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(57) ABSTRACT 

In a ?rst aspect, a method of operating a gaming device is 
provided. The method includes the steps of (1) receiving an 
indication of an occurrence of a game initiation trigger 
associated With audio/video programming being provided to 
a player of the gaming device; and (2) in response to the 
occurrence of the game initiation trigger, initiating game 
play at the gaming device. The audio/video programming 
may comprise, for example, a television shoW, a movie, an 
animated shoW, a live event, or the like. Numerous other 
aspects are provided. 
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METHODS AND APPARATUS EMPLOYING 
AUDIO/VIDEO PROGRAMMING TO INITIATE 

GAME PLAY AT A GAMING DEVICE 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] The present application is a continuation of US. 
patent application Ser. No. 10/417,733, ?led Apr. 16, 2003, 
entitled “Methods And Apparatus For Employing Audio/ 
Video Programming To Initiate Game Play At A Gaming 
Device”; Which claims priority from US. Provisional Patent 
Application Ser. No. 60/373,112, ?led Apr. 16, 2002 and 
entitled “Gaming Device Methods and Apparatus Employ 
ing Automatic Game Initiation”, Which is hereby incorpo 
rated by reference herein in its entirety. 

[0002] The present application is also related to: (i) US. 
patent application Ser. No. 11/428,441, ?led Jul. 3, 2006, 
entitled “Methods And Apparatus Employing Automatic 
Audio/Video Programming To Initiate Game Play At A 
Gaming Device”, (ii) US. patent application Ser. No. 
11/428,443, ?led Jul. 3, 2006, entitled “Methods And Appa 
ratus Employing Automatic Audio/Video Programming To 
Initiate Game Play At A Gaming Device, and (iii) US. 
patent application Ser. No. , (02-018-C4) ?led Feb. 
13, 2007, entitled “Methods And Apparatus For Employing 
Audio/Video Programming To Initiate Game Play At A 
Gaming Device”. 

BACKGROUND OF THE INVENTION 

[0003] Within the casino/gaming industry, slot machines 
typically generate most of the pro?ts realiZed by casino 
oWners and operators. For this reason, numerous slot 
machine types and formats have been developed and are 
employed Within casinos (e.g., slot machines having a 
variety of display formats for the reels of the slot machines, 
larger jackpots, etc.). By providing a large variety of slot 
machines, casino oWners and operators may appeal to a 
larger audience, and acquire and retain slot machine players. 

[0004] Despite a variety of available options, conventional 
slot machines may still lack suf?cient entertainment value to 
attract and retain slot machine players. Speci?cally, many 
people vieW all or a portion of slot machine play primarily 
as a passive, relatively boring experience. Accordingly, a 
need exists for improved slot machines that provide a more 
interactive and/or exciting gaming experience. 

SUMMARY OF THE INVENTION 

[0005] In a ?rst aspect of the invention, a ?rst method of 
operating a gaming device is provided. The ?rst method 
includes the steps of (1) receiving an indication of an 
occurrence of a game initiation trigger associated With 
audio/video programming being provided to a player of the 
gaming device; and (2) in response to the occurrence of the 
game initiation trigger, initiating game play at the gaming 
device. The audio/video programming may comprise, for 
example, a television shoW, a movie, an animated shoW, a 
live event, or the like. 

[0006] In a second aspect of the invention, a second 
method of operating a gaming device is provided. The 
second method is similar to the ?rst method, but includes the 
step of receiving a selection of audio/video programming for 
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a player of the gaming device. That is, the player of the 
gaming device may select the audio/video programming to 
be provided to the player. 

[0007] In a third aspect of the invention, a method of 
controlling a gaming device is provided. The method 
includes the steps of (1) receiving a selection of audio/video 
programming for a player of the gaming device; (2) provid 
ing the selected audio/video programming to the player; (3) 
detecting an occurrence of a game initiation trigger associ 
ated With the selected audio/video programming While the 
selected audio/video programming is being provided to the 
player; and (4) in response to the occurrence of the game 
initiation trigger, initiating game play at the gaming device. 
One or more of the above methods may be performed, for 
example, by a controller and/or a gaming device. 

[0008] Numerous other aspects of the invention are pro 
vided, as are systems, apparatus, computer program prod 
ucts and/or data structures in accordance With these and 
other aspects of the invention. Each computer program 
product described herein may be carried by a medium 
readable by a computer (e.g., a carrier Wave signal, a ?oppy 
disc, a hard drive, a random access memory, etc.). 

[0009] In another aspect of the invention, a gaming device 
control system is provided. The gaming device control 
system includes means for providing a plurality of audio/ 
video programming selections to a player of the gaming 
device, and means for receiving a selection of audio/video 
programming by the player. The gaming device control 
system further includes means for determining at least one 
game initiation trigger associated With the selected audio/ 
video programming, and means for displaying the selected 
audio/video programming to the player. 

[0010] The gaming device control system also includes 
means for detecting an occurrence of the at least one game 
initiation trigger While the selected audio/video program 
ming is being displayed to the player, and means for 
initiating game play at the gaming device in response to the 
detection of the occurrence of the at least one game initiation 
trigger. Finally, the gaming device control system includes 
(1) means for determining an outcome of the game play; (2) 
means for determining if the outcome is a Winning outcome; 
and (3) means for at least arranging for payment of an 
outcome amount to the player if the outcome is a Winning 
outcome. 

[0011] With these and other advantages and features of the 
invention that Will become hereinafter apparent, the nature 
of the invention may be more clearly understood by refer 
ence to the folloWing detailed description of the invention, 
to the appended claims and to the several draWings attached 
herein. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] FIG. 1 is a schematic diagram of an exemplary 
gaming device control system provided in accordance With 
the present invention. 

[0013] FIG. 2 is a schematic diagram of an exemplary 
embodiment of a controller of FIG. 1. 

[0014] FIG. 3 is a schematic diagram of an exemplary 
embodiment of a gaming device of FIG. 1. 
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[0015] FIG. 4 illustrates a sample of the contents of a 
programming database of FIG. 2 or 3. 

[0016] FIG. 5 illustrates a sample of the contents of an 
episode database of FIG. 2 or 3. 

[0017] FIG. 6 illustrates a sample of the contents of a 
game initiation trigger database of FIG. 2 or 3. 

[0018] FIG. 7 illustrates a sample of the contents of a 
probability database of FIG. 2 or 3. 

[0019] FIG. 8 illustrates a sample of the contents of a 
payout database of FIG. 2 or 3. 

[0020] FIGS. 9A-9B illustrate a How chart of an exem 
plary process of the gaming device control system of FIGS. 
1-8 useful in describing the general operation of the gaming 
device control system. 

DETAILED DESCRIPTION 

[0021] In one or more embodiments of the invention, 
audio/video programming may be provided to a player of a 
gaming device such as a slot machine or video poker game, 
and game play at the gaming device may be initiated (e.g., 
automatically) While the audio/video programming is being 
provided to the player. For example, game play may be 
initiated automatically in response to the occurrence of one 
or more game initiation triggers associated With the audio/ 
video programming. 

[0022] The audio/video programming may comprise, for 
example, a television shoW, a movie, an animated shoW (e.g., 
a cartoon or animated motion picture), a live event, etc. Each 
game initiation trigger may comprise a detectable charac 
teristic of the audio/video programming such as a time 
trigger (e.g., an elapsed time), an audio trigger such as a 
laugh track or a line spoken by a character, a visual trigger 
such as a character entering a scene, a prop being displayed, 
a type of prop being displayed or a scene being displayed, 
etc. Other exemplary game initiation triggers may include a 
track change or a “tag” that has been added to the audio/ 
video programming (e.g., computer program code adapted 
to initiate game play at a gaming device). 

[0023] By providing audio/video programming to a player 
of a gaming device, and by automatically initiating game 
play in response to the occurrence of one or more game 
initiation triggers While the audio/video programming is 
being provided to the player, numerous advantages are 
realiZed. When contrasted With conventional game play, 
such a gaming experience tends to be more exciting, inter 
active, and in some cases more spontaneous (e.g., When the 
player is unaWare of When game play Will be initiated during 
the audio/video programming). Further, automatically initi 
ated game play may be attractive to physically challenged 
gaming device players, such as arthritic, handicapped and/or 
elderly players, that ?nd conventional slot machine or simi 
lar game play too demanding (e.g., due the requirements of 
having to pull a handle repeatedly). Accordingly, gaming 
devices that operate in accordance With the present invention 
may increase player satisfaction, attract a larger pool of 
gaming device players and increase the amount of time 
and/or money people are Willing to spend at a gaming 
device. Casino pro?tability thereby may increase. 

[0024] These and other aspects of the inventions are 
described further beloW With reference to FIGS. 1-9B. 

Jun. 7, 2007 

Relevant Terminology 

[0025] As used herein, a “gaming device” refers to a slot 
machine, a video poker machine, a keno machine, a bingo 
machine or the like. “Audio/video programming” refers to 
one or more of a television shoW, a movie, an animated shoW 
(e.g., a cartoon or animated motion picture), a live event, etc. 
An “audio/video program” refers to a single episode of 
audio/video programming, a portion of an episode of audio/ 
video programming, or a plurality of episodes of audio/ 
video programming (e.g., a television program such as 
“Friends” includes numerous episodes). 

[0026] A “game initiation trigger associated With audio/ 
video programming” refers to a game initiation trigger that 
(l) is related to, depends on and/or is otherWise based on 
audio/video programming; and (2) may be employed to 
initiate (e.g., automatically) game play at a gaming device. 
A “game initiation trigger associated With audio/video pro 
gramming” does not include a trigger that is based on an 
outcome of game play at a gaming device, such as reel 
position. 

Exemplary Embodiments of Gaming Device 
Control System 

[0027] FIG. 1 is a schematic diagram of an exemplary 
gaming device control system 100 provided in accordance 
With the present invention. The gaming device control 
system 100 includes a controller 102 in communication With 
a plurality of gaming devices 104a-n. Although three gam 
ing devices 104a-n are shoWn in FIG. 1, it Will be under 
stood that feWer or more than three gaming devices may be 
in communication With the controller 102. Further, the 
controller 102 may comprise one or more controllers. Exem 
plary embodiments of the controller 102 are described beloW 
With reference to FIG. 2. 

[0028] The gaming devices 104a-n may include slot 
machines, video poker machines, a combination thereof, etc. 
Other suitable gaming devices also may be employed. 
Exemplary embodiments of the gaming devices 104a-n are 
described beloW With reference to FIG. 3. 

[0029] The gaming devices 104a-n may be in communi 
cation With the controller 102 via any conventional com 
munications medium and/or protocol. For example, the 
gaming devices 104a-n may communicate With the control 
ler 102 via a WEB-based connection, a local area netWork 
(LAN), a Wide area netWork (WAN), the Internet, other 
forms of intemet protocol (IP) netWorks (e.g., intranets or 
extranets), a publicly sWitched telephone netWork (PSTN), a 
Wireless communications netWork or any other knoWn com 
munications system/medium. Those skilled in the art Will 
understand that devices in communication With each other 
need only be “capable of” communicating With each other 
and need not be continually transmitting data to or receiving 
data from each other. On the contrary, such devices need 
only transmit data to or receive data from each other as 
necessary, and may actually refrain from exchanging data 
most of the time. For example, a device in communication 
With another device via the Internet may not transmit data to 
the other device or receive data from the other device for 
Weeks at a time. Further, devices may be in communication 
even though steps may be required to establish a commu 
nication link (e.g., dialing a netWork service provider). 
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[0030] As Will be described further below, in one or more 
embodiments of the invention, the controller 102 may be 
adapted to receive audio/video programming (e.g., from a 
casino oWner or operator or other controller operator), and 
provide the audio/video programming to one or more of the 
gaming devices 104a-n. During provision of the audio/video 
programming, the controller 102 may initiate game play at 
one or more of the gaming devices 104a-n in response to the 
occurrence of one or more game initiation triggers associ 
ated With the audio/video programming. For example, the 
controller 102 may monitor the audio/video programming 
and/or initiate game play at one or more of the gaming 
devices 104a-n at a predetermined run time of the audio/ 
video programming, in response to a laugh track or a line 
spoken by a character, as a character enters a scene, as a 
scene, a prop or a type of prop is displayed, or in response 
to the occurrence of any other game initiation trigger. 

[0031] In other embodiments of the invention, all or a 
portion of the functions performed by the controller 102 may 
be performed by the gaming devices 104a-n. For example, 
each game device 104a-n may store audio/video program 
ming, and game initiation triggers associated With the audio/ 
video programming, locally. In one particular embodiment, 
all or a part of audio/video programming may be stored in 
a local memory (e.g., in a suitable format such as MPEG2 
as described beloW) of a gaming device. Such audio/video 
programming may be provided, for example, from an optical 
or magnetic storage media and periodically updated as 
required. 
[0032] Whether stored locally or provided from a remote 
location, each gaming device 104a-n may be adapted to 
output audio/video programming to a player of the respec 
tive gaming device 104a-n and initiate game play at the 
respective gaming device 104a-n in response to the occur 
rence of one or more game initiation triggers associated With 
the audio/video programming (e.g., by monitoring the audio/ 
video programming to detect the occurrence of the one or 
more game initiation triggers). 

Exemplary Embodiments of the Controller 

[0033] FIG. 2 is a schematic diagram of an exemplary 
embodiment of the controller 102 of FIG. 1 (shoWn in 
communication With gaming devices 104a-n). The control 
ler 102 may be implemented as a system controller, as a 
dedicated hardWare circuit, as an appropriately programmed 
general purpose computer, or as any other equivalent elec 
tronic, mechanical or electro-mechanical device. 

[0034] With reference to FIG. 2, the controller 102 com 
prises a processor 202, such as one or more conventional 
microprocessors (e.g., one or more Intel® Pentium® pro 
cessors). The processor 202 is in communication With a 
communication port 204 through Which the processor 202 
communicates With other devices (e.g., With the gaming 
devices 104a-n or With other gaming devices not shoWn). 
The communication port 204 may include multiple commu 
nication channels for simultaneous communication With, for 
example, the gaming devices 104a-n and/or other gaming 
devices (not shoWn). As stated, devices in communication 
With each other need not be continually transmitting to each 
other. On the contrary, such devices need only transmit to 
each other as necessary, may actually refrain from exchang 
ing data most of the time, and may require several steps to 
be performed to establish a communication link betWeen the 
devices. 
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[0035] The processor 202 also is in communication With a 
data storage device 206. The data storage device 206 may 
comprise an appropriate combination of magnetic, optical 
and/or semiconductor memory, and may include, for 
example, Random Access Memory (RAM), Read-Only 
Memory (ROM), a compact disc and/or a hard disk. The 
processor 202 and the data storage device 206 each may be, 
for example, located entirely Within a single computer or 
other computing device; or connected to each other by a 
communication medium, such as a serial port cable, a 
telephone line or a radio frequency transceiver. Altema 
tively, the controller 102 may comprise one or more com 
puters that are connected to a remote server computer (not 
shoWn) for maintaining databases. 

[0036] The data storage device 206 may store, for 
example, (i) a program 208 (e.g., computer program code 
and/or a computer program product) adapted to direct the 
processor 202 in accordance With the present invention, and 
particularly in accordance With the processes described in 
detail hereinafter; (ii) a programming database 210 adapted 
to store audio/ video programming information that identi?es 
and/or describes types of audio/video programming that may 
be provided to a player of one or more of the gaming devices 
104a-n; (iii) an episode database 212 adapted to store 
information regarding speci?c episodes of audio/video pro 
gramming that may be provided to a player of one or more 
of the gaming devices 104a-n; (iv) a game initiation trigger 
database 214 adapted to store information regarding one or 
more game initiation triggers associated With episodes of 
audio/video programming; (v) a probability database 216 
adapted to store information that may be used to establish 
frequencies With Which various random number and/or 
outcome values Will occur at one or more of the gaming 
devices 104a-n; and (vi) a payout database 218 adapted to 
store information that may be utiliZed to determine a game 
result (e.g., a slot machine reel position) and an associated 
payout for one or more of the gaming devices 104a-n. 
Exemplary embodiments of the databases 210-218 are 
described beloW With reference to FIGS. 4-8. 

[0037] The program 208 may be stored, for example, in a 
compressed, an uncompiled and/ or an encrypted format, and 
may include computer program code that alloWs the con 
troller 102 to employ the communication port 204 to: 

[0038] 1. receive a selection of audio/video program 
ming from a player of one of the gaming devices 
104a-n; 

[0039] 2. provide the selected audio/video program 
ming to the player; 

[0040] 3. detect the occurrence of one or more game 
initiation triggers associated With the selected audio/ 
video programming While the selected audio/video 
programming is being provided to the player; and/or 

[0041] 4. in response to the occurrence of the one or 
more game initiation triggers, initiate game play at a 
gaming device. 

Suitable computer program code may be provided for per 
forming numerous other functions such as receiving audio/ 
video programming, determining game initiation triggers for 
audio/video programming, receiving payment in exchange 
for game play and/or the provision of audio/video program 
ming, determining audio/video programming and/ or a num 
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ber of games to be initiated during the provision of audio/ 
video programming based on an amount paid by a player, 
determining a result of game play (e.g., Whether a player 
Wins a prize), providing a payout if a player Wins, etc. The 
computer program code required to implement the above 
functions (and the other functions described herein) can be 
developed by a person of ordinary skill in the art, and is not 
described in detail herein. 

[0042] The controller 102 may include any peripheral 
devices (e.g., microphones, speakers, a keyboard, a com 
puter display, a touch screen, voice recognition softWare, an 
optical or magnetic read head, etc., generally represented by 
input/output devices 220 in FIG. 2) required to implement 
the above functionality. The program 208 also may include 
program elements such as an operating system, a database 
management system and “device drivers” that alloW the 
processor 202 to interface With computer peripheral devices 
(e.g., a video display, a keyboard, a computer mouse, etc.). 

[0043] Note that instructions of the program 208 may be 
read into a main memory (not shoWn) of the processor 202 
from a computer-readable medium other than the data stor 
age device 206, such as from a ROM or from a RAM. While 
execution of sequences of instructions in the program 208 
causes the processor 202 to perform the process steps 
described herein, hard-Wired circuitry may be used in place 
of, or in combination With, softWare instructions for imple 
mentation of the processes of the present invention. Thus, 
embodiments of the present invention are not limited to any 
speci?c combination of hardWare and softWare. 

[0044] The processor 202 also may be in communication 
With a clock (not shoWn) that supplies time and date infor 
mation to the processor 202 and that may comprise, for 
example, a clock internal to the processor 202, a clock 
external to the processor 202 or a clock embodied Within the 
program 208 (e.g., based on a system clock not shoWn). 

Exemplary Embodiments of the Gaming Devices 

[0045] FIG. 3 is a schematic diagram of an exemplary 
embodiment of the gaming device 10411 of FIG. 1 (shoWn in 
communication With the controller 102). The gaming 
devices 104b-n may be similarly con?gured. As stated, each 
gaming device 104a-n may comprise a slot machine, a video 
poker machine or a similar device modi?ed in accordance 
With the present invention. 

[0046] With reference to FIG. 3, the gaming device 104a 
comprises a processor 302, such as one or more conven 

tional microprocessors (e.g., one or more Intel® Pentium® 
processors). The processor 302 is in communication With a 
communication port 304 through Which the processor 302 
communicates With other devices (e.g., With the controller 
102 or With other devices not shoWn). The communication 
port 304 may include multiple communication channels for 
simultaneous communication With multiple devices. As 
stated, devices in communication With each other need not 
be continually transmitting to each other. On the contrary, 
such devices need only transmit to each other as necessary, 
may actually refrain from exchanging data most of the time, 
and may require several steps to be performed to establish a 
communication link betWeen the devices. 

[0047] The processor 302 also is in communication With a 
data storage device 306. The data storage device 306 may 
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comprise an appropriate combination of magnetic, optical 
and/or semiconductor memory, and may include, for 
example, Random Access Memory (RAM), Read-Only 
Memory (ROM), a compact disc and/or a hard disk. The 
processor 302 and the data storage device 306 each may be, 
for example, located entirely Within a single computer or 
other computing device; or connected to each other by a 
communication medium, such as a serial port cable, a 
telephone line or a radio frequency transceiver. Altema 
tively, the gaming device 104a may comprise one or more 
computers that are connected to a remote server computer 

(not shoWn) for maintaining databases. 

[0048] The data storage device 306 may store, for 
example, a program 308 (e.g., computer program code 
and/or a computer program product) adapted to direct the 
processor 302 in accordance With the present invention, and 
particularly in accordance With the processes described in 
detail hereinafter With regard to the gaming devices 104a-n. 
In one or more embodiments Wherein all or part of the 
functionality of the controller 102 (FIG. 2) is implemented 
by the gaming device 10411, the gaming device 104a may 
include one or more databases similar to the databases 
210-218 described previously With reference to FIG. 2. For 
convenience, the same reference numerals for these data 
bases are employed in FIGS. 2 and 3. Speci?cally, the data 
storage device 306 may store (ii) the programming database 
210 adapted to store audio/video programming information 
that identi?es and/or describes types of audio/video pro 
gramming that may be provided to a player the gaming 
device 104a; (iii) the episode database 212 adapted to store 
information regarding speci?c episodes of audio/video pro 
gramming that may be provided to a player of the gaming 
device 104a; (iv) the game initiation trigger database 214 
adapted to store information regarding one or more game 
initiation triggers associated With episodes of audio/video 
programming; (v) the probability database 216 adapted to 
store information that may be used to establish frequencies 
With Which various random number and/or outcome values 
Will occur at the gaming device 104a; and (vi) the payout 
database 218 adapted to store information that may be 
utiliZed to determine a game result (e.g., a slot machine reel 
position) and an associated payout for the gaming device 
10411. One or more of the databases 210-218 may be 
eliminated if the corresponding functionality is provided by 
the controller 102. Exemplary embodiments of the databases 
210-218 are described beloW With reference to FIGS. 4-8. 

[0049] The program 308 may be stored, for example, in a 
compressed, an uncompiled and/ or an encrypted format, and 
may include computer program code that alloWs the gaming 
device 10411 to: 

[0050] 1. receive a selection of audio/video program 
ming from a player of the gaming device 104a; 

[0051] 2. provide the selected audio/video program 
ming to the player; 

[0052] 3. detect the occurrence of one or more game 
initiation triggers associated With the selected audio/ 
video programming While the selected audio/video 
programming is being provided to the player; and/or 

[0053] 4. in response to the occurrence of the one or 
more game initiation triggers, initiate game play at the 
gaming device 104a. 
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Suitable computer program code may be provided for per 
forming numerous other functions such as receiving audio/ 
video programming, determining game initiation triggers for 
audio/video programming, receiving payment in exchange 
for game play and/or the provision of audio/video program 
ming, determining audio/video programming and/ or a num 
ber of games to be initiated during the provision of audio/ 
video programming based on an amount paid by a player, 
determining a result of game play (e.g., Whether a player 
Wins a prize), providing a payout if a player Wins, etc. 

[0054] The computer program code required to implement 
the above functions (and the other functions described 
herein) can be developed by a person of ordinary skill in the 
art, and is not described in detail herein. The program 308 
also may include program elements such as an operating 
system, a database management system and “device drivers” 
that alloW the processor 302 to interface With computer 
peripheral devices (e.g., a video display, a keyboard, a 
computer mouse, etc.). 

[0055] Note that instructions of the program 308 may be 
read into a main memory (not shoWn) of the processor 302 
from a computer-readable medium other than the data stor 
age device 306, such as from a ROM or from a RAM. While 
execution of sequences of instructions in the program 308 
causes the processor 302 to perform the process steps 
described herein, hard-Wired circuitry may be used in place 
of, or in combination With, softWare instructions for imple 
mentation of the processes of the present invention. Thus, 
embodiments of the present invention are not limited to any 
speci?c combination of hardWare and softWare. 

[0056] The processor 302 also may be in communication 
With a clock (not shoWn) that supplies time and date infor 
mation to the processor 302 and that may comprise, for 
example, a clock internal to the processor 302, a clock 
external to the processor 302 or a clock embodied Within the 
program 308 (e.g., based on a system clock not shoWn). 

[0057] The gaming device 104a may include any addi 
tional components required to implement the above func 
tionality. For example, the gaming device 104a may include 
one or more input devices 310 such as a microphone, a touch 
screen, a keyboard or keypad, voice recognition softWare/ 
hardWare, an optical or magnetic read head, a card reader, a 
coin accepter and/or a paper currency validator, a bar code 
reader (e.g., for discerning value from “cashless” gaming 
vouchers), a game play initiator such as a button or handle, 
a biometric device for determining an identity or age of a 
player, a credit or debit card authorization terminal, etc. 

[0058] The gaming device 104a also may include one or 
more output devices 312 for outputting appropriate audio/ 
video programming and game play results to a player of the 
gaming device 10411. For example, the gaming device 104a 
may comprise one or more speakers, a cathode ray tube or 
?at panel display, a projector, a physical or electronic 
representation of slot machine reels or a poker hand, etc. 
(Note that the controller 102 may include similar input or 
output devices.) 

[0059] In one or more embodiments of the invention, the 
gaming device 104a also may include a random or pseudo 
random number generator 314 that may be utiliZed by the 
gaming device 104a and/or the controller 102 for determin 
ing a game result (e.g., after game play has been initiated at 
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the gaming device 10411 in response to the occurrence of a 
game initiation trigger). The random number generator 314 
also may be employed to determine a corresponding payout 
to be provided to a player of the gaming device 10411 as 
described further beloW. The random number generator 314 
may be embodied in hardWare, softWare or a combination 
thereof as is knoWn in the art, and may include one or more 
features that prevent or identify tampering. 

[0060] To assist in payouts as a result of Winning game 
results at the gaming device 10411, the gaming device 104a 
may include a hopper controller 316 and a hopper 318. The 
hopper controller 316 may be con?gured to instruct the 
hopper 318 When to dispense payment, and hoW much 
payment to dispense, to a player as a result of a Winning 
game result at the gaming device 104a. Hoppers and hopper 
controllers are Well knoWn in the casino gaming device arts 
and Will not be described in further detail herein. 

[0061] In one or more embodiments of the invention, an 
additional memory or data storage unit 320 may be pro 
vided, for example, to serve as an intermediate storage 
location for audio/video programming being provided to the 
gaming device 10411 from a remote source (e.g., the con 
troller 102 or another location). As stated, the gaming 
devices 104b-n may be con?gured similarly to the gaming 
device 10411 of FIG. 3. 

Exemplary Databases for the Controller and/or 
Gaming Devices 

[0062] Samples of the contents of the programming data 
base 210, the episode database 212, the game initiation 
trigger database 214, the probability database 216 and the 
payout database 218 are shoWn in FIGS. 4-8, respectively. 
The speci?c data and ?elds illustrated in these ?gures 
represent only one embodiment of the records that may be 
stored in the databases of the invention. The data and ?elds 
of these databases, as Well as the number of databases, can 
be readily modi?ed, for example, to include more or feWer 
data ?elds. A single database also may be employed. Note 
that in the databases of the controller 102 and/ or the gaming 
devices 104a-n, a different reference numeral is employed to 
identify each ?eld of each database. HoWever, in at least one 
embodiment of the invention, ?elds that are similarly named 
(e.g., program identi?cation ?elds, episode identi?cation 
?elds, etc., described beloW) store similar or the same data 
in a similar or same data format. 

[0063] FIG. 4 illustrates a sample of the contents of the 
programming database 210 of FIG. 2 or 3. As shoWn in FIG. 
4, the programming database 210 contains information 
related to seven exemplary programming choices available 
to a player of one of the gaming devices 104a-n. Though 
only seven choices are illustrated in FIG. 4, those skilled in 
the art Will recogniZe that any number of records or entries 
may be included in the programming database 210. The 
seven programming choices are identi?ed in records 402 
414, respectively. Speci?cally, the programming database 
210 contains records having ?elds corresponding to, for 
example, (1) a program identi?er (ID) 416; (2) a program 
description 418; and (3) a program genre 420. Such ?elds 
Will be referred to as a program identi?er ?eld, a program 
description ?eld and a program genre ?eld, respectively. 
Other program information also may be stored in the pro 
gramming database 210. 
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[0064] The program identi?er ?eld of each record 402-414 
may store data (e.g., a program identi?er 416) representing 
a unique identi?er (e.g., a numeric, alpha-numeric or other 
code) for audio/video programming that may be provided to 
a player of any of the gaming devices 104a-n. Further, as 
Will be described below, the controller 102 and/or one or 
more of the gaming devices 104a-n may use program 
identi?ers 416 to access audio/video programming to be 
provided to a gaming device player, and to determine a 
general category or type of audio/video programming to be 
provided to the gaming device player. 

[0065] The program description ?eld of a record 402-414 
may store a generaliZed textual, graphical or other descrip 
tion (e.g., a program description 418) for programming 
identi?ed by a respective program identi?er 416 of the 
record, such as a name or other explanation of the program 
ming. The program genre ?eld of a record 402-414 similarly 
may store general classi?cation or genre information (e.g., a 
program genre 420) for programming identi?ed by a respec 
tive program identi?er 416 of the record. For example, each 
program genre ?eld may identify Whether programming is a 
comedy, a drama, a documentary, sports-related, educa 
tional, a game shoW, etc. As described beloW, by storing 
program genre information, the controller 102 and/or the 
gaming devices 104a-n may provide gaming device players 
With increased ?exibility, information and/ or assistance dur 
ing programming selection (e.g., so that gaming device 
players receive the exact programming they Wish to receive). 

[0066] Note that the programming database 210 (and the 
episode database 212, the game initiation trigger database 
214, the probability database 216 and the payout database 
218) may be populated With data provided to the controller 
102 and/or one or more of the gaming devices 104a-n by an 
operator, oWner or manufacturer of the controller 102 and/or 
the gaming devices 104a-n, or by any other relevant party. 
Such data population may occur, for example, via the 
communication port 204 of the controller 102 or via the 
communication port 304 of a gaming device 104a-n. 

[0067] With reference to the programming database 210 of 
FIG. 4, the record 402 illustrates exemplary data for a 
program P001 (program identi?er 416) named “The Cartoon 
Family” (program description 418) that is a comedy (pro 
gram genre 420). 

[0068] FIG. 5 illustrates a sample of the contents of the 
episode database 212 of FIG. 2 or 3. More speci?cally, FIG. 
5 illustrates exemplary contents of an entry or table 21211 of 
the episode database 212 that contains episode information 
relating to the sixth program P006 of the record 412 of the 
programming database 210 of FIG. 4. Similar entries or 
tables may be provided for the programs P001-P005 and 
P007 of records 402-410 and 414, respectively, of the 
programming database 210 of FIG. 4. 

[0069] As shoWn in FIG. 5, the entry/table 21211 of the 
programming database 210 contains information related to 
three exemplary episodes of programming available to a 
player of a gaming device. Though only three episodes are 
illustrated in FIG. 5, those skilled in the art Will recogniZe 
that any number of records or entries may be included in the 
episode database 212. The three episodes are identi?ed in 
records 502-506, respectively, and represent vieWable epi 
sodes of the sixth program P006 (as identi?ed by record 508 
in FIG. 5). Speci?cally, the entry/table 21211 of the episode 
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database 212 contains records having ?elds corresponding 
to, for example, (1) a program identi?er 510; (2) an episode 
identi?er 512; (3) an episode description 514; (4) episode 
content 516; and (5) running time 518. Such ?elds Will be 
referred to as a program identi?er ?eld, an episode identi?er 
?eld, an episode description ?eld, an episode content ?eld 
and a running time ?eld, respectively. Other episode infor 
mation also may be stored in the episode database 212. 

[0070] The program identi?er ?eld of the record 508 may 
store data (e.g., a program identi?er 510) representing a 
unique identi?er (e.g., a numeric, alpha-numeric or other 
code) for audio/video programming that may be provided to 
a player of any of the gaming devices 104a-n. In one or more 
embodiments of the invention, the information stored in the 
program identi?er ?eld of the record 508 may correspond to 
(e.g., be the same as) information stored in the program 
identi?er ?eld of one of the records 402-414 of the pro 
gramming database 210 of FIG. 4. 

[0071] The episode identi?er ?eld of each record 502-506 
may store data (e.g., an episode identi?er 512) representing 
a unique identi?er (e.g., a numeric, alpha-numeric or other 
code) for an episode of audio/video programming (identi?ed 
by the program identi?er 510) that may be provided to a 
player of any of the gaming devices 104a-n. As described 
further beloW, the controller 102 and/or one or more of the 
gaming devices 104a-n may use the episode identi?ers 512 
to access one or more episodes of audio/video programming 
to be provided to a gaming device player. 

[0072] The episode description ?eld of each record 502 
506 may store a generaliZed textual, graphical or other 
description (e.g., an episode description 514) of an episode 
of programming identi?ed by a respective episode identi?er 
512 of the record, such as a name or other explanation of the 
episode. In one or more embodiments of the invention, the 
controller 102 and/or one or more of the gaming devices 
104a-n may employ information stored Within episode 
description ?elds of the episode database 212 to assist a 
player of a gaming device during the selection of audio/ 
video programming (e.g., by providing the player a descrip 
tion of each episode of programming that may be provided 
to the player during game play). In one particular embodi 
ment, the information stored Within the episode description 
?elds of the episode database 212 may be employed to create 
a menu of programming options from Which a player may 
select a speci?c episode of programming (e.g., via a gaming 
device 104a-n, the controller 102 or another means). 

[0073] The episode content ?eld of each record 502-506 
may store data (e.g., episode content 516) that may be used 
by the controller 102 and/or one or more of the gaming 
devices 104a-n to provide an episode of audio/video pro 
gramming to a gaming device player. For example, the 
episode content ?eld of one or more of the records 502-506 
may store an executable audio/video programming ?le such 
as an MPEG2, MPEG, AVI, MOV, WAV or other similar ?le 
as is knoWn in the art. Alternatively, the episode content ?eld 
of one or more of the records 502-506 may include a pointer 
to remotely stored audio/video programming. For example, 
if the episode database 212 is located Within one of the 
gaming devices 104a-n, an episode content ?eld may con 
tain a pointer to an audio/video programming ?le stored 
Within the controller 102 or at another of the gaming devices 
104a-n. Further, an episode content ?eld may contain a 
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pointer to an audio/video programming ?le stored at any 
other location (e.g., in a ?le stored at a World Wide Web 
address or other location). 

[0074] The running time ?eld of each record 502-506 may 
store data (e.g., running time 518) indicative of a running 
time of an episode of audio/video programming identi?ed by 
a respective episode identi?er 512 of the record. Such 
information may be used for a number of purposes. For 
example, running time information may be employed by the 
controller 102, one or more of the gaming devices 104a-n, 
an oWner or operator of a casino, etc., to determine a total 
number of game initiation triggers to associate With an 
episode of audio/video programming. In this manner an 
oWner or operator of a gaming device may ensure that at 
least a minimum number of game initiation triggers are 
associated With each episode of audio/video programming 
that may be displayed at the gaming device. Additionally, in 
certain embodiments of the invention, running time infor 
mation may be provided to a player of a gaming device, With 
or Without episode description information, to assist a player 
With audio/video programming selection (e.g., as a player 
may have a limited amount of time for game play, Wish to 
vieW multiple audio/video programs, etc.). 

[0075] As stated, the episode database 212 may be popu 
lated With data provided to the controller 102 and/or one or 
more of the gaming devices 104a-n by an operator, oWner or 
manufacturer of the controller 102 and/or gaming devices 
104a-n, or by any other relevant party. Such data population 
may occur, for example, via the communication port 204 of 
the controller 102 or via the communication port 304 of a 
gaming device 104a-n. 

[0076] With reference to the entry/table 21211 of the epi 
sode database 212 of FIG. 5, the record 502 illustrates 
exemplary data for an episode EP S1 E1 (episode identi?er 
512) of a program P006 (program identi?er 510). The 
episode EP S1 E1 is named “SERIES PREMIERE” (episode 
description 514), is stored as an MPEG2 ?le (e. g., Within the 
data storage device 206 of the controller 102 or Within the 
data storage device 306 of one or more of the gaming 
devices 104a-n, as identi?ed by episode content 516), and 
has a running time of 22 minutes and 15 seconds (running 
time 518). 

[0077] FIG. 6 illustrates a sample of the contents of the 
game initiation trigger database 214 of FIG. 2 or 3. More 
speci?cally, FIG. 6 illustrates exemplary contents of an entry 
or table 21411 of the game initiation trigger database 214 that 
contains game initiation trigger information relating to the 
?rst episode EP S1 E1 of the episode database 212 of FIG. 
5 (Which corresponds to an episode of the program P006 of 
the programming database 210 of FIG. 4). Similar entries or 
tables may be provided for episodes EP S1 E2 and EP S1 E3 
of the program P006 (FIG. 5) as Well as for any episodes of 
the programs P001-P005 and P007 of the programming 
database 210 of FIG. 4. 

[0078] As shoWn in FIG. 6, the entry/table 21411 of the 
game initiation trigger database 214 contains information 
relating to nine game initiation triggers that may be used or 
otherWise associated With the episode EP S1 E1 of audio/ 
video program P006 (FIG. 5). Though only though only nine 
game initiation triggers are illustrated in FIG. 6, those 
skilled in the art Will recogniZe that any number of records 
or entries may be included in the game initiation trigger 
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database 214. The nine game initiation triggers are identi?ed 
in records 602-618, respectively. Speci?cally, the entry/table 
21411 of the game initiation trigger database 214 contains 
records having ?elds corresponding to, for example, (1) an 
episode identi?er 622; (2) a trigger identi?er 624; (3) a 
trigger condition 626; (3) a trigger type 628; and (4) a trigger 
status 630 (e.g., an indication of Whether the trigger is to be 
used). Such ?elds Will be referred to as an episode identi?er 
?eld, a trigger identi?er ?eld, a trigger condition ?eld, a 
trigger type ?eld and a trigger status ?eld, respectively. 
Other trigger information also may be stored in the game 
initiation trigger database 214. 

[0079] The episode identi?er ?eld of record 620 may store 
data (e.g., an episode identi?er 622) representing a unique 
identi?er (e.g., a numeric, alpha-numeric or other code) lo 
for an episode of audio/video programming that may be 
provided to a player of any of the gaming devices 104a-n. 
In one or more embodiments of the invention, the informa 
tion stored in the episode identi?er ?eld of the record 620 
may correspond to information stored in the episode iden 
ti?er ?eld of one of the records 502-506 of the entry/table 
21211 of the episode database 212 of FIG. 5, or of a record 
of another entry/table (not shoWn) of the episode database 
212. 

[0080] The trigger identi?er ?eld of each record 602-618 
may store data (e.g., a trigger identi?er 624) representing a 
unique identi?er (e.g., a numeric, alpha-numeric or other 
code) for a game initiation trigger associated With an episode 
of audio/video programming (identi?ed by the episode iden 
ti?er 622) that may be provided to a player of any of the 
gaming devices 104a-n. As described further beloW, the 
controller 102 and/or a gaming device 104a-n may use a 
trigger identi?er 512 to access a trigger condition of a game 
initiation trigger, Which in turn may be employed to initiate 
game play at the gaming device 104a-n. 

[0081] The trigger condition ?eld of each record 602-618 
may store conditions under Which game play may be initi 
ated (e.g., automatically) at one or more of the gaming 
devices 104a-n (e.g., during the provision of the episode of 
audio/video programming identi?ed by the episode identi 
?er 622). Suitable trigger conditions may comprise the 
occurrence of detectable characteristics of an episode of 
audio/video programming such as a time trigger (e.g., an 
elapsed time, a predetermined time in the total running time 
of the episode or some other time-dependent factor or time 
code that may or may not be associated With content of the 
episode), an audio trigger such as a laugh track or a line 
spoken by a character, a visual trigger such as a character 
entering a scene, a prop being displayed, a type of prop 
being displayed or a scene being displayed, or other pro 
gramming contexts or features. Other exemplary trigger 
conditions may include the occurrence of a track change or 
a “tag” that has been added to audio/video programming 
(e.g., computer program code adapted to initiate game play 
at a gaming device). 

[0082] In one or more embodiments of the invention, an 
episode of audio/video programming may be revieWed (e. g., 
by a casino oWner or operator, some other relevant party, the 
controller 102, a gaming device 104a-n, etc.), and as a result 
of the revieW, one or more trigger conditions may be 
determined and/or deemed suitable to the episode of pro 
gramming. The one or more trigger conditions thereafter 
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may be assigned to and/or lo associated With the episode in 
the form of one or more game initiation triggers (e.g., by 
appropriately populating an entry/table of the game initia 
tion trigger database 214 such as the entry/table 214a). 
Occurrence of the trigger conditions/ game initiation triggers 
during provision of the episode of programming then may be 
used to initiate game play at a gaming device 104a-n as 
described further below. 

[0083] The trigger type ?eld of each record 602-618 may 
store “classi?cation” data (e.g., a trigger type 516) for a 
respective game initiation trigger, and may be used, for 
example, to determine hoW often and/or hoW many times a 
game initiation trigger should be employed during an epi 
sode of audio/video programming. In the example of FIG. 6, 
game initiation triggers may be either “PERSISTENT” or 
“SINGLE-USE”. A “persistent” game initiation trigger des 
ignation may correspond to a game initiation trigger that 
may be utiliZed repeatedly during an episode of program 
ming. That is, game play at a gaming device may be initiated 
each time the trigger condition associated With the respec 
tive game initiation trigger is satis?ed. Exemplary persistent 
game initiation triggers include a laugh track, a track 
change, speech by a main character, entry of a character into 
a scene, etc. Other persistent game initiation triggers may be 
employed. In at least one embodiment of the invention, 
audio/video programming may be tagged or include proces 
sor-executable instructions that alloW game play at a gaming 
device to be initiated in response to the occurrence of a 
persistent-type game initiation trigger. 

[0084] A “single-use” game initiation trigger designation 
may correspond to a game initiation trigger that may be 
utiliZed only once during an episode of programming to 
initiate game play at a gaming device. Exemplary single-use 
game initiation triggers include time codes (e.g., an elapsed 
time or any other time less than or equal to the running time 
of the programming), a character’s ?rst line or some other 
similar event, etc. Other types of game initiation triggers 
may be employed (e.g., periodic, random, player selectable, 
etc.). 
[0085] The trigger status ?eld of each record 602-618 may 
store data (e.g., a trigger status 630) that indicates a status of 
a game initiation trigger identi?ed by a respective trigger 
identi?er 624. For example, a trigger status ?eld may 
indicate Whether a game initiation trigger is to be used to 
initiate game play during the provision of an episode of 
audio/video programming to a player of a gaming device. In 
one embodiment of the invention, a single-use game initia 
tion trigger may initially have a trigger status of NOT USED 
(indicating that the trigger is to be subsequently used during 
the provision of the respective episode of programming to a 
gaming device player). HoWever, folloWing an occurrence 
of the single-use game initiation trigger, the status of the 
game initiation trigger may be changed to USED (indicating 
that the trigger is not to be subsequently employed during 
the episode of programming). The controller 102 and/or a 
gaming device 104a-n may perform such a status-change 
operation. 

[0086] In another embodiment of the invention, a player of 
a gaming device may select hoW many and/or Which game 
initiation triggers should be employed during an episode of 
programming. In such an embodiment, the player may 
control the status of game initiation triggers and the con 
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troller 102 and/or a gaming device 104a-n may determine a 
payment amount required by the player to have the selected 
number and/or type of game initiation triggers employed 
during game play. 

[0087] The game initiation trigger database 214 may be 
populated With data provided to the controller 102 and/or 
one or more of the gaming devices 104a-n by an operator, 
oWner or manufacturer of the controller 102 and/or the 
gaming devices 104a-n, or by any other relevant party. Such 
data population may occur, for example, via the communi 
cation port 204 of the controller 102 or via the communi 
cation port 304 of a gaming device 104a-n. 

[0088] With reference to the entry/table 21411 of the game 
initiation trigger database 214 of FIG. 6, the record 602 
illustrates exemplary data for a game initiation trigger 
TR001 (trigger identi?er 624) associated With the episode 
EP S1 E1 (episode identi?er 622) of the program P006 
(FIGS. 4 and 5). The trigger condition (trigger condition 
626) for the game initiation trigger TR001 is “ANY LAUGH 
TRACK”, and is a persistent game initiation trigger (trigger 
type 628) that is be used (trigger status 630). 

[0089] FIG. 7 illustrates a sample of the contents of the 
probability database 216 of FIG. 2 or 3. As described further 
beloW, the probability database 216 contains information 
that may be utiliZed by the controller 102 and/or one or more 
of the gaming devices 104a-n to establish frequencies With 
Which various random numbers, game results and/or out 
come values occur during game play. 

[0090] With reference to FIG. 7, the probability database 
216 contains frequency information for eighteen number 
ranges as provided in records 702-736, respectively. Though 
eighteen ranges of numbers are illustrated in FIG. 7, those 
skilled in the art Will recogniZe that any number of records 
or entries may be included in the probability database 216. 
Speci?cally, the probability database 216 contains records 
having ?elds corresponding to, for example, (1) a random 
number range 738; and (2) a game result 740. Such ?elds 
Will be referred to as a random number range ?eld and a 
game result ?eld, respectively. Other probability informa 
tion also may be stored in the probability database 216. 

[0091] The random number range ?eld of each record 
702-736 may store data (e.g., a random number range 738) 
representing a range of numbers (or a number) associated 
With an a game result (identi?ed by an game result 740 of a 
respective game result ?eld of the corresponding record). 
For example, the random number range l-8570 (e.g., the 
random number range 738 of record 702) may be associated 
With a game result of “NONWINNING COMBINATION” 
(e.g., the game result 740 of record 702). Accordingly, When 
the random number generator 314 (FIG. 3) of a gaming 
device 104a-n generates a random number in the range of 
l-8570, the controller 102 and/or the corresponding gaming 
device 104a-n may associate an outcome value of 0 With the 
random number. This outcome value, in turn, may be 
employed by the controller 102 and/or the gaming device 
104a-n to determine a payout for a gaming device player (as 
described further beloW). 

[0092] In the exemplary embodiment of FIG. 7, the data 
Within the probability database 216 is suitable for use With 
a three-reel, 22-stop slot machine. Such a slot machine Will 
have 22x22><22=l0,648 possible outcomes. To operate in 
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such an embodiment, the random number generator 314 of 
FIG. 3 may be adapted to generate a random number having 
a value between 1 and 10,648. In this manner, the random 
number generator 314 (FIG. 3) Will only generate a number 
that falls Within the random number ranges 720 of the 
probability database 216. It Will be understood that other 
number ranges; outcome values; expected hits per cycle 
and/or slot machine arrangements (e.g., other numbers of 
reels and/or stops per reel, virtual reels, etc.) may be 
employed. 

[0093] The probability database 216 may be populated 
With data provided to the controller 102 and/or one or more 
of the gaming devices 104a-n by an operator, oWner or 
manufacturer of the controller 102 and/or gaming devices 
104a-n, or by any other relevant party. Such data population 
may occur, for example, via the communication port 204 of 
the controller 102 or via the communication port 304 of a 
gaming device 104a-n. 

[0094] FIG. 8 illustrates a sample of the contents of the 
payout database 218 of FIG. 2 or 3. As described further 
beloW, the payout database 218 contains information that 
may be utiliZed by the controller 102 and/ or a gaming device 
104a-n to determine a game result and corresponding payout 
for game play at the gaming device (based on a random 
number generated by the random number generator 314 of 
the gaming device). In at least one embodiment of the 
invention, the game result may include one or more slot reel 
positions, and the payout may include a number of coins, a 
payment voucher or the like to be provided to a gaming 
device player (e.g., based on the game result). 

[0095] With reference to FIG. 8, the payout database 218 
contains game result and payout information for eighteen 
numbers or number ranges as provided in records 802-836, 
respectively. Though eighteen ranges of numbers are illus 
trated in FIG. 8, those skilled in the art Will recogniZe that 
any number of records or entries may be included in the 
payout database 218. Speci?cally, the payout database 218 
contains records having ?elds corresponding to, for 
example, (1) a random number range 838; (2) a game result 
840; and (3) a payout 842. Such ?elds Will be referred to as 
a random number range ?eld, a game result ?eld and a 
payout ?eld, respectively. Other game result and/or payout 
information also may be stored in the payout database 218. 

[0096] The random number range ?eld of each record 
802-836 may store data (e.g., a random number range 838) 
representing a range of numbers (or a number) associated 
With a game result (identi?ed by a game result 840) of the 
record. That is, When a random number is generated by a 
gaming device 104a-n during game play, the controller 102 
and/or the gaming device 104a-n may determine a game 
result for the game play by examining data stored Within the 
game result ?eld of the record 802-836 having a random 
number range 838 that includes the random number. For 
example, in the exemplary payout database 218 of FIG. 8, 
the game result “NON-WINNING COMBINATION” (e.g., 
the game result 840 of record 802) is associated With the 
random number range l-8570 (e.g., the random number 
range 838 of record 802). Accordingly, When the random 
number generator 314 (FIG. 3) of one of the gaming devices 
104a-n generates a random number in the range of l-8570, 
the controller 102 and/or the corresponding gaming device 
104a-n may associate a non-Winning game result With the 
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random number. This game result, in turn, may be employed 
by the controller 102 and/or gaming device 104a-n to 
determine a payout (or no payout as the case may be) for a 
gaming device player (as described further beloW). 

[0097] In one or more embodiments of the invention, the 
information stored in a game result ?eld of a record 802-836 
may include reel position information (e.g., for a slot lo 
machine embodiment of the invention), a representation of 
cards to be dealt (e.g., for a video poker machine embodi 
ment of the invention) or any other indicator of game results. 

[0098] The payout ?eld of a record 802-836 may store 
data (e.g., a payout 842) that indicates an amount of payment 
or other reWard due to a gaming device player When the 
corresponding game result 840 of the record is achieved. For 
example, in the embodiment of FIG. 8, the payout 842 
associated With a record 802-836 may represent a number of 
coins to be output by the hopper 318 (FIG. 3) of a gaming 
device 104a-n When a random number is generated by the 
gaming device 104a-n that falls Within a respective random 
number range 838 of the record. Other payout indicators 
and/or methods may be employed (e.g., cashless vouchers, 
game credits, etc.). 

[0099] The payout database 218 may be populated With 
data provided to the controller 102 and/or one or more of the 
gaming devices 104a-n by an operator, oWner or manufac 
turer of the controller 102 and/or the gaming devices 104a-n, 
or by any other relevant party. Such data population may 
occur, for example, via the communication port 204 of the 
controller 102 or via the communication port 304 of a 
gaming device 104a-n. 

Exemplary Operation of the Gaming Device 
Control System 

[0100] FIGS. 9A-9B illustrate a How chart of an exem 
plary process 900 of the gaming device control system 100 
of FIGS. 1-8 useful in describing the general operation of the 
gaming device control system 100. One or more of the steps 
of the process 900 may be embodied Within computer 
program code of the program 208 of the controller 102 
and/or the program 308 of one or more of the gaming 
devices 104a-n. The above-mentioned computer program 
code may be embodied in one or more computer program 
products. 

[0101] With reference to FIG. 9, the process 900 begins in 
step 901. In step 902, audio/video programming is received 
by the controller 102 and/or one or more of the gaming 
devices 104a-n. In at least one embodiment of the invention, 
the audio/video programming may be stored locally at the 
controller 102 and/or one or more of the gaming devices 
104a-n (e.g., Within the data storage device 206 of the 
controller 102, the memory 320 or data storage device 306 
of a gaming device 104a-n, etc.). Alternatively, a pointer to 
audio/video programming may be received and/or stored by 
the controller 102 and/or one or more of the gaming devices 
104a-n (e.g., a WORLD WIDE WEB or other similar 

address). 
[0102] Audio/video programming (or pointers to such 
programming) may be received from a variety of sources. 
For example, audio/video programming, pointers and/or 
other information may be provided to the gaming devices 
104a-n via the controller 102. Further audio/video program 










