one-hundred 208g and six-hundred 2081' from the player 
picked value group 2060. It should be appreciated that since 
the gaming device picks one or more values that add up to 
the selected predetermined game outcome value and one or 
more values in each value group may be combined to form 
the selected predetermined game outcome value, regardless 
of Which value group the player picks, the gaming device 
provides the selected predetermined game outcome value to 
the player. Appropriate messages such as “OF THE VAL 
UES IN GROUP III, YU ARE AWARDED THE VALUES 
OF 100 AND 600” and “YOUR TOTAL AWARD VALUE 
IS 700” may be provided to the player visually, or through 
suitable audio or audiovisual displays. 

[0088] In another embodiment, the gaming device gener 
ates a different supplemental value for each of a plurality of 
the value groups. In this embodiment, for each value group: 
(i) one of the values or the sum of one or more of the values 
equals the selected predetermined game outcome value; and 
(ii) one of the values or the sum of one or more of the values 
equals the generated supplemental value for that value 
group. It should be appreciated that in this embodiment, 
because the supplemental values are different for a plurality 
of the value groups, each value group may or may not be 
associated With the same average expected value. In an 
alternative embodiment, the values in each value group are 
determined based on distributing the predetermined game 
outcome value across each of the values for that value group. 
In this embodiment, for each value group, one of the values 
or the sum of one or more of the values equals the selected 
predetermined game outcome value. It should be appreci 
ated that in this embodiment, the gaming device does not 
generate a supplemental value. 

[0089] It should be understood that various changes and 
modi?cations to the presently preferred embodiments 
described herein Will be apparent to those skilled in the art. 
Such changes and modi?cations can be made Without 
departing from the spirit and scope of the present invention 
and Without diminishing its intended advantages. It is there 
fore intended that such changes and modi?cations be cov 
ered by the appended claims. 

The invention is claimed as folloWs: 

1. A gaming device operable under control of a processor, 
said gaming device comprising: 

an interactive game controlled by the processor; 

a predetermined game outcome value adapted to be 
provided to a player in the interactive game; 

a plurality of value groups in the interactive game; and 

a display device adapted to display the interactive game, 
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Wherein said processor is operable With the display device 
to control a play of the interactive game by: 

(a) determining a supplemental value; 

(b) determining and displaying a plurality of values for 
each of the value groups, Wherein for each of the 
value groups: (i) one of the values or a sum of a 
plurality of the values equals the predetermined 
game outcome value; and (ii) a sum of each of the 
values equals a sum of the predetermined game 
outcome value and the generated supplemental 
value; 

(c) enabling the player to pick one of displayed value 
groups; 

(d) picking at least one of the values of the player 
picked group, Wherein said picked values are based 
on the predetermined game outcome value; and 

(e) providing to the player the picked values, Wherein 
the provided values equal the predetermined game 
outcome value. 

2. The gaming device of claim 1, Wherein for each of the 
value groups, a sum of one or more of the values is equal to 
the determined supplemental value. 

3. The gaming device of claim 1, Wherein for each value 
group, a range betWeen a minimum displayed value in said 
value group and a maximum displayed value in said value 
group is equal. 

4. The gaming device of claim 1, Wherein a range betWeen 
a minimum displayed value and a maximum displayed value 
is different for each value group. 

5. The gaming device of claim 4, Wherein a sum of the 
values in each value group is equal. 

6. The gaming device of claim 1, Wherein each of the 
value groups is associated With the same average expected 
value. 

7. The gaming device of claim 1, Wherein each of the 
value groups is associated With a different average expected 
value. 

8. The gaming device of claim 1, Wherein said predeter 
mined game outcome is selected from a plurality of prede 
termined game outcomes. 

9. The gaming device of claim 1, Wherein said predeter 
mined game outcome is stored in a memory device of said 
gaming device. 

10. The gaming device of claim 1, Which is con?gured to 
receive said predetermined game outcome from a central 
controller. 

11. The gaming device of claim 1, Wherein said prede 
termined game outcome is determined based on a result of 
a bingo game. 

12. The gaming device of claim 1, Wherein said interac 
tive game is a bonus game. 

13. A gaming device operable under control of a proces 
sor, said gaming device comprising: 

a game controlled by the processor; 

a display device operable With the processor and adapted 
to display the game; 

a predetermined game outcome value provided to a player 
in the game; and 

a plurality of different value groups Which the player may 
pick one of in the game, Wherein each of the groups 






