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(57) ABSTRACT 

A gaming machine and method for selecting a prize to be 
aWarded in an outcome for a game of chance has means for 
providing one or more games of chance, means for accepting 
a Wager, a prize display, and a prize selector to alloW a player 
to select at least one displayed prize. At least one memory 
device stores a list having one or more prizes With similar 
values, each list linked to a predetermined pay table and at 
least one player preference associated With each of the 
prizes. The gaming machine and method also has at least one 
logic device con?gured to: a) receive an indication of a 
selected prize from the prize selector; b) control the prize 
display to display one or more of the prizes; 0) determine an 
outcome of a game of chance; and d) determine Whether the 
selected prize is associated With the outcome. 
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ON DEMAND PRIZE/BONUS SYSTEM 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is a continuation-in-part of US. 
patent application Ser. No. 11/051,489, ?led Feb. 4, 2005 
and titled “NAME YOUR PRIZE GAME PLAYING 
METHODOLOG ,” Which is a continuation-in-part of US. 
patent application Ser. No. 09/515,717, ?led Feb. 29, 2000 
and titled “NAME YOUR PRIZE GAME PLAYING 
METHODOLOG ,” now US. Pat. No. 6,857,959, both of 
Which are incorporated herein in their entireties and for all 
purposes. 

FIELD OF THE INVENTION 

[0002] This invention relates to game playing methods for 
gaming machines such as slot machines and video poker 
machines. More particularly, the present invention relates to 
methods of allowing game players to select prizes on 
gaming machines. 

BACKGROUND OF THE INVENTION 

[0003] There are a Wide variety of associated devices that 
can be connected to a gaming machine such as a slot 
machine or video poker machine. Some examples of these 
devices are lights, ticket printers, card readers, speakers, bill 
validators, coin acceptors, display panels, key pads, and 
button pads. Many of these devices are built into the gaming 
machine. Often, a number of devices are grouped together in 
a separate box that is placed on top of the gaming machine. 
Devices of this type are commonly called a top box. Typi 
cally, each top box is designed speci?cally for a game title. 

[0004] Typically, the gaming machine controls various 
combinations of devices. These devices provide gaming 
features that augment the features of the gaming machine. 
Further, many devices such as top boxes are designed to be 
removable from the gaming machine to provide ?exibility in 
selecting the game features of a given gaming machine. 

[0005] An important feature of a gaming machine is a 
programmed pay-out table. Typically, the pay-out table 
relates the outcome of a game on the gaming machine to a 
particular prize associated With the outcome of the game. 
For example, a pay-out table on a slot machine might specify 
the required pay-out When a play results in three cherries. 
The pay-out can vary depending upon hoW many coins are 
played; e.g., the pay-out is 10 coins When one coin is 
Wagered in the game, 20 coins When tWo coins are Wagered 
in the game and 40 coins When three coins are Wagered in 
the game. The pattern of relating an outcome to the pay-out, 
Which may be a function of the Wager amount, is usually 
displayed or described for all of the potential outcomes of a 
game. Often a part of a pay-out table is displayed on a 
gaming machine. In fact, many gaming machine features 
including the lights and the display panels may be utilized to 
draW a players attention to the pay-out table to heighten the 
players interest in playing a game. 

[0006] The odds of a particular outcome of a game on a 
gaming machine may be a function of the rules of the game 
or may be designated by the operator of the gaming 
machine. For example, the odds of obtaining a certain poker 
hand on a video poker machine may be a knoWn function of 
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the possible combinations of cards in a standard 52 card 
playing deck. HoWever, for a slot machine, the odds of a 
particular outcome of a slot game on a video or mechanical 
slot machine may be increased or decreased for a particular 
machine. The odds and pay-out usually remain ?xed for a 
particular gaming machine so long as it is programmed to 
play a particular game. 

[0007] For a particular game on a gaming machine, a 
maximum prize or pay-out Will be offered. This maximum 
prize or jackpot Will usually correspond to the outcome of a 
game on a gaming machine that has the loWest odds of 
occurring. For example, on a video poker machine, a jackpot 
is usually offered When the outcome of a game is a royal 
?ush. This is because the royal ?ush typically has the loWest 
odds of occurring during a particular game of video poker. 
The maximum prize offered may be also a function of the 
Wager amount. For example, on a video poker machine, a 
jackpot may only be offered When the outcome of a game is 
a royal ?ush and the maximum Wager on a game has been 
made. 

[0008] For a single gaming machine, the jackpot is usually 
cash or a particular prize. For example, for a slot machine 
With a maximum Wager of 3 coins, the jackpot might be 
5,000 coins When 3 coins are Wagered on a particular game. 
As another example, for a video poker machine, With a 
maximum Wager of 3 coins, the jackpot might be a car When 
3 coins are Wagered. Usually, the jackpot, the pay-out table 
and the odds for each outcome in the pay-out table are ?xed 
on a single gaming machine and may not be changed by the 
player. 

[0009] For multiple gaming machines linked by a net 
Work, the jackpot on a single gaming machine may vary in 
time. For example, the amount of money entered into a 
group of gaming machines can be pooled together to provide 
a larger jackpot for groups of gaming machines linked 
together as part of a Wide area progressive netWork or a 
casino area netWork. As money is entered into an individual 
gaming machine, this information can be relayed over the 
communication netWork to a central location Where the total 
amount of money in the jackpot is tracked for the group of 
gaming machines linked together. The information on the 
total jackpot, Which changes With time, can be sent out over 
the Wide area progressive netWork or casino area netWork to 
display signs displaying the jackpot amount. Thus, the 
jackpot amount for a gaming machine linked to a Wide area 
progressive netWork or casino area netWork Will increase 
With time until the jackpot is reset. HoWever, the odds of 
Winning the jackpot remain ?xed. 

[0010] Disadvantages of the current method for offering 
prizes and pay-outs on a gaming machine is that the jackpot 
and the odds of Winning the jackpot are ?xed When a player 
initiates a game on the gaming machine. Further not all 
valuable prizes are universally appreciated. Some players 
may be more motivated to Win cash and others to Win cruises 
or automobiles. The ?xed jackpot and odds of Winning the 
jackpot may discourage game play in certain situations. For 
example, When the jackpot for a slot machine is a motor 
cycle, some players may not play a game on the slot machine 
because the players are not interested in Winning a motor 
cycle. As another example, after a jackpot is Won on a group 
of machines linked by a Wide area progressive netWork, the 
jackpot on the machines usually reverts to some minimum 
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amount. Some players may avoid playing these gaming 
machines While the jackpot is small because the maximum 
Winnings are so small. Accordingly, it Would be desirable to 
provide a game playing methodology for gaming machines 
that alloWs a player to select the prizes or jackpot that may 
be Won on a particular gaming machine Where the odds of 
Winning the prize or jackpot are a function of the prize 
selected. 

[0011] Another disadvantage of the current method of 
offering prizes in pay-outs on a gaming machine results from 
the difficulty in changing the prizes associated With indi 
vidual machines. Often casinos ?nd that particular arrange 
ments of gaming machines, each With different prizes, on the 
casino ?oor maximize play. Speci?cally, games may be 
placed in certain locations on the ?oor to attract customers 
into the casino and maximize game play on the various 
gaming machines. For example, a gaming machine offering 
a particular prize, Which is popular, might be placed near the 
door to attract customers into the casino. In fact, the distri 
bution of gaming machines on a casino ?oor is sometimes 
considered a proprietary secret of casinos. 

[0012] Over time, What Was once a very enticing arrange 
ment becomes less interesting to players. HoWever, play can 
be increased again by rearranging the layout of gaming 
machines on the casino ?oor. Unfortunately, changing the 
distribution of prizes on the casino ?oor requires that 
someone physically move the gaming machines to different 
locations. This can be a very tedious and time-consuming 
exercise. Accordingly, it Would be desirable to provide a 
game playing methodology for gaming machines that alloWs 
the prizes offered on each gaming machine to be changed 
more easily. 

SUMMARY OF THE INVENTION 

[0013] The invention provides for the ability to change the 
prizes offered on each gaming machine based upon a play 
er’s preferences. The player may also reselect or change the 
selected prize during game play or after the Winning prize 
has been Won. A gaming machine may have means for 
providing one or more games of chance, means for accepting 
a Wager for a game of chance, a prize display, a prize selector 
con?gured for alloWing a player to select at least one 
displayed prize, and at least one memory device for storing: 
l) at least one list having one or more prizes With similar 
values, each list linked to a predetermined pay table; and 2) 
at least one player preference associated With each of the at 
least one prizes. The gaming machine may also have at least 
one logic device con?gured to perform the folloWing tasks: 
a) receive an indication of a selected prize from the prize 
selector; b) control the prize display to display one or more 
of the prizes; c) determine an outcome of a game of chance; 
and d) determine Whether the selected prize is associated 
With the outcome. 

[0014] The invention further provides for a prize selection 
netWork having an exchange server With an interface to 
receive a signal that a player Wishes to exchange a Winning 
prize for an alternative prize, and a memory to store a 
plurality of prizes associated With at least one player pref 
erence. The netWork further has a plurality of gaming 
machines, each gaming machine comprising, means for 
providing one or more games of chance, means for accepting 
a Wager for a game of chance, a prize display, a prize selector 
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con?gured for alloWing a player to select at least one 
displayed prize, and at least one memory device for storing 
the folloWing information: 1) at least one list having one or 
more prizes With similar values, each list linked to a prede 
termined pay table; and 2) the at least one player preference 
associated With at least one of the prizes. The gaming 
machine may also have at least one logic device con?gured 
to perform the folloWing tasks: a) receive an indication of a 
selected prize from the prize selector; b) control the prize 
display to display one or more of the prizes; c) determine an 
outcome of a game of chance; and d) determine Whether the 
selected prize is associated With the outcome. 

[0015] The invention further provides for a method for 
selecting a prize to be aWarded in an outcome for a game of 
chance played on a gaming machine by displaying a plu 
rality of prizes based upon a player’s preferences, each of 
the plurality of prizes linked to a predetermined pay table, 
receiving a selection of at least one of the plurality of prizes 
from a player, the selection to be aWarded after the outcome 
of the game of chance is determined, receiving a Wager for 
the game of chance, determining the outcome for the game 
of chance Wherein odds for all possible outcomes of the 
game of chance are based upon the selected prize, presenting 
the outcome for the game of chance, and indicating an aWard 
of the selected prize When the determined outcome for the 
game of chance is the same as the outcome corresponding to 
the pay table for the selected prize. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0016] The accompanying draWings, Which are incorpo 
rated into and constitute a part of this speci?cation, illustrate 
one or more embodiments and, together With the detailed 
description, serve to explain the principles and implemen 
tations of the invention. 

[0017] In the draWings: 

[0018] FIG. 1 is a perspective draWing of a gaming 
machine having a top box and other devices. 

[0019] FIG. 2 is a block diagram depicting examples of 
prizes in a tabular prize display format. 

[0020] FIG. 3 is a block diagram depicting examples of 
prizes in a circular or “Wheel” prize display format. 

[0021] FIG. 4 is a block diagram depicting a gaming 
machine and a prize server. 

[0022] FIG. 5 is a block diagram depicting a group of 
gaming machines connected to a prize server in a prize 
distribution netWork for one embodiment of the present 
invention. 

[0023] FIGS. 6A and 6B are block diagrams depicting a 
casino ?oor having gaming machines in a ?xed physical 
arrangement, in Which the distribution of prize groups on the 
gaming machines is varied using a prize server netWork for 
one embodiment of the present invention. 

[0024] FIGS. 7A and 7B are a How chart depicting a name 
your prize, prize selection methodology on a gaming 
machine. 

[0025] FIG. 8 is an interaction diagram shoWing interac 
tions betWeen a gaming machine and a pay table server. 
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[0026] FIG. 9 is a block diagram depicting a gaming 
system operable to provide cash or non-cash progressive 
prizes. 

DETAILED DESCRIPTION 

[0027] Embodiments are described herein in the context of 
an on demand priZe/bonus system. Those of ordinary skill in 
the art Will realiZe that the following detailed description is 
illustrative only and is not intended to be in any Way 
limiting. Other embodiments Will readily suggest them 
selves to such skilled persons having the bene?t of this 
disclosure. Reference Will noW be made in detail to imple 
mentations as illustrated in the accompanying draWings. The 
same reference indicators Will be used throughout the draW 
ings and the folloWing detailed description to refer to the 
same or like parts. 

[0028] In the interest of clarity, not all of the routine 
features of the implementations described herein are shoWn 
and described. It Will, of course, be appreciated that in the 
development of any such actual implementation, numerous 
implementation-speci?c decisions must be made in order to 
achieve the developer’s speci?c goals, such as compliance 
With application- and business-related constraints, and that 
these speci?c goals Will vary from one implementation to 
another and from one developer to another. Moreover, it Will 
be appreciated that such a development effort might be 
complex and time-consuming, but Would nevertheless be a 
routine undertaking of engineering for those of ordinary skill 
in the art having the bene?t of this disclosure. 

[0029] The invention provides for the ability to change the 
priZes offered on a gaming machine based upon a player’s 
preferences. The player may also reselect or change the 
selected priZe during game play or after the Winning priZe 
has been Won. For example, if the player initially selected a 
non-cash priZe and decided later to play for a cash prize, the 
player may easily do so by reselecting the cash prize on the 
gaming machine. 

[0030] Turning ?rst to FIG. 1, a video gaming machine 2 
of the present invention is shoWn. Machine 2 includes a 
main cabinet 4, Which generally surrounds the machine 
interior (not shoWn) and is vieWable by users. The main 
cabinet includes a main door 8 on the front of the machine, 
Which opens to provide access to the interior of the machine. 
Typically, the main door 8 and/or any other portals, Which 
provide access to the interior of the machine, utiliZe a 
locking mechanism of some sort as a security feature to limit 
access to the interior of the gaming machine. Attached to the 
main door are player-input sWitches or buttons 32, a coin 
acceptor 28, and a bill validator 30, a coin tray 38, a belly 
glass 40, and a monitor mask 42. VieWable through the main 
door is a video display monitor 34 and an information panel 
36. The display monitor 34 Will typically be a cathode ray 
tube, high resolution ?at-panel LCD, or other conventional 
electronically controlled video monitor. Further, the video 
display monitor 34 may include a touch screen. The touch 
screen may respond to inputs made by a player touching 
certain portions of the screen. The information panel 36 is 
often a back-lit, silk screened glass panel With lettering to 
indicate general game information including, for example, 
the number of coins played. The bill validator 30, player 
input sWitches 32, video display monitor 34, and informa 
tion panel are devices used to play a game on the game 
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machine 2. The devices are controlled by circuitry (not 
shoWn) housed inside the main cabinet 4 of the machine 2. 
Many possible games, including traditional slot games, 
video slot games, video poker, keno, and lottery, may be 
provided With gaming machines of this invention. 

[0031] The gaming machine 2 includes a top box 6, Which 
sits on top of the main cabinet 4. The top box 6 houses a 
number of devices, Which may be used to add features to a 
game being played on the gaming machine 2, including 
speakers 10, 12, 14, a glass panel With display lamps 16, a 
ticket printer 18 Which prints bar-coded tickets 20, a key pad 
22 for entering player tracking information, a ?orescent 
display 24 for displaying player tracking information, a card 
reader 16 for entering a magnetic striped card or a smart card 
containing player tracking information, and a video display 
screen 45. Further, the top box 6 may house different or 
additional devices than shoWn in the FIG. 1. For example, 
the top box may contain a bonus or priZe reel that may be 
used to add bonus features to the game being played on the 
gaming machine. During a game, these devices are con 
trolled, in part, by circuitry (not shoWn) housed Within the 
main cabinet 4 of the machine 2. The top box 6 is designed 
to be removable from the machine 2. Typically, the top box 
6 is replaced to repair a device Within the top box 6 or to 
install a neW top box 6 With a different set of devices and 
game features. 

[0032] Understand that gaming machine 2 is but one 
example from a Wide range of gaming machine designs on 
Which the present invention may be implemented. For 
example, not all suitable gaming machines have top boxes or 
player tracking features. Further, some gaming machines 
have only a single game displayimechanical or video, 
While others are designed for bar tables and have displays 
that face upWards. As another example, a game may be 
generated in on a host computer and may be displayed on a 
remote terminal or a remote gaming device. The remote 
gaming device may be connected to the host computer via a 
netWork of some type such as a local area netWork, a Wide 
area netWork, an intranet or the Internet. The remote gaming 
device may be a portable gaming device such as but not 
limited to a cell phone, a personal digital assistant, and a 
Wireless game player. Thus, those of skill in the art Will 
understand that the present invention, as described beloW, 
can be deployed on most any gaming machine noW available 
or hereafter developed. 

[0033] Images rendered from 3-D gaming environments 
may be displayed on the display of the gaming machines, 
such as 34 or 45, and/or on portable gaming devices that are 
used to play a game of chance. Further a gaming machine or 
server may include gaming logic for commanding a remote 
gaming device to render an image from a virtual camera in 
a 3-D gaming environments stored on the remote gaming 
device and to display the rendered image on a display 
located on the remote gaming device. Details of 3-D ren 
dering methods and apparatus that may be used With the 
present invention are described co-pending U.S. application 
Ser. No. 09/927,901, ?led Aug. 9, 2001 and titled, “Virtual 
Cameras and 3-D Gaming Environments in a Gaming 
Machine,” Which is incorporated herein in its entirety and 
for all purposes. 

[0034] Some preferred gaming machines of the present 
assignee are implemented With special features and/or addi 
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tional circuitry that differentiates them from general-purpose 
computers (e.g., desktop PC’s and laptops). Gaming 
machines are highly regulated to ensure fairness and, in 
many cases, gaming machines are operable to dispense 
monetary aWards of multiple millions of dollars. Therefore, 
to satisfy security and regulatory requirements in a gaming 
environment, hardWare and softWare architectures may be 
implemented in gaming machines that differ signi?cantly 
from those of general-purpose computers. A description of 
gaming machines relative to general-purpose computing 
machines and some examples of the additional (or different) 
components and features found in gaming machines are 
described beloW. 

[0035] At ?rst glance, one might think that adapting PC 
technologies to the gaming industry Would be a simple 
proposition because both PCs and gaming machines employ 
microprocessors that control a variety of devices. HoWever, 
because of such reasons as l) the regulatory requirements 
that are placed upon gaming machines, 2) the harsh envi 
ronment in Which gaming machines operate, 3) security 
requirements and 4) fault tolerance requirements, adapting 
PC technologies to a gaming machine can be quite dif?cult. 
Further, techniques and methods for solving a problem in the 
PC industry, such as device compatibility and connectivity 
issues, might not be adequate in the gaming environment. 
For instance, a fault or a Weakness tolerated in a PC, such as 
security holes in softWare or frequent crashes, may not be 
tolerated in a gaming machine because in a gaming machine 
these faults can lead to a direct loss of funds from the gaming 
machine, such as stolen cash or loss of revenue When the 
gaming machine is not operating properly. 

[0036] For the purposes of illustration, a feW differences 
betWeen PC systems and gaming systems Will be described. 
A ?rst difference betWeen gaming machines and common 
PC based computers systems is that gaming machines are 
designed to be state-based systems. In a state-based system, 
the system stores and maintains its current state in a non 
volatile memory, such that, in the event of a poWer failure or 
other malfunction the gaming machine Will return to its 
current state When the poWer is restored. For instance, if a 
player Was shoWn an aWard for a game of chance and, before 
the aWard could be provided to the player the poWer failed, 
the gaming machine, upon the restoration of poWer, Would 
return to the state Where the aWard is indicated. As anyone 
Who has used a PC, knoWs, PCs are not state machines and 
a majority of data is usually lost When a malfunction occurs. 
This requirement affects the softWare and hardWare design 
on a gaming machine. 

[0037] A second important difference betWeen gaming 
machines and common PC based computer systems is that 
for regulation purposes, the softWare on the gaming machine 
used to generate the game of chance and operate the gaming 
machine has been designed to be static and monolithic to 
prevent cheating by the operator of gaming machine. For 
instance, one solution that has been employed in the gaming 
industry to prevent cheating and satisfy regulatory require 
ments has been to manufacture a gaming machine that can 
use a proprietary processor running instructions to generate 
the game of chance from an EPROM or other form of 
non-volatile memory. The coding instructions on the 
EPROM are static (non-changeable) and must be approved 
by a gaming regulators in a particular jurisdiction and 
installed in the presence of a person representing the gaming 
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jurisdiction. Any changes to any part of the softWare 
required to generate the game of chance, such as adding a 
neW device driver used by the master gaming controller to 
operate a device during generation of the game of chance 
can require a neW EPROM to be burnt, approved by the 
gaming jurisdiction and reinstalled on the gaming machine 
in the presence of a gaming regulator. Regardless of Whether 
the EPROM solution is used, to gain approval in most 
gaming jurisdictions, a gaming machine must demonstrate 
suf?cient safeguards that prevent an operator or player of a 
gaming machine from manipulating hardWare and softWare 
in a manner that gives them an unfair and some cases an 
illegal advantage. The gaming machine should have a means 
to determine if the code it Will execute is valid. If the code 
is not valid, the gaming machine must have a means to 
prevent the code from being executed. The code validation 
requirements in the gaming industry affect both hardWare 
and softWare designs on gaming machines. 

[0038] A third important difference betWeen gaming 
machines and common PC based computer systems is the 
number and kinds of peripheral devices used on a gaming 
machine are not as great as on PC based computer systems. 
Traditionally, in the gaming industry, gaming machines have 
been relatively simple in the sense that the number of 
peripheral devices and the number of functions the gaming 
machine has been limited. Further, in operation, the func 
tionality of gaming machines Were relatively constant once 
the gaming machine Was deployed, i.e., neW peripherals 
devices and neW gaming softWare Were infrequently added 
to the gaming machine. This differs from a PC Where users 
Will go out and buy different combinations of devices and 
softWare from different manufacturers and connect them to 
a PC to suit their needs depending on a desired application. 
Therefore, the types of devices connected to a PC may vary 
greatly from user to user depending in their individual 
requirements and may vary signi?cantly over time. 

[0039] Although the variety of devices available for a PC 
may be greater than on a gaming machine, gaming machines 
still have unique device requirements that differ from a PC, 
such as device security requirements not usually addressed 
by PCs. For instance, monetary devices, such as coin dis 
pensers, bill validators and ticket printers and computing 
devices that are used to govern the input and output of cash 
to a gaming machine have security requirements that are not 
typically addressed in PCs. Therefore, many PC techniques 
and methods developed to facilitate device connectivity and 
device compatibility do not address the emphasis placed on 
security in the gaming industry. 

[0040] To address some of the issues described above, a 
number of hardWare/softWare components and architectures 
are utiliZed in gaming machines that are not typically found 
in general purpose computing devices, such as PCs. These 
hardWare/softWare components and architectures, as 
described beloW in more detail, include but are not limited 
to Watchdog timers, voltage monitoring systems, state-based 
softWare architecture and supporting hardWare, specialiZed 
communication interfaces, security monitoring and trusted 
memory. 

[0041] A Watchdog timer is normally used in IGT gaming 
machines to provide a softWare failure detection mechanism. 
In a normally operating system, the operating softWare 
periodically accesses control registers in the Watchdog timer 
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subsystem to “re-trigger” the Watchdog. Should the operat 
ing software fail to access the control registers Within a 
preset timeframe, the Watchdog timer Will timeout and 
generate a system reset. Typical Watchdog timer circuits 
contain a loadable timeout counter register to alloW the 
operating softWare to set the timeout interval Within a certain 
range of time. A di?ferentiating feature of the some preferred 
circuits is that the operating software cannot completely 
disable the function of the Watchdog timer. In other Words, 
the Watchdog timer alWays functions from the time poWer is 
applied to the board. 

[0042] IGT gaming computer platforms preferably use 
several poWer supply voltages to operate portions of the 
computer circuitry. These can be generated in a central 
poWer supply or locally on the computer board. If any of 
these voltages falls out of the tolerance limits of the circuitry 
they poWer, unpredictable operation of the computer may 
result. Though most modern general-purpose computers 
include voltage monitoring circuitry, these types of circuits 
only report voltage status to the operating softWare. Out of 
tolerance voltages can cause softWare malfunction, creating 
a potential uncontrolled condition in the gaming computer. 
Gaming machines of the present assignee typically have 
poWer supplies With tighter voltage margins than that 
required by the operating circuitry. In addition, the voltage 
monitoring circuitry implemented in IGT gaming computers 
typically has tWo thresholds of control. The ?rst threshold 
generates a softWare event that can be detected by the 
operating softWare and an error condition generated. This 
threshold is triggered When a poWer supply voltage falls out 
of the tolerance range of the poWer supply, but is still Within 
the operating range of the circuitry. The second threshold is 
set When a poWer supply voltage falls out of the operating 
tolerance of the circuitry. In this case, the circuitry generates 
a reset, halting operation of the computer. 

[0043] The standard method of operation for IGT slot 
machine game softWare is to use a state machine. Each 

function of the game (bet, play, result, etc.) is de?ned as a 
state. When a game moves from one state to another, critical 
data regarding the game softWare is stored in a custom 
non-volatile memory subsystem. In addition, game history 
information regarding previous games played, amounts 
Wagered, and so forth also should be stored in a non-volatile 
memory device. This feature alloWs the game to recover 
operation to the current state of play in the event of a 
malfunction, loss of poWer, etc. This is critical to ensure the 
player’s Wager and credits are preserved. Typically, battery 
backed RAM devices are used to preserve this critical data. 
These memory devices are not used in typical general 
purpose computers. 

[0044] IGT gaming computers normally contain addi 
tional interfaces, including serial interfaces, to connect to 
speci?c subsystems internal and external to the slot 
machine. The serial devices may have electrical interface 
requirements that dilfer from the “standard” EIA 232 serial 
interfaces provided by general-purpose computers. These 
interfaces may include EIA 485, EIA 422, Fiber Optic Serial, 
optically coupled serial interfaces, current loop style serial 
interfaces, etc. In addition, to conserve serial interfaces 
internally in the slot machine, serial devices may be con 
nected in a shared, daisy-chain fashion Where multiple 
peripheral devices are connected to a single serial channel. 
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[0045] IGT gaming machines may alternatively be treated 
as peripheral devices to a casino communication controller 
and connected in a shared daisy chain fashion to a single 
serial interface. In both cases, the peripheral devices are 
preferably assigned device addresses. If so, the serial con 
troller circuitry must implement a method to generate or 
detect unique device addresses. General-purpose computer 
serial ports are not able to do this. 

[0046] Security monitoring circuits detect intrusion into 
an IGT gaming machine by monitoring security sWitches 
attached to access doors in the slot machine cabinet. Pref 
erably, access violations result in suspension of game play 
and can trigger additional security operations to preserve the 
current state of game play. These circuits also function When 
poWer is oif by use of a battery backup. In poWer-oif 
operation, these circuits continue to monitor the access 
doors of the slot machine. When poWer is restored, the 
gaming machine can determine Whether any security viola 
tions occurred While poWer was off, e.g., via softWare for 
reading status registers. This can trigger event log entries 
and further data authentication operations by the slot 
machine softWare. 

[0047] Trusted memory devices are preferably included in 
an IGT gaming machine computer to ensure the authenticity 
of the softWare that may be stored on less secure memory 
subsystems, such as mass storage devices. Trusted memory 
devices and controlling circuitry are typically designed to 
not alloW modi?cation of the code and data stored in the 
memory device While the memory device is installed in the 
slot machine. The code and data stored in these devices may 
include authentication algorithms, random number genera 
tors, authentication keys, operating system kernels, etc. The 
purpose of these trusted memory devices is to provide 
gaming regulatory authorities a root trusted authority Within 
the computing environment of the slot machine that can be 
tracked and veri?ed as original. This may be accomplished 
via removal of the trusted memory device from the slot 
machine computer and veri?cation of the secure memory 
device contents is a separate third party veri?cation device. 
Once the trusted memory device is veri?ed as authentic, and 
based on the approval of the veri?cation algorithms con 
tained in the trusted device, the gaming machine is alloWed 
to verify the authenticity of additional code and data that 
may be located in the gaming computer assembly, such as 
code and data stored on hard disk drives. 

[0048] Mass storage devices used in a general purpose 
computer typically alloW code and data to be read from and 
Written to the mass storage device. In a gaming machine 
environment, modi?cation of the gaming code stored on a 
mass storage device is strictly controlled and Would only be 
alloWed under speci?c maintenance type events With elec 
tronic and physical enablers required. Though this level of 
security could be provided by softWare, IGT gaming com 
puters that include mass storage devices preferably include 
hardWare level mass storage data protection circuitry that 
operates at the circuit level to monitor attempts to modify 
data on the mass storage device and Will generate both 
softWare and hardWare error triggers should a data modi? 
cation be attempted Without the proper electronic and physi 
cal enablers being present. 

[0049] Returning to the example of FIG. 1, When a user 
Wishes to play the gaming machine 2, he or she inserts cash 
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or a credit of indicia through the coin acceptor 28 or bill 
validator 30. At the start of the game, the player may enter 
playing tracking information using the card reader 16, the 
keypad 22, and the ?orescent display 24. Further, other game 
preferences of the player playing the game may be read from 
a card inserted into the card reader or via another input 
mechanism coupled to the gaming machine. During the 
game, the player vieWs game information using the video 
display 34. Other game and prize information may also be 
displayed in the video display screen 45 located in the top 
box. 

[0050] During the course of a game, a player may be 
required to make a number of decisions, Which affect the 
outcome of the game. For example, a player may vary their 
Wager on a particular game, select a prize for a particular 
game, or make game decisions that affect the outcome of a 
particular game. The player may make these choices using 
the player-input sWitches 32, the video display screen 34 or 
using some other device Which enables a player to input 
information into the gaming machine. 

[0051] During certain game events, the gaming machine 2 
may display visual and auditory effects that can be perceived 
by the player. These effects add to the excitement of a game, 
Which makes a player more likely to continue playing. 
Auditory effects include various sounds that are projected by 
the speakers 10, 12, 14. Visual effects include ?ashing lights, 
strobing lights or other patterns displayed from lights on the 
gaming machine 2 including lights behind the display 45 on 
the top box 6 or from lights behind the belly glass 40. After 
the player has completed a game, the player may receive 
game tokens from the coin tray 38 or the ticket 20 from the 
printer 18, Which may be used for further games or to 
redeem a prize. Further, the player may receive a ticket 20 
for food, merchandise, or games from the printer 18. 

[0052] FIG. 2 is a block diagram depicting examples of 
prizes in a tabular prize display format. A prize selection 
table 200 is a list of prizes displayed in a tabular format. A 
second prize selection table 202 shoWs an alternative list of 
prizes. Typically only a single prize selection table Will be 
displayed for a single gaming machine prior to any play. 

[0053] Each of the prize selection tables 200 and 202 
contains a number of prizes that a player may select as an 
aWard or payout When a certain outcome occurs during the 
course of a game being played on a gaming machine. For 
example, a player may select a prize, Which may be Won 
When a jackpot or maximum pay-out occurs during a slot 
game, video poker game, keno game or lottery game. Using 
one of the prize selection tables 200 or 202, a player may 
select prizes When an initiating a game on the gaming 
machine. One or more prize selections may be made for a 
particular game on the gaming machine including 1) select 
ing an individual prize for a particular game outcome 
including a jackpot or some other game outcome, 2) select 
ing a table containing a series of prizes corresponding to a 
number of game outcomes, or 3) selecting multiple prizes 
corresponding to multiple game outcomes. 

[0054] The prize selection tables 200 and 202 may be 
presented to a player using a number of display methods 
including using a video display screen on the gaming 
machine, using a printed copy displayed on or near the 
gaming machine, using a back-lit glass panel attached to the 
gaming machine, using a display screen vieWable by players 
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playing a game on a gaming machine but not attached to the 
gaming machine, using a carousel displaying a number of 
actual prizes, or using a bonus reel With graphical or textual 
representations of prizes. One or more combinations of prize 
display methods may be used by a player for prize selection. 
For example, the prize selection tables 200 and 202 might be 
displayed on a video display screen on the gaming machine, 
on a printed sign on or near the gaming machine, or on a silk 
screen glass display panel incorporated into the main cabinet 
of the gaming machine. The display format is not limited to 
the format of prize selections tables 200 and 202. The prize 
selection table may be presented in any manner that alloWs 
a player to select from a list of one or more prizes. Further, 
prizes may be listed in a graphical or textual manner. 

[0055] Usually, the prize selection process begins before a 
game play has been initiated on the gaming machine. A 
player vieWing a prize selection table, 200 or 202, displayed 
on or near the gaming machine using a prize display method 
of some type may select one or more prizes connected to one 
or more game outcomes, including a jackpot for a slot 
machine or a royal ?ush for a video poker machine, from a 
list of prizes presented. For example, a player might chose 
as a prize for a jackpot from the group consisting of a 
compact car 204, a computer 206, a shopping spree 208, a 
plane trip 210, a camping trip 212, a television 214 or cash 
216, 218, 220 from prize table 200. As another example, a 
player may chose as a prize for a jackpot a sports car 230, 
a lap-top computer 232, a computer printer 234, a trip 
around the World 236, a cruise 238, a bicycle 240 or cash 
242, 244, 246. In the prize selection tables 200 and 202, the 
prizes are presented both graphically and textually. For 
example, the airplane trip 210 is represented graphically by 
a picture of a plane and clouds While the sports car 230 is 
represented textually. Obviously, the designer may chose to 
display the individual prizes in any manner that he or she 
chooses. 

[0056] The prizes or cash amounts are not alWays limited 
to the individual prizes and cash amounts presented in prize 
selection table 200 and prize selection table 202. The prize 
tables may combine many different combinations of prizes, 
reWards and cash amounts that may encourage game play on 
a gaming machine and add excitement to a game being 
played on the gaming machine. For example, prize selection 
tables may present prizes based on a theme that may interest 
a player including vacations, cars, computers, motorcycles 
or other merchandise. As another example, a player may be 
able to select other aWards or bene?ts including airline miles 
on a particular airline for a game outcome on a gaming 
machine. Still further, the different game outcomes might 
correspond to different available prizes. For example, in a 
video poker game, a royal ?ush might aWard a sports car, 
four of a kind might aWard a motorcycle, and a full house 
might aWard a bicycle. 

[0057] The type of prize, cash amount or reWard a player 
may select from a prize selection table including prize 
selection table 200 and prize selection table 202 may be 
linked to the Wager amount for the game that has been 
initiated on the gaming machine. For example, in prize 
selection table 200, the shopping spree 208, the television 
214, or the cash 220 may be selected When a Wager of l-5 
coins or “credits”226 has been made prior to the initiation of 
the game on the gaming machine. The computer 206, the 
camping trip 212, or the cash 218 may be selected When a 
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Wager of 6-10 coins or “credits”224 has been made. The 
compact car 204, the plane trip 210 or cash 216 may be 
selected When a Wager of 11-15 coins or credits 222 has been 
made. 

[0058] As suggested by this discussion, the amount of the 
Wager needed to select one or more prizes presented in a 
prize selection table or some other prize display format may 
be linked to the value of the prize. As a further example, in 
prize selection table 202, a Wager of “20-30 credits”248 may 
alloW a prize to be selected from the group consisting of the 
sports car 230, the around the World trip 236 or the cash 242. 
A Wager of “10-20 credits”250 may alloW a prize to be 
selected from the group consisting of the lap top computer 
232, the cruise 238, or the cash 244. A Wager of “1-10 
credits”252 may alloW a player to select from the group of 
prizes consisting of the computer printer 234, the bicycle 
240, or the cash 246. In this example, the prize values of the 
sports car 230, the around the World trip 236 or the cash 242 
are greater than the prize values of the lap top computer 232, 
the cruise 238, or the cash 244. Further, the prize values of 
the lap top computer 232, the cruise 238, or the cash 244 are 
greater than the prize values of the computer printer 234, the 
bicycle 240, or the cash 246. Thus, in the prize selection 
table 202, the value of the prizes that may be selected When 
a particular Wager is made increases as the Wager amount 
increases. Generally, the value of the prizes available for 
selection Will increase as the value of the Wager amount 
increases. Of course, some embodiments of this invention do 
not require that a player play more coins or credits to pursue 
the most valuable prizes. The multi-range examples of FIG. 
2 are presented for the sake of illustration only and is not 
intended to be limiting. 

[0059] In another embodiment of this invention, the num 
ber of prizes that may be selected increases as the amount of 
the Wager is increased. For example, in the prize selection 
table 202, When a player Wagers 1-10 credits, a player may 
select one prize from the “1-10” credits roW 252 including 
the printer 234, the bike 240, or the cash 246. When a player 
Wagers 10-20 credits, a player may select tWo prizes, one 
prize from the “10-20” credits roW 250 including the cash 
244, the cruise 238 and the lap-top computer 232 and one 
prize from the “1-10” credits roW 252. Thus, after Wagering 
10-20 credits, a player may select the cruise 238 and the cash 
246 as prizes. When a player Wagers 20-30 credits, a player 
may select three prizes, one prize from the “20-30” credits 
roW 248 including the sports car 230, the World trip 236, and 
the cash 242, one prize from the “10-20” credits roW 250, 
and select one prize from the “1-10” credits roW 252. Thus, 
after Wagering 20-30 credits, a player may select the World 
trip 236, the cash 244, and the bike 240. The multi-range 
examples of FIG. 2 are presented for the sake of illustration 
only and is not intended to be limiting. 

[0060] The odds of Winning a prize selected from the prize 
selection table or another list of prizes displayed in an 
alternate display format may vary as a function of the prize 
selected. For example, in prize selection table 202, the odds 
of Winning a bicycle 240 may be greater than the odds of 
Winning a sports car 230. Thus, the prize selection process 
may alloW a player to select a prize Which has greater or 
loWer probability of occurring for a particular game outcome 
of a game played by the player on the gaming machine. The 
odds of Winning a particular prize typically are not chosen 
by the player. In a prize selection table or in a list of prizes 
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displayed in some other display format, the odds of Winning 
certain prizes may be presented in a relative manner so that 
a player can ascertain Whether the probability of Winning a 
particular prize is higher or loWer relative to another prize. 
The odds of each outcome of a game are usually stored in the 
gaming machine in the form of a “pay table.” When the pay 
table of a game is adjustable (e.g. slot games) the odds of 
Winning a particular prize Will typically decrease as the 
value of the prize increases. 

[0061] FIG. 3 is a diagram depicting examples ofprizes in 
a circular or “Wheel” shaped prize display format. The 
circular prize selection tables 300 and 302 are divided into 
Wedges such that different prizes may be displayed in each 
Wedge. The circular prize selection tables 300 and 302 may 
be displayed using a number of display methods including 
using a video display screen on the gaming machine, using 
a printed copy displayed on or near the gaming machine, 
using a back-lit glass panel attached to the gaming machine, 
using a display screen vieWable by players playing a game 
on a gaming machine but not attached to the gaming 
machine, or using a bonus reel With graphical or textual 
representations of prizes. 

[0062] The circular prize selection tables 300 and 302 are 
incorporated as part of a mechanical or video bonus reel in 
one embodiment of the present invention. A mechanical 
bonus reel might be comprised of a Wheel With a circular 
prize selection table 300 or 302 mounted on the Wheel such 
that the prizes are vieWable by a player playing a game on 
the gaming machine. A player may select a prize on the 
circular prize selection tables 300 and 302 by inputting 
commands into the gaming machine in some manner that 
cause a motor or some other device connected to the 

mechanical bonus reel to rotate to a certain a position. 
Alternatively, the player may manually adjust the Wheel 
position to select the desired prize. When the Wheel is 
rotated to a position under the prize selector 304, a player 
has selected the prize contained Within the Wedge under the 
prize selector 304. For example, by inputting commands that 
rotates the bonus reel, the player might select the bicycle 
306, the television 308, the car 310 or the cash 312 to 
correspond to the outcome of a game event When the game 
is played. As described above in reference to FIG. 2, the 
prize selected from the prize selection table may be linked 
to the outcome of a game event including a jackpot for a slot 
machine or a royal ?ush for a video poker game. Further, the 
prizes available for selection from the circular prize selec 
tion tables may be limited by the amount of the Wager for a 
particular game. Also, the probability of Winning a particular 
prize in the prize the selection table may be different for 
different prizes. 

[0063] For a mechanical implementation of the circular 
prize selection table as part of a prize reel for one embodi 
ment of the present invention, the available prize selection 
might be altered by replacing individual Wedge pieces 
Within the circular prize selection table. For example, the 
Wedge containing a bicycle prize 306 in the circular prize 
selection table 300 could be replaced With a Wedge contain 
ing a cruise prize 324. As another example, the entire Wheel 
containing the circular prize selection table 300 could be 
replaced With another entire bonus Wheel containing the 
circular prize selection table 302. The prizes on a Wedge can 
be represented in either textual formats or graphical formats. 
For example, a car 310 in the circular prize selection table 
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300 is presented graphically While the cruise in the circular 
prize selection table 302 is presented textually. 

[0064] In one embodiment of the invention, the circular 
prize selection table might be implemented for presentation 
on a video display on or near the gaming machine. For 
example, a player might select a prize from the circular prize 
selection table 302 by inputting commands to the gaming 
machine that rotate a video presentation of the circular prize 
selection table 302 under the prize selector 320. Thus, a 
player might select a prize from the group consisting of the 
cruise trip 324, the ski vacation 322, the lap top computer 
326 or the cash 312. 

[0065] In another embodiment, the gaming machine may 
be operable to alloW a player to initiate a “spin” of the prize 
selection table 302. The gaming machine may determine a 
?nal position of the prize selection table 302 and display the 
table 302 rotating. The ?nal position of the prize selection 
table 302 may determine the prize that is selected. 

[0066] A player might input commands into the gaming 
machine to rotate the bonus Wheel and select a prize from the 
circular prize selection table 302 using one or more input 
devices on the gaming machine including a touch screen 
device, a mouse, a touch pad, joystick, a microphone con 
nected to voice recognition technology or input buttons. In 
another embodiment, the player may be able to select a 
portion of the Wheel displaying the prize using a touch 
screen sensor coupled to the display. For example, When the 
prize Wheel is displayed on a touch screen video display, the 
gaming machine may be operable to receive a selection of a 
prize displayed on the Wheel via the touch screen. 

[0067] FIG. 4 is a block diagram depicting a gaming 
machine and a prize server. The depicted prize server 402 
includes a memory storage device 414 storing a database of 
prizes and a means of accessing and communicating prize 
information. The prize server 402 might be located Within 
the gaming machine 400 or in a location physically separate 
from the gaming machine. A prize server typically serves 
groups of prizes to various gaming machines in a casino. The 
casino or a user may select a group of prizes to be made 
available for selection speci?c machines. The prizes stored 
for serving may be grouped by theme, relative value, diver 
sity, and the like. Three different prize groups 404, 408, and 
410 are depicted as being stored in device 414 (and thereby 
made available for serving to individual gaming machines). 

[0068] As described With reference to FIGS. 2 and 3, the 
list of prizes available for selection from the prize server 402 
may be displayed in various formats including graphical 
lists, textual lists or combination of both graphic and textual 
lists. For example, in one embodiment of the present inven 
tion, the prizes are presented in the display format of prize 
selection table 404 Where the prize selection table is orga 
nized as a square grid as described above With reference to 
FIG. 2. Prize information from the prize server 402 includ 
ing the prize selection table 404 may be displayed on a video 
display screen 412 or any other display device that is in 
communication With the prize server. In another embodi 
ment of the present invention, the prize display format 410 
is organized as a circular grid as described above With 
reference to FIG. 3 and may be displayed on the video 
display screen 412. Note that actual format of the displayed 
prize groups may be controlled by the individual gaming 
machines, rather than the prize server. In such cases, the 
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server merely provides lists of prizes and associated values. 
In either case, the gaming machine Will typically supply the 
appropriate pay tables for the individual prizes that may be 
selected. 

[0069] As mentioned, the prizes stored in the memory 
storage device 414 of the prize server 402 may be presented 
or sorted according to various themes or combinations of 
themes. For example, the prize selection table 404 might 
contain a list of cruises that are presented according to the 
value of the prizes, the prize selection table 408 might 
contain a list of cars that are presented according to the 
manufacturer of the car and the circular prize selection table 
410 might contain a list of vacations that are presented 
according to the location. The prizes available from the prize 
server might be changed by modifying the information 
stored Within the memory storage device 414. For example, 
a list of prizes might be stored on a CD-ROM that is readable 
by the prize server 402. The contents of such CD-ROM or 
other portable storage device might be temporarily or per 
manently stored in the memory storage device 414 or 
doWnloaded from another secured server via a netWork. The 
available prizes on the prize server 402 might be changed by 
inserting a neW CD-ROM into the memory storage device 
414. In other embodiments, lists of prizes might be stored on 
an EEPROM, a non-volatile memory, a DVD, a ?oppy disk, 
a hard drive or some other means of information storage that 
may be modi?ed in some manner to change the available 
prizes. 
[0070] In another embodiment, the prizes stored in the 
memory storage device 414 of the prize server 402 may be 
presented or sorted according to a player’s preference asso 
ciated With each prize. For example, the prize selection table 
404 might contain a list of cruises based upon the player’s 
frequency of going on cruises. Prize selection table 408 
might contain a list of cars if the player indicated that 
automobiles are one of his hobbies. Circular prize selection 
table 410 might contain a list of outdoor equipment if the 
player’s preference is to participate in outdoor activities. 

[0071] A player’s preference may be obtained via any 
method. For example, an interactive menu on the gaming 
machine, or any other device described beloW, may be used 
to alloW the player to input personal preferences. Any 
suitable user interface may be used such as keyboards, mice, 
touch screens, and the like. As an example, the menu may 
query the player about hobbies, travel, eating habits, etc. 
Alternatively, a player’s preference may be compiled via 
player tracking information based upon the type of game 
they played, prizes they Won or tried to Win, restaurants 
patronized, and the like. 

[0072] Once a prize is selected, the player may change his 
mind prior to starting or after game play has started and Want 
to select an alternative prize. The player may be given the 
option to revert to a default prize, revert to a previously 
listed prize, or select an entirely neW prize for a neW list of 
prizes. For exemplary purposes only and not intended to be 
limiting, one button on the gaming machine may give the 
player the option to revert to a default prize/bonus section, 
no matter hoW many different selections Were vieWed. 
Another button on the gaming machine may act as an “undo” 
button alloWing the player to back up to the previous 
screen/prize. A third button may be used to select a neW set 
of prizes in the event the player did not like the initial prizes 
displayed. 
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[0073] The prize selection process could be carried out in 
a number of Ways. In a preferred embodiment, the casino or 
gaming machine vendor or service organization utilizes a 
protocol that downloads selected groups of prizes from the 
server 402 to the gaming machine 400. In a netWork 
environment, the server could be controlled through a ter 
minal 403 (e.g., a PC). In some cases, terminal 403 is 
provided in a different location from the gaming machine but 
connected to the prize server 402 Which may be located 
Within the gaming machine or in a location physically 
separate from the gaming machine. Lists of prizes are 
displayed, possibly in the same display formats that they Will 
be presented to the user at the gaming machines. For 
example, available groups of prizes may be displayed on 
terminal 403 as prize selection tables, 404, 408 and 410. The 
netWork operator selects desired groups of prizes and asso 
ciated gaming machines using suitable user interfaces such 
as keyboards, mice, touch screens, and the like. 

[0074] In an alternative embodiment of the present inven 
tion, a player has direct access to terminal 403, Which may 
be con?gured as a “prize kiosk.” The prize groups may be 
vieWed by the player on a touch screen 412. Also, the prizes 
could be vieWed on a video display screen Without touch 
screen capabilities. The different prizes presented are 
vieWed, searched and selected using the touch screen 412, 
prize selection inputs 425 or combinations of both the touch 
screen and the prize selection inputs. When a player has 
chosen one or more prizes or combinations of prizes, the 
prize information may be stored on a magnetic card or smart 
card inserted into the card reader 415 or a printed prize sheet 
from the printer 423. Other output mechanisms may be used 
to output prize information to a storage device including an 
optical card reader, a smart card reader, a personal digital 
assistant or a mechanism for electronically transferring data 
to a player’s pre-existing account such as a connection to 
remote account server. 

[0075] To play for one or more of the selected prizes, a 
player presents the instrument, such as but not limited to a 
printed media (e. g., a printed ticket or electronic scan sheet), 
a magnetic striped card, a smart card, a cell phone, a 
personal digital assistant, a portable electronic device or an 
RFID enabled device, storing the prize selection information 
in a manner that alloWs the information stored on the 
instrument to be read. For instance, the player may insert the 
magnetic card or smart card containing the prize information 
into the card reader 420 on the gaming machine 400 or input 
prize information into the gaming machine using the prize 
selection inputs 426. As another example, the player may 
place an RFID enabled device storing prize information near 
a RFID reader on the gaming machine. Details of RFID 
enabled instruments and bar-coded instruments that may be 
used With the present invention are described in co-pending 
U.S. application Ser. No. 10/214,936, by KaminkoW, et al., 
?led Aug. 6, 2002 and titled, “Flexible Loyalty Points 
Programs,” Which is incorporated herein by reference and 
for all purposes. 

[0076] The prize information containing the selected 
prizes might be read and displayed on the display screen 422 
or some other display device on the gaming machine. When 
the player initiates a game, the gaming machine selects the 
appropriate pay table for the prize or prizes selected and 
presents a game outcome to the player in the display area 
418. The pay tables corresponding to different prizes and 
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may be stored in a memory location 424 residing Within the 
gaming machine 400. They may also be con?gured on a 
master gaming controller 401 of the gaming machine. When 
a speci?c outcome of a game occurs corresponding to a 
pay-out of the selected prize, the player Wins the selected 
prize. An advantage of acquiring prize information on a 
terminal separate from the gaming machine is that a large 
number of prizes may be searched Without using valuable 
game playing time searching for a gaming machine having 
the prizes desired by a player. 

[0077] In another embodiment of the present invention, a 
player selects prizes from a display terminal connected 
directly to the gaming machine. For example, prizes avail 
able for selection might be displayed on the display screen 
422 located Within the top box 419 or on the display screen 
418 located on the main cabinet of the gaming machine 400. 
A list of available prizes or prize groups might be obtained 
from the prize server 402 Which may be located Within the 
gaming machine 400 or may be physically separate from the 
gaming machine. After initiating a game by inputting a 
Wager into the gaming machine 400, a player might pre 
select a prize from the list of prizes available and begin game 
play. As described above, When a game play is initiated by 
the player, the gaming machine selects the appropriate pay 
table for the prize or prizes selected and presents a game 
outcome to the player in the display area 418. As mentioned, 
the pay tables corresponding to different prizes and may be 
stored in a memory 424 or con?gured on the master gaming 
controller 401 of gaming machine 400. When a speci?c 
outcome of a game occurs corresponding to a pay-out of the 
selected prize, the player Wins the selected prize. 

[0078] In yet another embodiment, the prize(s) to be 
displayed on a gaming machine may be based upon a 
player’s preference. The player’s preference and/or infor 
mation used to display the speci?c prizes may be obtained 
through various means. For example, a player’s preference 
may be obtained via an interactive menu on the gaming 
machine, or any other device described above. Input from 
the player may be accomplished via a user interface such as 
keyboards, mice, touch screens, and the like. As an example, 
the menu may query the player about hobbies, travel, eating 
habits, etc. Alternatively, a player’s preference may be 
compiled via player tracking information based upon the 
type of game they played, prizes they Won or tried to Win, 
restaurants patronized, and the like. After the player’s pref 
erences are obtained, they may be associated With various 
prizes. The gaming machine may then display the list of 
relevant prizes for the player to select from. The player may 
be requested to select one prize to Win in the event of a 
jackpot and/ or bonus Win. The player may also be requested 
to select the top three prizes (or some other number of 
prizes) to Win based upon the Wager played. For exemplary 
purposes only and not intended to be limiting, the player 
may select a car to Win if the outcome is a jackpot With 
maximum “credits” Wagered, $25.00 in cash if a less than 
the maximum “credits” is Wagered, or a buffet dinner if one 
coin is Wagered. 

[0079] The player preferences and/or selected prizes may 
be stored on a player tracking server (or an associated 
storage device), a netWork storage device, a remote gaming 
server or any other instrument as described above such as a 

smart card, magnetic striped card, cell phone, personal 
digital assistant, and the like. 
























