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GAMING DEVICES AND METHODS WITH 
ALTERNATIVE BETTING CONFIGURATIONS 

PRIORITY CLAIM 

[0001] This application is a non-provisional application 
of, claims priority to and the bene?t of US. Provisional 
Application No. 60/715,463 ?led Sep. 8, 2005, the entire 
contents of Which are incorporated herein. 

COPYRIGHT NOTICE 

[0002] A portion 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] Gaming device manufacturers strive to make gam 
ing devices that provide as much enjoyment and excitement 
as possible. Providing a game in Which a player has an 
opportunity to Win multiple aWards and potentially large 
aWards or credits are Ways to enhance player enjoyment and 
excitement. Known gaming machines or devices include 
games Wherein a player has one or more opportunities to 
obtain a Winning symbol combination on mechanical or 
video reels. In these gaming devices, the player initiates the 
spinning of the reels by a single Wager on each of one or 
more paylines associated With the reels. Such gaming 
devices may have one, three, ?ve, nine, ?fteen, tWenty-?ve 
or any other suitable number of paylines Which are horiZon 
tal, vertical, diagonal or any suitable combination thereof. In 
these gaming devices, the player makes a single Wager on 
each of a designated number or combination of paylines, 
such as one, tWo, three, ?ve, ten, or ?fteen paylines, Wherein 
the player must place at least one Wager on each payline. 
After the player Wagers on one or more paylines, the gaming 
device generates and displays a plurality of symbols. The 
gaming device determines and provides any aWards to the 
player based on any Winning symbols or Winning combina 
tions of symbols generated along any of the Wagered on 
paylines and on the Wagers on those paylines. 

[0004] In other gaming devices, a payout is provided 
based on one or more scatter pays. A scatter pay includes a 

pay for the occurrence of designated symbols anyWhere on 
the symbol display (i.e., not speci?cally on a payline or in 
adjacent symbol positions). Scatter symbols generated on 
the symbol display are evaluated for Winning combinations 
as if the symbols Were generated along a traditional payline 
of adjacently arranged symbol positions. 

[0005] In one knoWn gaming device, a player is provided 
an additional payline (associated With the reels in a slot 
game) upon Which the player did not directly Wager. The 
player has a chance of Winning an aWard on this additional 
payline. 
[0006] In another knoWn gaming device, one payline 
(associated With reels in a slot game) has a greater value than 
another payline (associated With reels in that slot game). The 
greater valued payline provides a greater aWard for the same 
symbol combination than if that symbol combination Would 
have occurred on another one of the paylines. 
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[0007] Another knoWn gaming device randomly selects a 
set of symbol locations Which de?ne an additional mystery 
payline in a slot game. The mystery payline, hoWever, is not 
enhanced by any value. 

[0008] To increase player enjoyment and excitement, it is 
desirable to provide players With neW and different payline 
and other Wagering features in gaming machines. 

SUMMARY 

[0009] The present disclosure relates in general to gaming 
devices and methods, and more particularly to gaming 
devices and methods having alternative Wagering or betting 
con?gurations, functions or features. 

[0010] In one embodiment, the gaming device includes a 
plurality of symbol generators and a plurality of symbols on 
or associated With each symbol generator. In one embodi 
ment, the gaming device includes a plurality of different 
paylines associated With the symbol generators and speci? 
cally the symbol positions at Which the symbol generators 
generate or display symbols. In one embodiment, at least 
one of the paylines is of a different length than one of the 
other paylines. That is, at least one of the paylines includes 
a different number of symbol positions than at least one of 
the other paylines. For example, a ?rst payline includes ?ve 
symbol positions and a second payline includes three sym 
bol positions. In one embodiment, all of the symbol posi 
tions in one of the paylines are in another one of the 
paylines. In the above example, for instance, the ?rst payline 
includes all three symbol positions of the second payline. 
The gaming device enables a player to Wager different 
amounts on each of a plurality of the different or separate 
paylines. That is, the gaming device enables a player to 
Wager one amount on one payline and a separate, different 
amount on another payline. It should be appreciated that the 
gaming device may also enable the player to Wager the same 
amounts on the different paylines. 

[0011] In one embodiment, the gaming device includes at 
least one input device Which enables a player to: (a) select 
one of the paylines and enables the player to Wager a ?rst 
amount on the selected payline; and (b) select another one of 
the paylines and enables the player to Wager a second, 
different amount on that selected payline. In various embodi 
ments, this can be repeated for one, a plurality or any of the 
paylines. The gaming device thus enables the player to 
Wager various potentially different amounts on a predeter 
mined number of paylines Where at least tWo of the paylines 
include different numbers of symbol positions. 

[0012] After the player makes the Wagers, upon player 
activation or automatically, the gaming device generates a 
plurality of symbols on the symbol generators. The gaming 
device determines an outcome for the player based on the 
number of paylines Wagered on, on the amount Wagered on 
each of the selected paylines and the symbols generated on 
the Wagered-on paylines. The gaming device provides the 
outcome to the player. 

[0013] It should thus be appreciated and as discussed 
further beloW, various different embodiments of Wagering 
con?gurations, features and functions may be employed in 
accordance With the present disclosure. 

[0014] In one alternative embodiment, the gaming device 
enables the player to Wager different amounts on different 
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segments of the same game or different games. In one 
example of these embodiments, the gaming device includes 
a base or primary game and a secondary or bonus game. The 
gaming device enables a player to place a Wager and enables 
the player to designate a portion of that Wager for the 
primary game and a portion of the Wager for the secondary 
game. These Wagers in one embodiment are on the same 

component (such as the same payline) in the primary game 
and the secondary game In one embodiment, the gaming 
device enables a player to input tWo separate Wagers, one for 
the primary game and one for the secondary game. It should 
be appreciated that the base and secondary games may be 
any suitable base or secondary game. In one embodiment, 
the gaming device generates an outcome for the primary 
game and an outcome for the secondary game (if provided 
or triggered in the primary game). The gaming device 
provides an outcome for the player based on the game 
outcomes and on the amounts Wagered by the player. 

[0015] In one example of this further embodiment, the 
gaming device includes a ?rst game sequence of a base reel 
game and a second game sequence of a free spin game 
triggered upon a triggering event in the base reel game. The 
gaming device enables the player to place a ?rst Wager 
amount on a ?rst payline for the reel game and the second 
Wager amount on a second payline for the free spin game. 
The Wager amounts may be the same or different. Addition 
ally, the ?rst and second paylines in the reel game and free 
spin game may be the same or may be different. The gaming 
device generates a plurality of symbols for the reel game and 
evaluates the symbols for Winning symbols on the ?rst 
payline. If the triggering event occurs, the gaming device 
generates another plurality of symbols (i.e., for the free spin 
game) and evaluates the symbols along the second payline 
for any Winning combinations. The gaming device provides 
game outcomes to the player. The outcomes are based on the 
symbols generated along the ?rst payline in the ?rst game 
sequence and the amount of the ?rst Wager and if the 
triggering event occurs, the game outcomes are additionally 
based on the generated symbols along the second payline in 
the second game sequence (i.e., for the free spin game) and 
the amount of the second Wager. The evaluation for the free 
spin game can additionally be based on both the amount of 
the ?rst Wager and the amount of the second Wager. It should 
thus be appreciated that present disclosure provides for 
bifurcated or other division of betting Which can be for 
speci?c paylines, hands, or other component or options and 
that such bets can be the same or different. 

[0016] It should thus be appreciated that various embodi 
ments of the gaming device disclosed herein increase player 
enjoyment by providing players opportunities to Win aWards 
based on one or more Wagers on one or more neW and 

different payline and other component types and neW and 
different types of betting schemes. Such gaming devices and 
methods provide the player With: (a) increased ?exibility in 
betting by providing the player greater control in hoW their 
bet is applied and managed; and (b) a sense of the ability to 
Weigh payline importance as Well as to place their bets 
Where they feel their bets Will be most bene?cial to them. 
Additionally, in alternative embodiments, the gaming device 
enables players to Wager different amounts on primary and 
secondary games, Which can provide the player With more 
exciting gaming experiences. 
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[0017] Additional features and advantages of the gaming 
devices and methods are described herein, and Will be 
apparent from the folloWing Detailed Description and the 
?gures. 

BRIEF DESCRIPTION OF THE FIGURES 

[0018] FIG. 1A is a front-side perspective vieW of one 
embodiment of the gaming device of the present disclosure. 

[0019] FIG. 1B is a front-side perspective vieW of another 
embodiment of the gaming device of the present disclosure. 

[0020] FIG. 2A is a schematic block diagram of the 
electronic con?guration of one embodiment of the gaming 
device of the present disclosure. 

[0021] FIG. 2B is a schematic block diagram illustrating a 
plurality of gaming terminals in communication With a 
central controller. 

[0022] FIG. 3 is a ?owchart of one embodiment of the 
present disclosure illustrating the gaming device enabling 
the player to place one or more different Wagers on one or 
more paylines. 

[0023] FIGS. 4A, 4B, 4C, 4D and 4E are front elevational 
vieWs of one embodiment illustrating the gaming device 
enabling the player to place one or more different Wagers on 
one or more paylines. 

[0024] FIG. 5 is a ?owchart of one embodiment of the 
present disclosure illustrating the gaming device enabling 
the player to place one Wager on a ?rst game and a second 
Wager on a second game. 

[0025] FIG. 6 is a front elevational vieW of one embodi 
ment illustrating the gaming device enabling the player to 
use input buttons to place di?ferent Wagers. 

[0026] FIG. 7 is a front elevational vieW of one embodi 
ment illustrating the gaming device enabling the player to 
Wager more on a base game than on a secondary game such 
as a progressive game. 

DETAILED DESCRIPTION 

Gaming Device and Electronics 

[0027] The present disclosure may be implemented in 
various con?gurations for gaming machines or gaming 
devices, including but not limited to: (l) a dedicated gaming 
machine or gaming device, Wherein the computeriZed 
instructions for controlling any games (Which are provided 
by the gaming machine or gaming device) are provided With 
the gaming machine or gaming device prior to delivery to a 
gaming establishment, such as a casino, and (2) a change 
able gaming machine or gaming device, Where the comput 
eriZed instructions for controlling any games (Which are 
provided by the gaming machine or gaming device) are 
doWnloadable to the gaming machine or gaming device 
through a data netWork When the gaming machine or gaming 
device is in a gaming establishment, such as a casino. 

[0028] Referring noW to the draWings, tWo example alter 
native embodiments of the gaming device of the disclosed 
herein 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. 
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[0029] In the embodiments 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 may have 
varying cabinet and display con?gurations. 

[0030] 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 includes random access 
memory (RAM), Which can include non-volatile RAM 
(NVRAM), magnetic RAM (MRAM), ferroelectric RAM 
(FeRAM) and other forms as commonly understood in the 
gaming industry. In one embodiment, the memory device 
includes read only memory (ROM). In one embodiment, the 
memory device includes ?ash memory and/or EEPROM 
(electrically erasable programmable read only memory). 
Any other suitable magnetic, optical and/or semiconductor 
memory may operate in conjunction With the gaming device 
disclosed herein. 

[0031] 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. In other embodiments, part or all of the 
program code and/or operating data described above can be 
doWnloaded to the memory device through a suitable net 
Work. 

[0032] In one embodiment, an operator or a player can use 
such a removable memory device in a desktop computer, a 
laptop personal computer, a personal digital assistant (PDA), 
portable computing device, or other computeriZed platform 
to implement the present disclosure. 

[0033] The processor and memory device may be collec 
tively referred to herein as a “computer” or “controller.” 

[0034] In one embodiment, as discussed in more detail 
beloW, the gaming device randomly generates aWards and/or 
other game outcomes based on probability data. In one such 
embodiment, this random determination is provided through 
utiliZation of a random number generator (RNG), such as a 
true random number generator, a pseudo random number 
generator or other suitable randomiZation process. In one 
embodiment, each aWard or other game outcome is associ 
ated With a probability and the gaming device generates the 
aWard or other game outcome to be provided to the player 
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based on the associated probabilities. In this embodiment, 
since the gaming device generates outcomes randomly or 
based upon one or more probability calculations, there is no 
certainty that the gaming device Will ever provide the player 
With any speci?c aWard or other game outcome. 

[0035] In another embodiment, as discussed in more detail 
beloW, the gaming device employs a predetermined or ?nite 
set or pool of aWards or other game outcomes. In this 
embodiment, as each aWard or other game outcome is 
provided to the player, the gaming device ?ags or removes 
the provided aWard or other game outcome from the prede 
termined set or pool. Once ?agged or removed from the set 
or pool, the speci?c provided aWard or other game outcome 
from that speci?c pool cannot be provided to the player 
again. This type of gaming device provides players With all 
of the available aWards or other game outcomes over the 
course of the play cycle and guarantees the amount of actual 
Wins and losses. 

[0036] In another embodiment, as discussed beloW, 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 
bingo game outcome. The resultant game outcome is com 
municated to the individual gaming device to be provided to 
a player. In one embodiment, this bingo outcome is dis 
played to the player as a bingo game and/or in any form in 
accordance With the present disclosure. 

[0037] 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 suitable secondary 
game associated With the primary game as Well as informa 
tion relating to the primary or secondary game. The alter 
native embodiment 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 or not associated With the pri 
mary game and/or information relating to the primary or 
secondary game. 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. 

[0038] In another embodiment, at least one display device 
may be a mobile display device, such as a PDA or tablet PC, 
that enables play of at least a portion of the primary or 
secondary game at a location remote from the gaming 
device. 

[0039] 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 based on a plurality 
of surface-conduction electron-emitters (SEDs), a display 
including a projected 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 
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device includes a touch-screen With an associated touch 
screen controller. The display devices may be of any suitable 
siZe and con?guration, such as a square, a rectangle or an 
elongated rectangle. 
[0040] 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 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, and the like. 

[0041] In one alternative embodiment, the symbols, 
images and indicia displayed on or of the display device may 
be in mechanical form. That is, the display device may 
include any electromechanical device, such as one or more 
mechanical objects, such as one or more rotatable Wheels, 
reels or dice, con?gured to display at least one or a plurality 
of game or other suitable images, symbols or indicia. 

[0042] 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, a 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 may accept 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 
chip or a magnetic strip coded With a player’s identi?cation, 
credit totals (or related data) and other relevant information. 
In one embodiment, 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 displays the corresponding 
amount on the credit or other suitable display as described 
above. 

[0043] 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 
received by the processor. In one embodiment, after appro 
priate funding of the gaming device, the input device is a 
game activation device, such as a pull arm 32 or 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 appropriate funding, the gaming device 
begins the game play automatically. In another embodiment, 
upon the player engaging one of the play buttons, the 
gaming device automatically activates game play. 

[0044] 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 
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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. 

[0045] 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 other suitable redemption 
system) or funding to the player’s electronically recordable 
identi?cation card. 

[0046] 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 and input signals into the gaming 
device by touching the touch-screen at the appropriate 
places. 
[0047] 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. 

[0048] 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 
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. 

[0049] In one embodiment, the gaming machine may 
include a 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 embodiment, 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 the processor may incorporate that 
image into the primary and/or secondary game as a game 
image, symbol or indicia. 
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[0050] Gaming device 10 can incorporate any suitable 
Wagering primary or base game. The gaming machine or 
device may include some or all of the features of conven 
tional gaming machines or devices. The primary or base 
game may comprise any suitable reel-type game, card game, 
number game or other game of chance susceptible to rep 
resentation in an electronic or electromechanical form, 
Which in one embodiment produces a random outcome 
based on probability data at the time of or after placement of 
a Wager. That is, different primary Wagering games, such as 
video poker games, video blackjack games, video keno, 
video bingo or any other suitable primary or base game may 
be implemented. 

[0051] 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 includes 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 reels 
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, one or more of the 
display devices, as described above, display the plurality of 
simulated video reels 54. 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 asso 
ciated With the gaming device. In this embodiment, the 
gaming device aWards priZes after 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. 

[0052] In an alternative embodiment, rather than deter 
mining any outcome to provide to the player by analyZing 
the symbols generated on any Wagered upon paylines as 
described above, the gaming device determines any outcome 
to provide to the player based on the number of associated 
symbols Which are generated in active symbol positions on 
the requisite number of adjacent reels (i.e., not on paylines 
passing through any displayed Winning symbol combina 
tions). In this embodiment, if a Winning symbol combination 
is generated on the reels, the gaming device provides the 
player one aWard for that occurrence of the generated 
Winning symbol combination. For example, if one Winning 
symbol combination is generated on the reels, the gaming 
device Will provide a single aWard to the player for that 
Winning symbol combination (i.e., not based on paylines 
that Would have passed through that Winning symbol com 
bination). It should be appreciated that because a gaming 
device With Wagering on Ways to Win provides the player 
one aWard for a single occurrence of a Winning symbol 
combination and a gaming device With paylines may provide 
the player more than one aWard for the same occurrence of 
a single Winning symbol combination (i.e., if a plurality of 
paylines each pass through the same Winning symbol com 
bination), it is possible to provide a player at a Ways to Win 
gaming device more Ways to Win for an equivalent bet or 
Wager on a traditional slot gaming device With paylines. 
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[0053] In one embodiment, the total number of Ways to 
Win is determined by multiplying the number of symbols 
generated in active symbol positions on a ?rst reel by the 
number of symbols generated in active symbol positions on 
a second reel by the number of symbols generated in active 
symbol positions on a third reel and so on for each reel of 
the gaming device With at least one symbol generated in an 
active symbol position. For example, a three reel gaming 
device With three symbols generated in active symbol posi 
tions on each reel includes 27 Ways to Win (i.e., 3 symbols 
on the ?rst reel><3 symbols on the second reel><3 symbols on 
the third reel). A four reel gaming device With three symbols 
generated in active symbol positions on each reel includes 
81 Ways to Win (i.e., 3 symbols on the ?rst reel><3 symbols 
on the second reel><3 symbols on the third reel><3 symbols on 
the fourth reel). A ?ve reel gaming device With three 
symbols generated in active symbol positions on each reel 
includes 243 Ways to Win (i.e., 3 symbols on the ?rst reel><3 
symbols on the second reel><3 symbols on the third reel><3 
symbols on the fourth reel><3 symbols on the ?fth reel). It 
should be appreciated that modifying the number of gener 
ated symbols by either modifying the number of reels or 
modifying the number of symbols generated in active sym 
bol positions by one or more of the reels, modi?es the 
number of Ways to Win. 

[0054] In another embodiment, the gaming device enables 
a player to Wager on and thus activate symbol positions. In 
one such embodiment, the symbol positions are on the reels. 
In this embodiment, if based on the player’s Wager, a reel is 
activated, then each of the symbol positions of that reel Will 
be activated and each of the active symbol positions Will be 
part of one or more of the Ways to Win. In one embodiment, 
if based on the player’s Wager, a reel is not activated, then 
a designated number of default symbol positions, such as a 
single symbol position of the middle roW of the reel, Will be 
activated and the default symbol position(s) Will be part of 
one or more of the Ways to Win. This type of gaming 
machine enables a player to Wager on one, more or each of 
the reels and the processor of the gaming device uses the 
number of Wagered on reels to determine the active symbol 
positions and the number of possible Ways to Win. In 
alternative embodiments, (1) no symbols are displayed as 
generated at any of the inactive symbol positions, or (2) any 
symbols generated at any inactive symbol positions may be 
displayed to the player but suitably shaded or otherWise 
designated as inactive. 

[0055] In one embodiment Wherein a player Wagers on one 
or more reels, a player’s Wager of one credit may activate 
each of the three symbol positions on a ?rst reel, Wherein 
one default symbol position is activated on each of the 
remaining four reels. In this example, as described above, 
the gaming device provides the player three Ways to Win 
(i.e., 3 symbols on the ?rst reel><l symbol on the second 
reel><l symbol on the third reel><l symbol on the fourth 
reel><l symbol on the ?fth reel). In another example, a 
player’s Wager of nine credits may activate each of the three 
symbol positions on a ?rst reel, each of the three symbol 
positions on a second reel and each of the three symbol 
positions on a third reel Wherein one default symbol position 
is activated on each of the remaining tWo reels. In this 
example, as described above, the gaming device provides 
the player tWenty-seven Ways to Win (i.e., 3 symbols on the 
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?rst reel><3 symbols on the second reel><3 symbols on the 
third reel><l symbol on the fourth reel><l symbol on the ?fth 

reel). 
[0056] In one embodiment, to determine any aWard(s) to 
provide to the player based on the generated symbols, the 
gaming device individually determines if a symbol gener 
ated in an active symbol position on a ?rst reel forms part of 
a Winning symbol combination With or is otherWise suitably 
related to a symbol generated in an active symbol position 
on a second reel. In this embodiment, the gaming device 
classi?es each pair of symbols Which form part of a Winning 
symbol combination (i.e., each pair of related symbols) as a 
string of related symbols. For example, if active symbol 
positions include a ?rst cherry symbol generated in the top 
roW of a ?rst reel and a second cherry symbol generated in 
the bottom roW of a second reel, the gaming device classi?es 
the tWo cherry symbols as a string of related symbols 
because the tWo cherry symbols form part of a Winning 
symbol combination. 

[0057] After determining if any strings of related symbols 
are formed betWeen the symbols on the ?rst reel and the 
symbols on the second reel, the gaming device determines if 
any of the symbols from the next adjacent reel should be 
added to any of the formed strings of related symbols. In this 
embodiment, for a ?rst of the classi?ed strings of related 
symbols, the gaming device determines if any of the sym 
bols generated by the next adjacent reel form part of a 
Winning symbol combination or are otherWise related to the 
symbols of the ?rst string of related symbols. If the gaming 
device determines that a symbol generated on the next 
adjacent reel is related to the symbols of the ?rst string of 
related symbols, that symbol is subsequently added to the 
?rst string of related symbols. For example, if the ?rst string 
of related symbols is the string of related cherry symbols and 
a related cherry symbol is generated in the middle roW of the 
third reel, the gaming device adds the related cherry symbol 
generated on the third reel to the previously classi?ed string 
of cherry symbols. 

[0058] On the other hand, if the gaming device determines 
that no symbols generated on the next adjacent reel are 
related to the symbols of the ?rst string of related symbols, 
the gaming device marks or ?ags such string of related 
symbols as complete. For example, if the ?rst string of 
related symbols is the string of related cherry symbols and 
none of the symbols of the third reel are related to the cherry 
symbols of the previously classi?ed string of cherry sym 
bols, the gaming device marks or ?ags the string of cherry 
symbols as complete. 

[0059] After either adding a related symbol to the ?rst 
string of related symbols or marking the ?rst string of related 
symbols as complete, the gaming device proceeds as 
described above for each of the remaining classi?ed strings 
of related symbols Which Were previously classi?ed or 
formed from related symbols on the ?rst and second reels. 

[0060] After analyZing each of the remaining strings of 
related symbols, the gaming device determines, for each 
remaining pending or incomplete string of related symbols, 
if any of the symbols from the next adjacent reel, if any, 
should be added to any of the previously classi?ed strings of 
related symbols. This process continues until either each 
string of related symbols is complete or there are no more 
adjacent reels of symbols to analyZe. In this embodiment, 
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Where there are no more adjacent reels of symbols to 
analyZe, the gaming device marks each of the remaining 
pending strings of related symbols as complete. 

[0061] When each of the strings of related symbols is 
marked complete, the gaming device compares each of the 
strings of related symbols to an appropriate paytable and 
provides the player any aWard associated With each of the 
completed strings of symbols. It should be appreciated that 
the player is provided one aWard, if any, for each string of 
related symbols generated in active symbol positions (i.e., as 
opposed to being based on hoW many paylines that Would 
have passed through each of the strings of related symbols 
in active symbol positions). 

[0062] 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 draW 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 the 
gaming machine deals the replacement cards from the 
remaining cards in the deck. This results in a ?nal ?ve-card 
hand. The gaming device compares the ?nal ?ve-card hand 
to a payout table Which utiliZes conventional poker hand 
rankings to determine the Winning hands. The gaming 
device provides the player With an aWard based on a Winning 
hand and the credits the player Wagered. 

[0063] In another embodiment, the base or primary game 
may be a multi-hand version of video poker. In this embodi 
ment, the gaming device deals the player 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 inde 
pendently 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. 

[0064] 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 or a plurality of the selectable indicia or numbers 
via an input device such as a touch screen. The gaming 
device then displays a series of draWn numbers to determine 
an amount of matches, if any, betWeen the player’s selected 
numbers and the gaming device’s draWn numbers. The 
player is provided an aWard based on the amount of matches, 
if any, based on the amount of determined matches. 

[0065] In one embodiment, in addition to Winning credits 
or other aWards in a base or 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. 
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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. In general, a bonus 
or secondary game produces a signi?cantly higher level of 
player excitement than the base or primary game because it 
provides a greater expectation of Winning than the base or 
primary game and is accompanied With more attractive or 
unusual features than the base or primary game. 

[0066] 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 after 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, such as the 
number seven appearing on three adjacent reels along a 
payline in the primary slot game embodiment seen in FIGS. 
1A and 1B. In other embodiments, the triggering event or 
qualifying condition may be by exceeding a certain amount 
of game play (such as number of games, number of credits, 
amount of time), reaching a speci?ed number of points 
earned during game play or as a random aWard or event. 

[0067] In one embodiment, after 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 exponential increase in the number of bonus 
Wagering credits aWarded. In one embodiment, the player 
may redeem extra bonus Wagering credits during the bonus 
game to extend play of the bonus game. 

[0068] In one embodiment, no separate entry fee or buy in 
for a bonus game need be employed. That is, a player may 
not purchase an entry into a bonus game, rather they must 
Win or earn entry through play of the primary game thus, 
encouraging play of the primary game. In another embodi 
ment, quali?cation of the bonus or secondary game could be 
accomplished through a simple “buy in” by the player if, for 
example, the player has been unsuccessful at qualifying 
through other speci?ed activities. In another embodiment, 
the player must make a Wager on the bonus game or 
designated level in the primary game, and a triggering event 
must occur in the primary game, a plurality of plays of a 
primary game, or otherWise for entry into a play of the bonus 
game. 

[0069] 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. 
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[0070] In one embodiment, the game outcome provided to 
the player is determined by a central server or controller and 
provided to the player at the gaming device. In this embodi 
ment, 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. 

[0071] In one embodiment, the central server or controller 
receives the game outcome request and randomly generates 
a game outcome for the primary game based on probability 
data. In another embodiment, the central server or controller 
randomly generates a game outcome for the secondary game 
based on probability data. In another embodiment, the 
central server or controller randomly generates a game 
outcome for both the primary game and the secondary game 
based on probability data. In this embodiment, the central 
server or controller is capable of storing and utiliZing 
program code or other data similar to the processor and 
memory device of the gaming device. 

[0072] In an alternative embodiment, the central server or 
controller maintains one or more predetermined pools or sets 
of predetermined game outcomes. In this embodiment, the 
central server or controller receives the game outcome 
request and independently selects a predetermined game 
outcome from a set or pool of game outcomes. The central 
server or controller ?ags or marks the selected 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 or server upon 
another Wager. The provided game outcome can include a 
primary game outcome, a secondary game outcome, primary 
and secondary game outcomes, or a series of game outcomes 
such as free games. 

[0073] The central server or controller communicates the 
generated or selected game outcome to the initiated gaming 
device. The gaming device receives the generated or 
selected game outcome and provides the game outcome to 
the player. In an alternative embodiment, hoW the generated 
or selected game outcome is to be presented or displayed to 
the player, such as a reel symbol combination of a slot 
machine or a hand of cards dealt in a card game, is also 
determined by the central server or controller and commu 
nicated to the initiated gaming device to be presented or 
displayed to the player. Central production or control can 
assist a gaming establishment or other entity in maintaining 
appropriate records, controlling gaming, reducing and pre 
venting cheating or electronic or other errors, reducing or 
eliminating Win-loss volatility and the like. 

[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 
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 primary or secondary game. 

[0075] In the various bingo embodiments, as each gaming 
device is enrolled in the bingo game, such as upon an 
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appropriate Wager or engaging an input device, the enrolled 
gaming device is provided or associated With a different 
bingo card. Each bingo card consists of a matrix or array of 
elements, Wherein each element is designated With a sepa 
rate indicia, such as a number. It should be appreciated that 
each different bingo card includes a different 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 
or associating a different 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, a determination is made for 
each gaming device as to Whether the selected element is 
present on the bingo card provided to that enrolled gaming 
device. This determination can be made by the central 
controller, the gaming device, a combination of the tWo, or 
in any other suitable manner. If the selected element is 
present on the bingo card provided to that enrolled gaming 
device, that selected element on the provided bingo card is 
marked or ?agged. This process of selecting elements and 
marking any selected elements on the provided bingo cards 
continues until one or more predetermined patterns are 
marked on one or more of the provided bingo cards. It 
should be appreciated that in one embodiment, 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 determined for each gaming device enrolled in the 
bingo game is utiliZed by that gaming device to determine 
the predetermined game outcome provided to the player. For 
example, a ?rst gaming device to have selected elements 
marked in a predetermined pattern is provided a ?rst out 
come of Win $10 Which Will be provided to a ?rst player 
regardless of hoW the ?rst player plays in a ?rst game and 
a second gaming device to have selected elements marked in 
a different predetermined pattern is provided a second 
outcome of Win $2 Which Will be provided to a second player 
regardless of hoW the second player plays a second game. It 
should be appreciated that as the process of marking selected 
elements continues until one or more predetermined patterns 
are marked, this embodiment 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. It should be appreciated that other 
suitable methods for selecting or determining one or more 
predetermined game outcomes may be employed. 

[0078] In one example of the above-described embodi 
ment, the predetermined game outcome may be based on a 
supplemental aWard in addition to any aWard provided for 
Winning the bingo game as described above. In this embodi 
ment, if one or more elements are marked in 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 
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four comers 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 supple 
mental 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] In another embodiment, one or more of the gaming 
devices are in communication With a central server or 

controller for monitoring purposes only. That is, each indi 
vidual gaming device randomly generates the game out 
comes to be provided to the player and the central server or 
controller monitors the activities and events occurring on the 
plurality of gaming devices. In one embodiment, 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 a player database for 
storing player pro?les, a player tracking module for tracking 
players and a credit system for providing automated casino 
transactions. 

[0080] In one embodiment, the gaming device disclosed 
herein is associated With or otherWise integrated With one or 
more player tracking systems. In this embodiment, the 
gaming device and/or player tracking system tracks any 
players gaming activity at the gaming device. In one such 
embodiment, the gaming device and/or associated player 
tracking system timely tracks When a player inserts their 
playing tracking card to begin a gaming session and also 
timely tracks When a player removes their player tracking 
card When concluding play for that gaming session. During 
one or more gaming sessions, the gaming device and/or 
player tracking system tracks any suitable information, such 
as any amounts Wagered, average Wager amounts and/or the 
time these Wagers are placed. In different embodiments, for 
one or more players, the player tracking system includes the 
player’s account number, the player’s card number, the 
player’s ?rst name, the player’s surname, the player’s pre 
ferred name, the player’s player tracking ranking, any pro 
motion status associated With the player’s player tracking 
card, the player’s address, the player’s birthday, the player’s 
anniversary, the player’s recent gaming sessions, or any 
other suitable data. 

[0081] A plurality of the gaming devices are capable of 
being connected together through a data netWork. In one 
embodiment, the data netWork 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 establish 
ment 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 substantially identical to the 
















