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(57) ABSTRACT 
A Wagering method is provided that allows players or 
gaming establishments to specify conditions Which When 
satis?ed, recon?gure the gaming device to change game 
play from a ?rst game to a second game. The condition may 
depend upon the value of a parameter-generally related to 
game playito determine if the condition is valid and 

Appl, NQ; 11/736,393 triggers the recon?guration. The second game may be 
selected from a game on the same gaming device, from a 
game on a di?cerent gaming device, or a game played by a 
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METHOD AND APPARATUS FOR USING 
CONDITIONAL PARAMETERS TO ALTERNATE 

BETWEEN WAGERING GAMES 

FIELD 

[0001] The method and apparatus relates to gaining appa 
ratus and methods, and in particular to Wagering methods 
that use one or more selected parameters to trigger the 
recon?guration of a gaming device. 

BACKGROUND 

[0002] Gaining has become an increasingly important 
industry in the United States and around the World. In games 
of chance, a player typically places a Wager on one or more 
games, and either receives a payout or loses the Wager based 
on the game outcome. Examples of gaming devices include, 
Without limitation, video poker gaming devices, mechanical 
reel slot machines, and video slot machines. 

[0003] Traditionally, players have been relegated to play 
ing a single game on a gaming device. More recently, some 
gaming devices alloW players to select a game from multiple 
games on a single gaming device. For example, some 
gaming devices alloW players to navigate a “menu” system 
for selecting different types of games. The player selects a 
game from the menu and plays until another game is desired. 
The player then exits the game and returns to the menu 
screen to select another game (e.g., a player plays a Keno 
game, backs out to a menu screen, selects a video poker 
game, and continues play on the video poker game). This 
particular machine stores each of the offered games inter 
nally in its electronic memory. 

[0004] This manual sWitching betWeen games is time 
consuming and cumbersome for many players. In addition, 
this manual game sWitching falls short of adding substantial 
neW interest in the game play. NeW methods are needed for 
alternating betWeen games on the gaming devices to provide 
greater entertainment value. 

SUMMARY 

[0005] A need exists for methods that enable rapid sWitch 
ing betWeen a plurality of games at an individual gaming 
device. The sWitching may be automatic betWeen games 
based on satisfying predetermined conditions. The predeter 
mined conditions (or conditions determined on the ?y) alloW 
seamless sWitching betWeen gamesiWithout the need for 
player intervention in the selection of the game. In an 
alternate embodiment, if desired, the speci?c condition can 
be predetermined, and if triggered, the player may be 
presented With an offer, Which the player may either accept 
or reject. Various other methods of recon?guring gaming 
devices based on the satisfaction of predetermined condi 
tions are contemplated. 

[0006] Conditions may be speci?ed by the player, the 
operator of the game establishment (either directly or indi 
rectly by the gaming device as determined by software 
programming), a manufacturer of the gaming device, or 
another entity. In some embodiments, the conditions that 
trigger changes in game play may be related to the player’s 
game play (e.g., the success of the player, the rate of play of 
the gaming device, etc.). In some embodiments, conditions 
that trigger changes in game play may also be related to 
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other player’s game play and other gaming device’s game 
play results. For example, automatic game sWitching may be 
triggered by conditions requiring the selection of the “hot 
test” game in the gaming establishment, the “coldest” game 
in the gaming establishment, the most successful player, etc. 

[0007] Using the features and methods described herein, 
the player has a means to indirectly or directly specify the 
game the player may be most interested in playing, alloWing 
the gaming device (or the gaming netWork 100) to locate this 
game and present it to the player. Without the features and 
methods described herein, considerable time and energy 
may be Wasted as a player tries to ?nd and/or sWitch to the 
game that satis?es the player’s requirements and interest. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0008] Various embodiments are described herein With 
reference to the accompanying draWings. In the draWings, 
like reference numerals indicate identical or functionally 
similar elements. The leftmost digit(s) of a reference 
numeral typically identi?es the ?gure in Which the reference 
numeral ?rst appears. As Will be understood by those skilled 
in the art, the draWings and accompanying descriptions 
presented herein indicate some exemplary arrangements. 
Similarly, the illustrated entries represent exemplary infor 
mation, but those skilled in the art Will understand that the 
number and content of the entries can be different from those 
illustrated herein. A brief description of the draWings fol 
loWs. 

[0009] FIG. 1 is an overall schematic vieW of one embodi 
ment of a gaming netWork; 

[0010] FIG. 2 is a schematic vieW of the gaming device of 
FIG. 1; 

[0011] FIG. 3 is an orthographic vieW of the gaming 
device of FIG. 1; 

[0012] FIG. 4 is an example of a parameters database; 

[0013] FIG. 5 is an example of a recon?guration database; 

[0014] FIG. 6 is an example of a netWork con?guration 
database of the gaming devices, players, and other devices 
in the gaming netWork; 

[0015] FIG. 7 is an example of a player database that may 
be associated With a player tracking program; 

[0016] FIG. 8 is a How chart of one embodiment of the 
process for triggering recon?guration of a gaming device to 
alter game play; 

[0017] FIG. 9 is a How chart of one embodiment of the 
process for triggering recon?guration of a gaming device 
after accepting an offer to alter game play; 

[0018] FIG. 10 is an example of a picture-in-a-picture 
display provided on a video display for displaying game 
outcomes from associated gaming devices, offers, and other 
information; and 

[0019] FIG. 11 is an example of a sidebar for displaying 
offers and other information to a player. 

DETAILED DESCRIPTION OF EMBODIMENTS 

[0020] Numerous embodiments are described in this 
patent application, and are presented for illustrative pur 
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poses only. The described embodiments are not intended to 
be limiting in any sense. The invention is Widely applicable 
to numerous embodiments, as is readily apparent from the 
disclosure herein. These embodiments are described in suf 
?cient detail to enable those skilled in the art to practice the 
invention, and it is to be understood that other embodiments 
may be used and that structural, logical, software, electrical 
and other changes may be made Without departing from the 
scope of the present invention. Accordingly, those skilled in 
the art Will recognize that the present invention may be 
practiced With various modi?cations and alterations. 

[0021] Although particular features may be described With 
reference to one or more particular embodiments or ?gures 
that form a part of the present disclosure, and in Which are 
shoWn, by Way of illustration, speci?c embodiments of the 
invention, it should be understood that such features are not 
limited to usage in the one or more particular embodiments 
or ?gures With reference to Which they are described. The 
present disclosure is thus neither a literal description of all 
embodiments of the invention nor a listing of features of the 
invention that must be present in all embodiments. 

[0022] Certain embodiments Will noW be described in 
detail With reference to the draWings. Although the embodi 
ments discussed herein are directed to video gaming devices 
(e.g., video poker machines, video blackjack machines, 
video roulette, video keno, and the like), it should be 
understood that the embodiments are equally applicable to 
slot type gaming devices With mechanical reels. 

[0023] At least some embodiments described herein are 
directed generally to a method and apparatus for automati 
cally altering game play in a gaming device When a prede 
termined condition is satis?ed and triggers the recon?gura 
tion of the gaming device. The condition that triggers the 
recon?guration, as Well as the manner in Which the gaming 
device Will be recon?gured if the condition is satis?ed, may 
be determined either by the player or by the operator of the 
gaming establishment (through the gaming device’s pro 
gramming). Such a recon?guration may alter game play in 
a number of different Ways. For example, the type of game 
played may be changed (e.g., from poker to blackjack), the 
gaming device from Which the game outcome is received is 
changed, the game may be subtly altered (e.g., adding a 
bonus game, adding pay lines, adding more Wild symbols, 
etc.), etc. 

[0024] Any or all the above triggered changes in game 
play can be achieved either by a stand-alone gaming device 
or by a gaming device in cooperation With a gaming net 
Work. For example, the gaming device may be con?gured to 
Work in a gaming netWork 100 as shoWn in FIG. 1. In this 
environment, the gaming device 102 and the gaming net 
Work 100 in Which the gaming device is connected operate 
together to recon?gure a gaming device to alter game play. 

[0025] Referring noW to FIG. 1, illustrated therein is an 
example embodiment of a gaming netWork 100 that may be 
used to implement one or more embodiments described 
herein. The gaming netWork 100 of FIG. 1 includes a 
plurality of netWork devices 101 that are directly or indi 
rectly in communication With the gaming netWork 100 to 
accept Wagers, determine game outcomes, and provide pay 
outs for Winning game outcomes. Among these netWork 
devices 101 are: a gaming server 106 that is in communi 
cation With one or more other netWork devices, such as 
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gaming devices 102 (e.g., video slot machines, video poker 
machines, mechanical reel slot machines), kiosks 110, 
casino personnel devices (not shoWn), merchant point-of 
sale (POS) terminals (not shoWn), peripheral device servers 
112, component devices (e.g., display screens) (not shoWn), 
peripheral devices 114 (e.g., card readers), handheld gaming 
devices 120 (e. g., PDA or cell phone), and an intemet linked 
personal computer 121. These devices and their functions 
are described in detail beloW. 

[0026] Each gaming device 102, and every other netWork 
device 101 in the gaming netWork 100 that communicates 
With another netWork device in the gaming netWork, is 
uniquely identi?ed by a device identi?cation (ID) number, to 
alloW communication With the gaming server 106 via the 
gaming netWork 100. The gaming netWork 100 may com 
municate With devices directly or indirectly, via a Wired or 
Wireless medium to a communication netWork 104 such as 
the Internet, LAN, WAN or Ethernet, Token Ring, or via any 
appropriate communications means or combination of com 
munications means. It is to be understood, hoWever, that 
other arrangements in Which the gaming devices 102 com 
municate With the server 106 are also possible. 

[0027] Avariety of communications protocols may be part 
of the system, including but not limited to: Ethernet (or 
IEEEE 802.3), SAP, SAS, SUPERSAS, ATP, BLUE 
TOOTH, and TCP/IP. Further, in some embodinents, various 
communications protocols endorsed by the Gaming Stan 
dards Association of Fremont, Calif. may be utiliZed, such as 
(i) the Gaming Device Standard (GDS), Which may facilitate 
communication betWeen a gaming device 102 and various 
component devices and/or peripheral devices 114 (e.g., 
printers, bill acceptors, etc.), (ii) the Best of Breed (BOB) 
standard, Which may facilitate communication betWeen a 
gaming device 102 and various servers 106 related to play 
of one or more gaming devices (e.g., servers that assist in 
providing accounting, player-tracking, content management, 
ticket-in/ticket-out and progressive jackpot functionality), 
and/or (iii) the System-to-System (S2S) standard, Which 
may facilitate communication betWeen game-related servers 
106 and/or casino property management servers (e.g., a 
hotel server comprising one or more databases that store 

information about booking and reservations). Communica 
tion may be encrypted to ensure privacy and prevent fraud 
in any of a variety of Ways Well knoWn in the art. 

[0028] The gaming device 102 may be implemented as a 
system server, a dedicated hardWare circuit, an appropriately 
programmed general-purpose computer, or any other 
equivalent electronic, mechanical or electromechanical 
device. The gaming device 102 may comprise any or all of 
the gaming devices of the aforementioned systems. 

[0029] In some embodiments, a gaming device 102 may 
comprise a handheld gaming device 120ifor example, a 
portable handheld gaming device (e.g., a device similar to a 
PDA) or a cell phone that may be used in place of, or in 
addition to, some or all of the gaming device components. 
The handheld gaming device 120 may be used to vieW “Walk 
aWay” game outcomes from a gaming device 102. 

[0030] In this situation, the handheld gaming device 120 is 
in communication With the gaming device 102 in the gaming 
netWork 100. Game outcomes are automatically generated 
by the gaming device 102 and communicated to the player 
on the handheld gaming device 120. This alloWs the player 
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the convenience of Walking anywhere in the gaming estab 
lishment and still receive game outcomes from the player’s 
gaming device 102. The gaming server 106, in one embodi 
ment, may communicate game outcomes from a player’s 
gaming device 102 to the player’s handheld gaming device 
120 (such as a PDA or cell phone) to enable a player to 
remotely vieW game outcomes received from the gaming 
device. 

[0031] Further, a gaming device 102 may comprise an 
Internet linked personal computer 121 that may be operable 
to communicate With an online casino and facilitate game 
play at the online casino. In one embodiment, the Internet 
linked personal computer 121 may receive game outcomes 
produced by a gaming device 102 in the gaming establish 
ment similar to the portable gaming device 120 described 
above. In one embodiment, the gaming server 106 commu 
nicates the game outcomes received from a player’s gaming 
device 102 to the player’s personal computer 121. 

[0032] The peripheral device server 112 may be available 
to provide additional communication capabilities betWeen 
peripheral devices 114 in the gaming netWork 100. These 
peripheral devices 114 may include player-tracking devices, 
additional screen displays, ticket readers and printers, etc. 

[0033] In some embodiments, a kiosk 110 may be con?g 
ured to execute or assist in the execution of various pro 
cesses of the gaming netWork 100. In some embodiments, a 
kiosk 110 may comprise a processor and a memory. A kiosk 
100 may also comprise various input devices (e.g., a keypad, 
a keyboard, a mouse, buttons, a port that receives player 
tracking cards, an optical scanner for reading barcodes or 
other indicia, a CCD camera, etc.), output devices (e.g., a 
display screen, audio speakers, etc.), bene?t output devices 
(e.g., a coin tray or printer for printing cashless gaming 
tickets), combinations thereof (e.g., a “ticket-in/ticket-out” 
device, a touch-sensitive display screen, etc.), communica 
tions ports, and so on. Thus, a kiosk 110 may comprise many 
of the features and components of a gaming device 102, 
though the kiosk itself may not necessarily be con?gured to 
enable gambling activity as a primary function. A kiosk may 
communicate With any or all of (i) a gaming server 106, (ii) 
a gaming device 102, (iii) an inventory/reservation system 
of a casino-maintained property (e.g., a hotel), (iv) casino 
personnel devices, (v) merchant POS terminals, and so on. 
A number of kiosks 110 may be stationed Within casino 
premises (e.g., at various locations on a slot ?oor). 

[0034] In various embodiments, kiosks may execute or 
assist in the execution of (i) determining and outputting a 
player status or other types of data described herein (e.g., a 
kiosk receives a player tracking card, and outputs a number 
of accumulated reWard Which a player may be entitled to 
redeem), (ii) outputting payments to players (e.g., upon 
receipt of cashless gaming tickets, player tracking cards, 
smart cards, etc.), and/or (iii) any other process described 
herein. Thus, such a device may be con?gured to read from 
and/or Write to one or more databases of the present inven 
tion. The memory of such a device may store a program for 
executing such processes. 

[0035] The kiosk 110 may be available for alloWing a 
player to customiZe the gaming experience or cash out game 
Winnings. The kiosk 110 may also be available to the player 
for purchasing ?at-rate gaming sessions, purchasing goods 
and services With player loyalty points, registering for a 
player of loyalty program, etc. 
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[0036] The gaming devices 102, the kiosk 110, and the 
peripheral device server 112 as Well as all other netWork 
devices 101 are in communication With the gaming server. 
The gaming server 106 Will noW be described in detail With 
reference to FIG. 1. Like the gaming device 102, the gaming 
server 106 has a central processing unit CPU 115. The server 
executes the instructions of a program 117 stored in Read 
Only Memory (ROM) 116 and executed from Random 
Access Memory RAM 118. Additionally, the CPU 115 is 
coupled to a data storage device 124, having a plurality of 
databases. 

[0037] In order to communicate With gaming devices 102 
and/or another device, the gaming server 106 also includes 
a communication port. The communication port connects 
the server CPU 115 to the gaming device 102. Thus, the 
CPU 115 of the gaming server 106 can control the commu 
nication port to receive information from the data storage 
device 124 and transmit information to the gaming device 
102 and vice versa. 

[0038] The player database 144 may serve as one example 
of the communication capability of the communication 
netWork 104 to exchange data betWeen the gaming server 
106 and the gaming device 102. The player database 144 
may be used to store data associated With speci?c players 
that are members of a gaming establishment’s player loyalty 
program. These programs reWard players With complemen 
tary points as players Wager on the gaming establishments 
gaming devices. These loyalty points are generally redeem 
able for gifts and other discounts on goods and services, 
especially those offered by the gaming establishment. 

[0039] The player database 144 may store player Wagering 
data that can be converted into loyalty points and accumu 
lated in the player’s account. As Will be described in detail 
beloW, in one embodiment, the gaming device 102 commu 
nicates player identifying information to the gaming server 
106. The gaming server 106, in turn, veri?es the player 
identifying information. This identi?cation then alloWs the 
server to collect statistical data regarding the player’s game 
play (e.g., Wagering activity). 

[0040] The player database 144 may alternately or addi 
tionally store various other data associated With a player, 
such as the type of game or machine a player is currently 
playing or has played, the length of time a player has played 
a certain game or machine, information regarding Wins and 
losses (e. g., total amount Won/lost for a given period of time, 
consecutive Wins/losses, percentage of all plays that are 
Wins/losses, etc.), and so on; such data may be used With 
respect to some embodiments (e.g., a ?rst player elects to 
Wager on a second player’s game results if the second player 
has Won a certain amount Within a given time). 

[0041] The player database 144 may also contain other 
information that may be useful for satisfying player needs 
(e.g., information about the player’s gaming preferences 
(such as Which games the player prefers and/or under What 
conditions the player prefers to sWitch from one game to 
another), gaming sessions, outstanding debts, lodging 
arrangements, and the like). For example, the player data 
base 144 may store data regarding a given player’s standing 
in a game session or bonus game, so that the player can 
continue the game session or bonus game at one of a 
plurality of gaming devices that have common access to the 
player database 144. 
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[0042] Player data may be stored in a relational database 
and retrieved or otherwise accessed by the CPU 115 after 
receiving a “key” data point from the player, such as a 
unique identi?er read from the player’s player-tracking card 
or cashless gaming ticket, PIN or code entered by a player 
using an input device of the gaming device 102, etc. It is 
contemplated that players may also identify themselves in a 
variety of other manners, such as by providing biometric 
identi?ers, RFID identity devices, etc. 

[0043] The player database 144 of the present embodiment 
may include multiple records having multiple ?elds of 
information. For example, turning to FIG. 7, an example of 
a player database 144 (FIG. 1) is illustrated. The player 
database 700 comprises multiple records, each record being 
associated With a particular player, as identi?ed by a player 
identi?cation (ID) number 710. The ?elds Within each 
record include player identi?cation (ID) number 710, Social 
Security number 712, name 714, address 716, telephone 
number 718, credit card number 720, credit balance 722, 
accumulated complimentary points 724, Whether the player 
is a hotel guest 726, and player status rating 728. Having 
information related to one ?eld, such as player ID 710, 
alloWs the gaming server 106 to retrieve all information 
stored in corresponding ?elds of that player record. 

[0044] Various systems for facilitating such monitoring 
are contemplated. For example, a tWo-Wire system such as 
one offered by International Gaming Systems (IGT) may be 
used. Similarly, a protocol such as the IGT SASTM or 
SuperSASTM protocol may be used. The SASTM and Super 
SASTM protocols alloW for communication betWeen gaming 
machines and slot accounting systems and provide a secure 
method of communicating all necessary data supplied by the 
gaming device to the online monitoring system. One aspect 
of the SASTM and SuperSASTM protocols that may be 
bene?cial in implementing aspects of the present invention 
are the authentication function Which alloW operators and 
regulators to remotely interrogate gaming devices for impor 
tant memory veri?cation information, for both game pro 
grams, and peripheral devices. In another example, a one 
Wire system such as the OASISTM System offered by 
Aristocrat TechnologiesTM or the SDS slot-?oor monitoring 
system offered by Bally Gaming and SystemsTM may be 
used. Each of the systems described above is an integrated 
information system that continually monitors slot machines 
and customer gaming activity. Thus, for example, any one of 
these systems may be used to monitor a player’s gaming 
activity in order to determine player outcomes, coin-in 
statistics, Win/loss statistics and/or any other data deemed 
relevant. 

[0045] Turning back to FIG. 1, the gaming netWork 100 
may have a data storage device 124 for storing the player 
database 144 as Well as storing other types of data in a 
number of databases. Examples of such databases include, 
but are not limited to, (i) a netWork con?guration database 
147 that stores information related to one or more netWork 

devices 101 With Which the gaming server 106 is operable to 
communicate, (ii) a games database 146 that stores game 
softWare for a plurality of games playable on and/or doWn 
loadable to one or more gaming devices 102, (iii) a param 
eters database 145 for storing game play related parameters, 
(iv) a player database 144 to store player data, and (iv) a 
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recon?guration database 148 for determining conditions 
under Which game play is altered including instructions for 
altering game play. 

[0046] It is to be understood that because the gaming 
devices 102 are in communication With the gaming server 
106, information stored in a gaming device 102 may be 
stored in the gaming server 106 and vice versa. Thus, for 
example, in an alternate embodiment, the gaming device 
102, rather than the data storage device 124 may store one 
or more of these databases. In other embodiments, some or 
all of these databases may be partially or Wholly stored in 
another device, such as in a peripheral device server 112, 
kiosks 110, the gaming server 106, other gaming devices 
102, etc. 

[0047] It Will be understood by one of ordinary skill in the 
art that (i) alternative database structures to those described 
herein may be readily employed; and (ii) other memory 
structures besides databases may be readily employed. Any 
schematic illustrations and accompanying descriptions of 
any sample databases presented herein are illustrative 
arrangements for stored representations of information. Any 
number of other arrangements may be employed besides 
those suggested by the tables shoWn. 

[0048] Similarly, any illustrated entries of the databases 
represent exemplary information only; those skilled in the 
art Will understand that the number and content of the entries 
can be different from those illustrated herein. Further, 
despite any depiction of the databases as tables, other 
formats (including relational databases, object-based models 
and/or distributed databases) could be used to store and 
manipulate the data types described herein. LikeWise, object 
methods or behaviors of a database can be used to imple 
ment the processes described herein. In addition, the data 
bases may, in a knoWn manner, be stored locally or remotely 
from a device, that accesses data in such a database. 

[0049] With the communication netWork 104 and access 
to data from the data storage device 124, the gaming server 
106 may be operable to con?gure (or recon?gure) a gaming 
device 102 remotely, update softWare stored on a gaming 
device 102 and/or to doWnload softWare or softWare com 
ponents to a gaming device 102. For example, a database 
(e.g., a payout or probability database) stored in the memory 
of gaming device 102 may be altered, modi?ed, or updated 
remotely, hot ?xes may be applied to softWare stored by the 
gaming device 102, and/ or neW versions of softWare may be 
doWnloaded to the gaming device. Similarly, the gaming 
device 102 may be programmed to retrieve any or all such 
updates from another device. 

[0050] Gaming server 106 may be programmed (e.g., With 
program 117) to perform any or all of the above functions 
based on, for example, an occurrence of an event (e.g., a 
scheduled event), satisfying a condition, receiving an indi 
cation from a quali?ed casino employee and/or other person 
(e.g., a regulator), receiving a request from a player, and/or 
the satisfaction of a condition stored in a recon?guration 
database 148. 

[0051] The capability of the gaming server 106 to recon 
?gure the gaming device 102 can be extended to recon?g 
uring a gaming device 102 When a predetermined condition 
is satis?ed. In this embodiment, the gaming device 102 
essentially comprises a thin client device controlled by the 
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garning server 106. The gaming server 106 may determine 
game outcomes for each of the gaming devices 102 and 
download those game outcomes (including associated 
graphics and audio data in some embodiments) to the 
gaming device 102. Multiple instances of the same game 
may be doWnloaded to different players on different garning 
devices (i.e., the same game on the server 106 may be 
producing different game outcomes for different players 
playing at the same time at different garning devices). 

[0052] Referring noW to FIG. 2, illustrated therein is one 
embodiment of a gaming device 200. The gaming device 
200 may be an embodiment of a gaming device 102 shoWn 
in FIG. 1. The gaming device 200 has a CPU 210, Which is 
communication With the communication netWork 104 of 
FIG. 1 through a netWork interface board 250. The netWork 
interface board 250 provides a communication path from the 
gaming device 200 to gaming server 106 through the gaming 
netWork 100. Thus, as discussed in detail beloW, information 
can be communicated betWeen the gaming device 200 
through its CPU 210 to the gaming server 106. In addition, 
the player-tracking device 260 and its associated player 
interface 264 (e.g., keypad) Which is also in communication 
With the gaming device’s CPU 210, may provide a commu 
nications link betWeen the player and the gaming device 200 
or even the gaming server 106 through the gaming device’s 
200 CPU 210. 

[0053] It should be noted that although the gaming device 
200 communicates With the server 106, such communication 
is not necessary to recon?gure the gaming device in 
response to satisfying a predetermined condition. HoWever, 
such communications may be useful for augmenting stan 
dard garning device data processing functions such as 
accounting and player-tracking. 
[0054] With respect to gaming operations, the gaming 
device 200 operates in a conventional manner. The player 
starts the gaming device 200, for example, by inserting a 
coin into the coin acceptor 248 or a bill into the bill validator 
249. A starting controller 222 may initiate operation of the 
gaming device 102 to produce a random game outcome. 

[0055] The gaming device 200 contains a Central Process 
ing Unit (CPU) 210 that executes instructions of a program 
214 stored in Read Only Memory (ROM) 216 for playing 
the gaming device 200. The CPU 210 performs instructions 
of the program 214 and thereby operates to perform in 
accordance With the methods described in detail herein. The 
program 214 may be stored in a compressed, uncompiled, 
and/ or encrypted format. The program 214 furthermore 
includes program elements that may be necessary, such as an 
operating system, a database management system and 
“device drivers” for alloWing the processor to interface With 
computer peripheral devices. 
[0056] According to one embodiment, the instructions of 
the program may be read into a main memory (e. g., Random 
Access Memory (RAM) 218) from another computer-read 
able medium such as from a ROM 216. The system bus 
carries the data to main memory, from Which the CPU 210 
retrieves and executes the instructions. The instructions 
received by main memory may optionally be stored in 
memory either before or after execution by the CPU 210. 
RAM 218 may also temporarily store information commu 
nicated to it by the CPU 210 during game play. 

[0057] Execution of sequences of the instructions in pro 
gram 214 causes CPU 115 to perform the process steps 
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described herein. In alternate embodiments, hard-Wired cir 
cuitry may be used in place of, or in combination With, 
softWare instructions for implementation of the recon?gu 
ration process. Thus, the various embodiments are not 
limited to any speci?c combination of hardWare and soft 
Ware. 

[0058] The CPU 210 and the memory 216 and 218 may 
each be, for example: (i) located entirely Within a single 
computer or other device; or (ii) connected to each other by 
a remote communication medium, such as a serial port 
cable, telephone line, or radio frequency transceiver. In one 
embodiment, the gaming device 200 may comprise one or 
more devices that are connected to a remote server for 

maintaining databases. 
[0059] Under control of a program stored, for example 
ROM 216, the CPU 210 initiates the RNG 220 to generate 
a random number. The random number generator 220, in 
accordance With at least one embodiment, may generate data 
representing random or pseudo-random values (referred to 
as “random numbers” herein). 

[0060] The random number generator 220 may generate a 
random number, for example, every predetermined unit of 
time (e.g., every thousandth of a second) or in response to 
an initiation of a game on the gaming device 102. In the 
former embodiment, the generated random numbers may be 
used as they are generated (e.g., the random number gen 
erated at substantially the time of game initiation is used for 
that game) and/or stored for future use. A random number 
generated by the random number generator 220 may be used 
by the CPU 210 to determine, for example, at least one of an 
outcome and payout. 

[0061] A random number generator 220, as used herein, 
may be embodied as a secondary processor, separate from 
but Working in cooperation With the CPU 210. Alternatively, 
the random number generator 220 may be embodied as an 
algorithm, program component, or softWare program stored 
in the memory of the gaming device 200 and used to 
generate a random number. Note that, although the genera 
tion or obtainment of a random number is described herein 
as involving a random number generator 220 of a gaming 
device 200, other methods of determining a random number 
may be employed. 
[0062] For example, a gaming establishment may obtain 
sets of random numbers that have been generated by another 
entity. For example, there are services that provide random 
numbers that have been generated by timing successive pairs 
of radioactive decays detected by a Geiger-Muller tube 
interfaced to a computer. 

[0063] As Would be understood by one of ordinary skill in 
the art, a random number generator 220 may be stored in a 
device other than a gaming device 200. For example, in 
some embodiments, a gaming device 200 may receive 
random numbers and/ or any other data related to the random 
or pseudo-random determination of an outcome from a 
separate device, such as the gaming server 106 shoWn in 
FIG. 1. In fact, the gaming server 106 (and/or the data 
storage device 124) may contain not only the random 
number generator 220, but also the probability and pay table 
databases necessary to determine a Winning game outcome, 
and the payout aWard for such a Winning game outcome. 
This arrangement might be implemented in a thin-client type 
garning device (i.e., a dumb terminal or smart-enough ter 
minal). 
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[0064] It should be noted that such embodiments may be 
advantageous in environments or jurisdictions Wherein the 
“central determination” of outcomes is required by regula 
tion or otherwise preferred. Thus, for example, outcomes 
may be determined centrally by a game server, and then 
propagated (e.g., electronically) such that indications of the 
outcomes may be vieWed using one or more gaming devices 
(e.g., “Class H” gaming devices, “thin-client” gaming 
devices in a server-based “Class III” gaming architecture, 
Video Lottery Terminals, and so on). 

[0065] The CPU 210 as shoWn in FIG. 2 looks up the 
generated random number in a stored probability database 
226, Which contains a list that matches random numbers to 
corresponding game outcomes to determine a game outcome 
based on the generated random number. 

[0066] A probability database 226 may be stored in the 
gaming device’s 200 ROM 216 or in any other data storage 
device. The data stored therein may include a number of 
exemplary records or entries, each de?ning a random num 
ber. Those skilled in the art Will understand that the prob 
ability database may include any number of entries. The 
tabular representation may also de?ne ?elds for each of the 
entries or records. The ?elds may specify: (i) a random 
number (or range of random numbers) that may be generated 
by the random number generator 220; and (ii) an outcome 
that indicates the one or more indicia comprising the out 
come that corresponds to the random number of a particular 
record. These indicia comprise the game outcome that is 
then displayed to the player in the primary video display 
234. 

[0067] The indicia representing the game outcome may 
comprise cards from a card deck displayed on the video 
display on a video poker gaming device. For example, the 
book “Winning at Slot Machines” by Jim Regan (Carol 
Publishing Group Edition, 1997) illustrates examples of 
payout and probability tables and hoW they may be derived. 
The entirety of this book is hereby incorporated by reference 
herein for all purposes. 

[0068] Based on the identi?ed game outcome, the CPU 
210 locates the appropriate payout in a stored payout data 
base 228. The payout database 228 may be stored in the 
gaming device’s 200 RAM 218 (alternatively, the payout 
database may also be stored in any other data storage 
device). 
[0069] A payout database 228 may store a number of 
entries associated With each possible game outcome repre 
sented by the indicia determined by the probability table. 
The tabular representation de?nes ?elds for each of the 
entries or records. The ?elds specify: (i) an outcome, Which 
indicates the one or more indicia comprising a given out 
come, and (ii) a payout that corresponds to each respective 
outcome. The outcomes may be those obtained from Win 
ning game outcomes typically obtainable on a video poker 
gaming device (e.g., royal ?ush, straight ?ush, straight, 
four-of-a-kind, full house, tWo pair, three-of-a-kind, and 
pair). With the payout database 228, the payout amount of 
any Winning game outcome can be determined. 

[0070] The described entries of the probability database 
226 and the payout database 228 represent exemplary infor 
mation only; those skilled in the art Will understand that the 
number and content of the entries can be different from those 
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illustrated herein. Further, despite any description of the 
databases as tables, an object-based model could be used to 
store and manipulate the data types and likeWise, object 
methods or behaviors can be used to implement the pro 
cesses described herein. 

[0071] In addition to determining a game outcome, the 
CPU 210 controls a variety of peripheral devices associated 
With the gaming device that may be used to assist the player 
in making Wagers and receiving payouts. The CPU 210 is 
operable to communicate (e.g., via a protocol such as GDS) 
With these various peripheral devices associated With the 
gaming device 102. 

[0072] The folloWing is a description of some of these 
peripheral devices that are available in gaming devices 200. 
These peripheral devices may be classi?ed as either input 
devices (e.g., player to gaming device), output devices (e.g., 
gaming device to player), or interface devices that have both 
input and output type characteristics. It should be under 
stood that not all of the peripheral devices are necessary, and 
further, that the peripheral devices may be used in any 
combination, including using a plurality of the same periph 
eral device in a single gaming device 200. 

[0073] Some examples of input devices include Wager 
acceptors, for initiating game play on the gaming device 
200, such as the coin acceptor 248. A coin acceptor 248 is 
coupled to the CPU 210. Each coin received by the coin 
acceptor 248 is registered by the CPU 210. A hopper 
controller 240 is connected to a hopper 242 for dispensing 
the collected coins When a Winning game outcome occurs. In 
addition, When the player requests to cash out by pushing a 
cash out button (not shoWn) on the gaming device 200, the 
CPU 210 checks the RAM 218 to see if the player has any 
credit and, if so, signals the hopper controller 240 to release 
an appropriate number of coins into a payout tray (not 
shoWn). 
[0074] Another type of Wager acceptor is the bill/ticket 
validator 249. The bill/ticket validator accepts either paper 
currency or ticket vouchers. This ticket voucher operates 
similar to cash and is generally accepted by most gaming 
devices 200 in the gaming establishment With a bill/ticket 
validator 249. 

[0075] The voucher is printed by a ticket printer 232 
located in the gaming device 200. For example, When a 
player cashes out, instead of accepting payment in coin, the 
player may request a ticket voucher. The credit balance on 
the credit balance meter of the gaming device 200 is 
indicated on the ticket voucher. The ticket voucher generally 
contains a barcode and other legible indicia that indicates the 
gaming establishment and the monetary value of the 
voucher. 

[0076] The barcode on the voucher is machine-readable by 
the bill/ticket validator 249. The player simply inserts the 
voucher (as the player Would for paper currency) into the 
bill/ticket validator 249 and the value of the voucher is 
determined. The gaming device 200 communicates With a 
gaming server 106 (shoWn in FIG. 1) that manages the 
accounting associated With such ticket-in/ticket-out transac 
tions (e.g., to track the issuance, redemption and expiration 
of such vouchers). An example of such ticket-in/ticket-out 
technology, the EZ PAY system, is manufactured by Inter 
national Gaming Technology, headquartered in Reno, Nev. 
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The monetary value of the voucher is displayed on the 
gaming device’s credit meter and is available for Wagering. 
Other forms of payment may be available including the use 
of credit cards, debit cards, etc. to make Wagers. 

[0077] Also in communication With the CPU 210 is a 
player-tracking device 260. The CPU 210 is in turn in 
communication With a server 106 (shoWn in FIG. 1) that 
contains the player database 144. The player-tracking device 
260 has a card reader 266 as shoWn in FIG. 2, Which accepts 
a player-tracking card for reading player-identifying infor 
mation stored on a player-tracking card (e.g., a player 
identi?cation (ID) number). Although not so limited, the 
player-tracking card of the present embodiment stores the 
player ID on a magnetic strip located thereon. Alternatively, 
any player identifying indicia may be used, including bio 
metric indicia. 

[0078] The player-tracking device 260 has a player-track 
ing display 262 and a player interface 264 that alloWs the 
gaming device 200 and/or server 106 to communicate With 
the player. The player interface 264 may include a keypad 
and/or a touch-screen display. The player-tracking device 
260 may be used to not only track player Wagering, but also 
used to specify conditions and instructions for the recon 
?guration of gaming device 200. 

[0079] Other examples of input devices that facilitate 
game play include the pushbutton panel 275. The pushbutton 
panel 275 alloWs the player to make various choices includ 
ing Wager amounts and games selections. The gaming 
device 200 also includes a series of bet buttons 272, 274, 
276. The bet buttons include “Bet 1 coin”272, “Bet 2 
coins”274, and “Bet 3 coins”276. The bet buttons 272, 274, 
276 are coupled to the CPU 210. Therefore, pressing one 
transmits a signal to the CPU 210 indicating hoW much a 
player is Wagering on a given play. Other examples of input 
devices include keypads, microphones, video camera, etc. 
may be in communication With the CPU 210 or With the 
player-tracking device 260. 

[0080] The CPU 210 may also be operable to communi 
cate With various output devices. In some embodiments, an 
output device comprises a game display. The primary video 
display 234 may comprise, for example, one or more display 
screens or areas for outputting information related to game 
play on the gaming device 200, such as a cathode ray tube 
(CRT) monitor, liquid crystal display (LCD) screen, and/or 
light emitting diode (LED) screen. 

[0081] In one or more embodiments, a gaming device 200 
may comprise more than one game display. For example, a 
gaming device 200 may comprise an LCD display for 
displaying electronic reels (or card hands in the case of a 
video poker gaming device) (e.g., a primary video display 
234) and a display area that displays rotating mechanical 
reels. 

[0082] Altemately, a gaming device 200 may have a video 
display 234 for the outcome of a primary game played on the 
gaming device and a secondary video display 238 may 
display rules for playing a game of the gaming device, the 
outcome of secondary games played in conjunction With the 
primary game, and various other games being offered to a 
player (e.g., a selectable list of the “top 10” games in tems 
of coins paid out in the past hour is constantly refreshed and 
displayed in a secondary area). 
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[0083] The CPU 210 may also be in communication With 
one or more other output devices. Such devices may com 
prise, for example, a primary video display 234 through a 
video controller 230, an audio speaker 282 through an audio 
processor 280; headphones; an infrared transmitter; a radio 
transmitter; an electric motor, etc. The CPU 210 may also be 
in communication With a Wireless handheld gaming device 
120 (shoWn in FIG. 1) that may receive in some embodi 
ments game outcomes from gaming device 200. 

[0084] Another type of output device is required to pay off 
Winning game outcomes. For example, the coin hopper 242 
may pay out coins from the gaming device or a ticket 
voucher may be provided for a Winning game outcome. In 
yet another example, the gaming device 200 may credit a 
monetary amount to a ?nancial account (not shoWn) asso 
ciated With a player as a pay out provided to a player. The 
?nancial account may be, for example, a credit card account, 
a debit account, a charge account, a checking account, or a 
casino account (e.g., an account from Which the player may 
access cashable and/or non-cashable funds using a player 
tracking card or smart card). 

[0085] A gaming device 200 may also include a touch 
screen 235 and a touch screen processor 236 associated With 
a primary video display 234. The touch screen 235 and touch 
screen processor 236 may be operable to communicate With 
a video controller 230 of the primary video display 234 and 
a CPU 210. Thus, a player may be enabled to indicate 
decisions or choices by touching the touch screen 235 in the 
appropriate places. 
[0086] The primary video display 234 may operate in 
conjunction With the video controller 230 in the CPU 210 to 
produce multiple separate images on the gaming device 200. 
Each of these separate images may originate from a separate 
and independent video signal. This provides signi?cant 
?exibility in using a single primary video display 234 to 
display a plurality of separately and independently acquired 
images. 
[0087] For example, turning to the gaming netWork ?oW 
diagram of FIG. 1, each image may be acquired from a 
separate gaming device 102 on the gaming netWork 100 as 
shoWn in the How diagram of FIG. 1. As a result, the player 
is able to simultaneously vieW the operation of a plurality of 
gaming devices 102 in real-time. These images, for example, 
may be “screen shots” of the game outcomes received on 
these gaming devices 102. In addition to the images acquired 
from gaming devices 102 in the gaming netWork 100, the 
gaming device 102 that displays the plurality of images may 
also display its oWn game outcomes. These screen shots may 
be provided in real-time or on a live basis. 

[0088] Turning to FIG. 3, an orthographic vieW of a 
gaming device 300 is presented, in accordance With one 
example embodiment. The gaming device 300 may com 
prise, in one embodiment, for example, gaming device 200 
(FIG. 2) and/or a gaming device 102 (FIG. 1). Anumber of 
peripheral components are visible on the gaming device 300 
and are explained beloW from the vieW of a Wagering player. 

[0089] A gaming device 300 may comprise a display area 
in Which a game outcome is displayed to the player. The 
display area may, for example, be a video display 338 that 
displays graphical representations of reels or other indicia 
used to indicate a game outcome. The display area may, in 
another example, be glass behind Which are located 
mechanical reels. 
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[0090] A player desiring to Wager on gaming device 300 
may ?rst present a player-tracking card to the player 
tracking device 360 associated With gaming device 300 to 
accrue player loyalty points. The gaming device 300 has tWo 
Wager acceptorsia coin acceptor 348 and a bill/ticket 
acceptor 349. The Wager is registered on the credit meter 
388. Once a Wager has been placed, the player can start the 
gaming device 300 With the pull handle 390. The game 
outcome is shoWn on the primary video display 334. 

[0091] A secondary video display is also available to 
present additional player or game information. To increase 
the display capability of the gaming device 300 even further, 
video display 334 and/or 338 may be con?gured to provide 
a plurality of separately and independently obtained video 
images on a single video display. An example of such a 
technique is commonly knoWn as picture-in-a-picture 1000 
as shoWn in FIG. 10. Pictures may overlap or be displayed 
separately. Some images may be ghosted or semi-transpar 
ent and overlap. Overlapped images may form a single 
image. 

[0092] In other gaming device 300 embodiments, the 
primary video display 334 may be a set of mechanical reels 
to display a game outcome. 

[0093] Finally, the slot machine may comprise a coin tray 
342. Payment to the player may be rendered by dispensing 
coins into the coin tray. Such coins may be dispensed based 
on, for example, a player’s indication that the player Would 
like to cash out his credit meter balance and/or a payout 
obtained by a player as a result of playing a game on the 
gaming device 300. 

[0094] Recon?guration 
[0095] The communication netWork 104 of FIG. 1 alloWs 
any combination of database structures in either the gaming 
server 106 or the gaming device 102 to be implemented to 
effect the recon?guration of the gaming device. For 
example, turning to FIG. 1, the gaming server 106 may 
trigger the recon?guration of gaming device 102 based on 
the parameters database 145 and the recon?guration data 
base 148 through the communication network 104. The 
server 106, in some embodiments, may act to recon?gure a 
gaming device 102 by accessing databases in the data 
storage device 124 to monitor the status of parameters and 
determine the validity of active conditions that may trigger 
recon?guration. 

[0096] If the triggering condition is satis?ed, the gaming 
server 106 implements the recon?guration to alter game 
play. When the recon?guration is triggered, the gaming 
device 102 is instructed by the server 106 to recon?gure in 
a speci?ed matter. The gaming device 102 receives the 
instruction from the server 106 and either automatically 
implements the game for the player, or o?fers the player an 
opportunity to accept or reject (or even ignore) the recon 
?guration o?fer. To ensure timely implementation, the gam 
ing server 106 may update the parameters database 145 
continuously, collecting data from both gaming devices 102 
and players, to insure that When speci?ed conditions are 
satis?ed, instructions to change game play are triggered. 

[0097] The gaming server 106 may also be available to 
con?gure a gaming device 102 to receive game outcomes 
from another gaming device in the gaming network 100. 
Furthermore, the gaming server 106 may have the capability 
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to locate a particular player on a gaming device 102, 
determine the game outcomes received by the player on that 
gaming device, and provide these game outcomes to another 
player on a different gaming device. 

[0098] All of the above methods to receive game out 
comes from a variety of gaming devices 102 on the gaming 
netWork 100 demonstrate the capability of the gaming server 
106 in conjunction With the communication netWork 104 to 
implement gaming device recon?guration. 

[0099] Alternatively, the gaming device 102 in the gaming 
netWork 100 shoWn in FIG. 1 may be implemented With the 
database con?guration shoWn in the block diagram of FIG. 
2. The gaming device 200 in this embodiment does not 
require the support of gaming server 106 to trigger the 
recon?guration of the gaming device. For example, one or 
more embodiments may be practiced on a stand-alone 
gaming device 200. In such an embodiment, any functions 
described as performed by the gaming server 106 or data 
described as stored on the server may instead be performed 
or stored on the gaming device 200. In another embodiment, 
the gaming device 200 may be part of a gaming netWork, but 
still trigger and control the recon?guration process. 

[0100] The databases required for recon?guration stored 
in the data storage device 124 and accessible to the gaming 
server 106 in one embodiment shoWn in FIG. 1 may need to 
be accessed by a standalone gaming device. To be indepen 
dent of the gaming server 106, these databases may be stored 
in the gaming device 200 (e.g., the data storage device 224) 
as shoWn in FIG. 2. In addition to the probability database 
226 and the payout database 228, the recon?guration data 
base 229 and the parameters database 246 may be stored in 
the gaming device 200 to implement recon?guration. This 
alloWs gaming device 200 as shoWn in FIG. 2 to trigger the 
recon?guration, separately and independently of the gaming 
netWork of FIG. 1 Of course, as described above, any or all 
of the databases described herein may alternately or addi 
tionally be stored by server 106. 

[0101] The gaming device 200 may monitor a set of 
parameters that may be used to validate the predetermined 
condition. For example, a parameters database 246 may be 
maintained by the gaming device 200 (and/or server 106) to 
record game play statistics. This database is continuously 
updated to track values of speci?c parameters occurring With 
respect to the gaming device 200, other gaming devices, 
players, and other events occurring on the gaming netWork 
100. These parameters may be represented as values, such 
that a recon?guration of the gaming machine 200 can be 
triggered based on the satisfaction of a predetermined con 
dition (e.g., a parameter reaches a certain value such as 10 
consecutive Wins occur on a second gaming machine). 

[0102] These tracked parameters may be either speci?c to 
the gaming device 200 or speci?c to other gaming devices 
on the gaming netWork 100, speci?c to one more players 
currently playing, are speci?c to other netWork devices 101 
on the gaming netWork 100. The statistics may include 
Win/loss ratios, maximum consecutive games lost, Wager 
amounts, speeded game play, etc. 

[0103] A recon?guration database 229 may also be main 
tained to store the conditions and instructions for changing 
game play. The recon?guration database 229 includes a 
condition that triggers the implementation of an instruction 




























