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GAMING DEVICE HAVING A THREE 
DIMENSIONAL DISPLAY DEVICE 

PRIORITY CLAIM 

[0001] This application is a continuation of, claims priority 
to and the bene?t of Us. patent application Ser. No. 10/213, 
626, ?led on Aug. 6, 2002, the entire contents of Which are 
incorporated herein. 

COPYRIGHT NOTICE 

[0002] A portion of the disclosure of this patent document 
contains or may contain material Which is subject to copyright 
protection. The copyright oWner has no objection to the pho 
tocopy reproduction by anyone of the patent document or the 
patent disclosure in exactly the form it appears in the Patent 
and Trademark O?ice patent ?le or records, but otherWise 
reserves all copyright rights Whatsoever. 

BACKGROUND OF THE INVENTION 

[0003] The present invention relates in general to a gaming 
device, and more particularly to a gaming device having a 
three dimensional display device. Contemporary gaming 
devices such as slot machines, video poker machines, video 
blackjack machines and video keno machines, include dis 
play devices Which generate tWo-dimensional images such as 
visual representations of symbols, characters and other game 
related images Which appear in primary games, secondary 
games, help screens, attract modes and other displays of the 
gaming devices. 
[0004] Certain knoWn gaming devices generate three 
dimensional images using traditional perceived-type or vir 
tual three dimensional display devices. The virtual three 
dimensional images involve shading and highlighting tech 
niques as Well as perspective techniques for selectively posi 
tioning different parts of images to create the perception of 
depth. These virtual three dimensional image creating tech 
niques cause the human eye to perceive a depth in the image 
When in fact there is no real depth because the images are 
physically displayed in a single plane on a single display 
screen. 

[0005] Certain knoWn gaming devices have attempted to 
generate more realistic appearing virtual three dimensional 
representations by using beam splitters and parallel mirrors. 
Some of the disadvantages of such techniques are the rela 
tively large space in the gaming device required to house 
beam splitters and mirrors, and the relatively small ?eld of 
vieW available to a player. Accordingly, there is a need for a 
gaming device Which generates three dimensional images 
Which are formed in three actual dimensions and Which pro 
vides three dimensional images in a suitably siZed gaming 
device. 
[0006] In addition, though most gaming devices include 
one display device, some include tWo display devices such as 
an upper display and a loWer display or side by side displays 
to provide tWo different displays to a player. The gaming 
devices use these multiple display devices to provide different 
information to the player or difference games to the player. 
Use of the upper and loWer or side by side display devices 
may for certain players be inconvenient or distracting because 
the multiple screens require a player to change his or her line 
of sight from one display device to another. Accordingly, 
there is need for a gaming devices Which includes one display 
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device Which enables a player to simultaneously vieW differ 
ent images on different screens by looking at and through 
only one display screen. 

SUMMARY OF THE INVENTION 

[0007] The present invention overcomes the above short 
comings by providing a gaming device Which has a display 
device Which includes a plurality of aligned display surfaces, 
members or screens Which produce three dimensional 
images. One embodiment of the display device of the present 
invention includes a plurality of such as tWo co-acting aligned 
display screens Which form a single display device. In one 
embodiment, one or more of the display surfaces, members or 
screens have at least one vieWing surface Which is or has the 
capacity to be see-through and preferably is transparent. The 
display surfaces, members or screens are primarily referred to 
herein as display screens. In one embodiment, the display 
screens are separated by a predetermined distance to facilitate 
the creation of images having various depths. Different parts 
of the three dimensional image are displayed simultaneously 
on the different display screens. The three dimensional image 
has actual x, y and Z coordinates or dimensions. The Z-dimen 
sion is the depth or distance Which separates the display 
screens. This display device also is adapted to simultaneously 
display different images on different screens to provide infor 
mation to the player in the player’s line of site. 
[0008] More speci?cally, each display screen provides a 
vieWing surface or face, or any suitable medium for display 
ing one or more images (partial or Whole) to a player. Each 
display screen is adapted to display portions of the image, 
images or different images to create the three-dimensional 
images. Such images thus have actual or physical dimensions 
(i.e., the images have a Width, height and an actual depth 
because of the distance betWeen the different images or parts 
of the image(s) on different display screens). The Width and 
height are measured along the x-axis and y-axis on the vieW 
ing surfaces or faces of the display screens. The depth is 
measured along the Z-axis Which extends through multiple 
display screens along a line Which is generally perpendicular 
to the facial planes of the display screens. 
[0009] In one embodiment, the gaming device of the 
present invention includes a cabinet or other suitable housing 
Which houses the display device, a touch screen sensor, and a 
processor connected to a memory device and adapted to con 
trol the operation of the gaming device, including player 
controls, input devices and the display device. The cabinet 
can include any suitable frame Which supports the display 
device and the other conventional mechanical and electrical 
components of the gaming device. 
[0010] As indicated above, the display device of one 
embodiment of the present invention, Which is adapted to 
receive signals from the processor and to generate and display 
images to a player, includes a plurality of display screens 
Which each generate certain images or portions of images. In 
one embodiment, the display device includes tWo display 
screens, including a ?rst, frontmost or exterior display screen 
and a second, underlying or interior display screen. The tWo 
display screens are mounted, oriented and aligned Within the 
cabinet in such a manner that at least one and preferably a 
plurality of lines of sight intersect both of the vieWing sur 
faces or faces of the display screens. 

[0011] In one embodiment, a predetermined distance “D” 
separates the display surfaces of the tWo display screens. It 
should be appreciated that the display screens can be posi 
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tioned, mounted or stacked With a distance separating the 
display surfaces and no distance or space separating the dis 
play screens. 
[0012] The display screens are preferably positioned in 
different planes Which are parallel to one another. However, it 
should be appreciated that the display screens can be posi 
tioned in planes Which are not parallel to one another, pro 
vided that at least one (and preferably a plurality) of lines of 
sight intersect the display surfaces of the plurality of the 
display screens. Also, the display screens are preferably sub 
stantially ?at, although it should be appreciated that the dis 
play screens can have any suitable shape, such as concave and 
convex shapes and non-uniform shapes. 
[0013] The tWo display screens co-act to display one or 
more three-dimensional images to the player each comprising 
a plurality of images and in particular at least one image on 
each screen. The display screens may also co-act to display a 
three dimensional image by separately displaying different 
parts of the Whole image or the display screens. In this 
embodiment, the frontmost display screen displays one part, 
portion or section of the three-dimensional image and the 
underlying display screen displays another part, portion or 
section of the three-dimensional image. As a result, the gam 
ing device displays a three-dimensional representation of the 
Whole image to the player. This representation is formed in 
three physical or actual dimensions: an x-dimension and y-di 
mension on the exterior display screen and an x-dimension 
and y-dimension on the interior display screen. The represen 
tation of the depth or Z-dimension of the image is at least 
partially dependent upon or based upon the distance D Which 
separates the tWo display screens and the x-dimension and 
y-dimensions on each of the display screens. In a further 
embodiment, both of the display screens can display virtual 
three dimensional images, thereby providing a multi-dimen 
sional image. It should be appreciated that other variations 
and combinations of variations of displaying images, parts of 
images, and multiple images are contemplated by the present 
invention. 
[0014] The depth Which a player sees in the three dimen 
sional image or representation is the actual depth D. The 
gaming device of the present invention can also cause a player 
to perceive a depth Which is based upon or derived from the 
actual depth D. For example, the gaming device processor can 
multiply the depth D by a factor to generate a perceived depth 
Which is greater than or less than the actual depth D. In one 
such embodiment, the x-dimension and y-dimensions on one 
or all of the display screens can be modi?ed to change the 
apparent depth of the image as seen by the player. 
[0015] In another embodiment of the gaming device of the 
present invention, the display device includes a ?rst, front 
most or exterior display screen, a second, central or interme 
diate display screen and a third, backmost or interior display 
screen. In this embodiment, each display screen can display 
one or more different images. The frontmost display screen 
and the intermediate display screen preferably have or pro 
vide transparent translucent portions. When a player vieWs 
the display through the frontmost display screen, the player 
sees a displayed image Which includes representations in 
three actual dimensions. The depth of the image depends in 
part upon Which display screen is used to display the parts of 
the particular image and spacing of the screens. 
[0016] As indicated above, it should be appreciated that the 
images generated on each display screen can also be virtual 
three dimensional images, as Well as tWo-dimensional 
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images. The gaming device can display such virtual three 
dimensional images on one or more of the display screens. 
The gaming device of the present invention can use these 
images to generate any suitable combination of virtual and 
actual three dimensional images. The gaming device of the 
present invention can also use both of these types of three 
dimensional representations to generate a single three-dimen 
sional image. 
[0017] In addition to the three dimensional function of the 
gaming device, the gaming device of the present invention 
can also use the display device to display different images on 
the different display screens Which a player can simulta 
neously vieW by looking at and thus through at least the 
exterior display screen. In one example, the exterior display 
screen displays a video reel image on one portion of the 
frontmo st display screen While the other portions of the exte 
rior display screen are transparent. The interior display screen 
displays a paytable image and a background image. When the 
frontmost display screen and the underlying display screen 
both display their images simultaneously, the player can 
simultaneously vieW the overall graphical representation or 
display of the reel image, paytable image and background 
image. 
[0018] In another example, the gaming device generates a 
game image on the exterior display screen and a ?ashing 
translucent image on the interior display screen. The game 
image could, for instance, be reels or one or more Wheels, and 
the underlying ?ashing image could be a payline or a symbol 
or message Which provides a player With helpful information 
such as a hint for playing the game. In operation, the player 
could play the game While periodically vieWing the ?ashing 
image Without having to change his or her line of sight or 
having to independently request such information. In a simi 
lar embodiment, a background such as a dealer could be 
displayed on the interior display screen and cards could be 
displayed on the exterior display screen. This provides the 
player With a three dimensional vieW of the card game. 
[0019] In one embodiment of the gaming device, the dis 
play device includes a pressure sensitive touch screen. This 
touch screen detects or senses pressure and also varying 
degrees of pressure applied by a player to the touch screen. 
This pressure is generally applied by the player substantially 
along the Z-axis. Using one or more programs stored Within 
the memory device, the processor of the gaming device 
enables a player to activate game elements or functions in a 
conventional manner by providing pressure to that touch 
screen. 

[0020] In one embodiment, the display screens are rela 
tively ?at and thin. For instance, in one embodiment, the 
display screen may each be an LCD panel With a light source 
(for backlighting) disposed behind the interior LCD panel. In 
another embodiment, the display device includes tWo display 
screens Which are relatively ?at and thin and backmost inte 
rior image or light source. For example, in such embodiment, 
the backmost image or light source may be a cathod ray tube 
(CRT) or other light source such as a plasma screen. 

[0021] In one embodiment of the present invention, the 
exterior display screen is alWays or has the capacity to be 
completely or partially see-through such as being translucent 
or transparent at predetermined times. The interior underly 
ing display screen can have this same capacity, or it can be 
permanently non-transparent or opaque. When the frontmo st 
display screen is transparent or translucent, a player can see 
the images displayed on the frontmost display screen as Well 
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as the images located behind the frontmost display screen and 
particularly the images displayed by the underlying display 
screen. In one embodiment, if the underlying display screen is 
also transparent or translucent, the underlying display screen 
preferably includes a background image or layer Which pre 
vents a player from seeing through the underlying display 
screen into the interior of the cabinet of the gaming device. 
[0022] In another embodiment of the present invention, a 
biometric sensor such as a camera or other suitable device is 

employed to detect the position of head player. When the 
player’s head moves (i.e., moves left, right, up or doWn) the 
images on the interior and exterior display screen shift to 
provide a visual impression to the player that the player can 
look around the object or images on the display device and 
provides an overall better sense of reality. 
[0023] It is therefore an advantage of the present invention 
to provide a gaming device having a three-dimensional dis 
play device. 
[0024] Another advantage of the present invention is to 
provide a gaming device having a display device Which 
includes multiple display screens, Wherein the exterior dis 
play screen is completely or partially transparent or translu 
cent. 

[0025] Another advantage of the present invention is to 
provide a gaming device Which displays images in three 
actual dimensions. 
[0026] Other objects, features and advantages of the inven 
tion Will be apparent from the folloWing detailed disclosure, 
taken in conjunction With the accompanying sheets of draW 
ings, Wherein like numerals refer to like parts, elements, 
components, steps and processes. 

BRIEF DESCRIPTION OF THE FIGURES 

[0027] FIG. 1A is a perspective vieW of one embodiment of 
the gaming device of the present invention, illustrating a 
touch screen, an exterior display screen, an interior display 
screen and a light source. 

[0028] FIGS. 1B and 1C are front vieWs of interior and 
exterior display screens of one embodiment of the gaming 
device of the present invention, Wherein the interior display 
screen of FIG. 1B displays a reel With symbols and the exte 
rior display screen displays the symbols of the reel. 
[0029] FIG. 1D is a front vieW ofthe tWo display screens of 
FIGS. 1B and 1C Which display the reel With the symbols in 
three dimensions. 
[0030] FIGS. 1E and 1E are front vieWs of the interior and 
exterior display screens of one embodiment of the gaming 
device, Wherein the back part of one image of a reel is illus 
trated in FIG. 1E and the front part of the image is illustrated 
in FIG. 1F. 

[0031] FIG. 1G is a front vieW of the three-dimensional 
image of the reel displayed on the tWo display screens of 
FIGS. 1E and 1F. 

[0032] FIG. 2A is an exploded front vieW of separate three 
dimensional reel images displayed by an exterior display 
screen (left side), an intermediate display screen (middle) and 
an interior display screen (right side) of one embodiment of 
the present invention. 
[0033] FIG. 2B is a front vieW of the three dimensional reel 
images and display screens of FIG. 2A Which a player sees 
When looking at and through the exterior display screen of 
FIG. 2A. 
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[0034] FIG. 3A is an exploded front vieW of a reel image on 
the interior display screen (left side) and a paytable image and 
payline image on the exterior display screen (right side). 
[0035] FIG. 3B is a perspective vieW of the reel, paytable 
and payline images on the display screens of FIG. 3A Which 
a player sees When looking at and through the exterior display 
screen of FIG. 3A. 
[0036] FIG. 4A is an exploded front vieW ofa primary set of 
reels on the exterior display screen (left side) and a secondary 
set of reels on the interior display screen (right side) of one 
embodiment of the present invention. 
[0037] FIG. 4B is a perspective vieW of the sets of reels of 
FIG. 4A Which a player sees When looking at and through the 
exterior display screen of FIG. 4A. 
[0038] FIG. 5A is a front vieW of example advertisement 
and payline on the exterior display screen (left side) and a set 
of reels on the interior display screen (right side) of one 
embodiment of the present invention. 
[0039] FIG. 5B is a perspective vieW of the reel, advertise 
ment and payline of FIG. 5A Which a player sees When 
looking at and through the exterior display screen of FIG. 5A. 
[0040] FIG. 6A and FIG. 6B are front plan vieWs of the 
interior and exterior display screens of one embodiment of the 
gaming device, Wherein the interior display screen displays of 
an image of a dealer and the exterior display screen displays 
an image of tWo cards. 
[0041] FIG. 6C is a front plan vieW of the dealer image and 
the card image displayed on the tWo display screens of FIGS. 
6A and 6B. 
[0042] FIG. 6D is a front plan vieW of a reel displayed on 
the display screens of the display device of one embodiment 
of the present invention and a player vieWing the reel. 
[0043] FIG. 6E is an exploded front plan vieWs of the 
images displayed by an exterior display screen (left side) an 
intermediate display screen (middle) and an interior display 
screen (right side) of one embodiment shoWing the reel of 
FIG. 6D displayed to the player if the player moves to the 
player’s left. 
[0044] FIG. 6F is an exploded front plan vieWs of the 
images displayed by an exterior display screen (left side) an 
intermediate display screen (middle) and an interior display 
screen (right side) of one embodiment shoWing the reel of 6D 
displayed to the player if the player moves to the player’s 
right. 
[0045] FIG. 7A is an exploded perspective vieW of an exte 
rior ?at display screen, an interior ?at display screen and a 
light source of one embodiment of the present invention. 
[0046] FIG. 7B is a perspective vieW of an exterior ?at 
display screen, an interior ?at display screen, and a cathodray 
tube light source of another embodiment of the present inven 
tion. 
[0047] FIG. 8A is a perspective vieW of the gaming device 
of one embodiment of the present invention, illustrating a 
display device Which enables a player, by looking at and 
through the exterior display screen, to vieW a display Which 
includes different images and information generated by the 
exterior display screen and the interior display screen. 
[0048] FIG. 8B is a schematic block diagram of the elec 
tronic con?guration of one embodiment of the gaming device 
of the present invention. 

DETAILED DESCRIPTION OF THE INVENTION 

[0049] Referring noW to FIGS. 1A and 8B, the gaming 
device 10 of one embodiment of the present invention 
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includes a cabinet or housing 12 Which houses a display 
device 14, touch screen 16 and a processor 132 connected to 
a memory device 134 and in communication With the display 
device and the touch screen. The processor controls the opera 
tion of gaming device 10 and, in particular, the game(s) pro 
vided by the gaming device, player inputs using the touch 
screen, other input devices and the display device 14. It 
should be appreciated that the gaming device of the present 
invention can provide the display device Without the touch 
screen 16. 

[0050] In one embodiment, the display device 14, Which, 
under the control of the processor, generates and displays 
three-dimensional images to a player, includes a plurality of 
display screens Which each are adapted to generate images or 
parts of images. In one embodiment, the display device 14 
includes at least one light source such as a back light Which 
functions With the display screens to make the images vieW 
able to the player. In the example illustrated in FIG. 1A, the 
display device 14 includes tWo display screens including a 
?rst, exterior or frontmost display screen 1811 and a second, 
interior, backmost or underlying display screen 18b. The tWo 
display screens 18a and 18b are mounted and oriented Within 
the cabinet 12 in such a manner that at least one straight line 
of sight 20 intersects both of the faces or display surfaces of 
the display screens 18a and 18b. Preferably, the screens are 
completely aligned as illustrated in FIG. 1A and provide a 
plurality of straight lines of sight Which intersect both faces of 
the display screen. A back lighting source 19 is positioned 
behind and aligned With the screens 18a and 18b. 

[0051] The tWo display screens 18a and 18b are separated 
by a predetermined distance D Which is the distance from the 
display surface of display screen 1811 to display surface of 
display screen 18b. This distance can be any suitable prede 
termined distance desired by the gaming device manufac 
turer. It should be appreciated that in one embodiment, the 
display screens can be positioned adjacent to each other such 
that only the thickness of the display screens separates the 
display surfaces Which provide three-dimensional image. In 
such case, the distance D depends on the thickness of the 
exterior display screen. 

[0052] As discussed in more detail beloW, the exterior dis 
play screen 1811 is translucent or transparent, or alternatively 
has the capacity to be translucent or transparent under the 
control of the processor. As discussed in more detail beloW, 
the interior display screen 18b can be any suitable device 
adapted to display the images. In one embodiment, the inte 
rior display screen is translucent or transparent, or has the 
capacity to be translucent or transparent. When the exterior 
display screen 1811 is transparent or translucent, a player can 
see the images displayed on the exterior display screen 1811 as 
Well as the images displayed on the interior display screen 
(i.e., by looking through the transparent exterior display 
screen). Accordingly, the present invention can display co 
acting or overlapping images to a player to enable a player to 
play a Wagering game or provide other game functions or 
game related functions. In certain embodiments, the present 
invention also provides three dimensional images Which 
comprise corresponding images on each display screen. The 
corresponding images on each display screen provide an 
image vieWable to a player Which has three actual dimensions 
based on the distance D betWeen the display surfaces of the 
display screens. In the embodiment Where the interior display 
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screen 18b is transparent or translucent, the interior display 
screen preferably includes a light source such as a back light 
source 19. 

[0053] The display screens 18a and 18b are preferably 
positioned in different but parallel planes. HoWever, it should 
be appreciated that the display screens 18a and 18b can be 
positioned in planes Which are not parallel to one another. 
Also, the display screens 18a and 18b are preferably substan 
tially ?at, although it should be appreciated that the display 
screens 18a and 18b can have any suitable shape, such as 
concave and convex shapes and non-uniform shapes. 
[0054] As illustrated in FIGS. 1B, 1C and 1D, the tWo 
display screens 18a and 18b co-act to display a three dimen 
sional image on the display device 14 such as a reel 24 of a slot 
machine. In the example illustrated in FIGS. 1B, 1C and 1D, 
the interior display screen 18b displays the image of the reel 
24 including the symbols and the exterior display screen 1811 
displays the symbols 24b. As a result, the gaming device 10 
displays a three-dimensional image of the reel 24 to the player 
as illustrated in FIG. 1D. This representation or image is 
formed in three actual dimensions. The depth or Z-dimension 
of image of the symbols is equal to or otherWise based on or 
derived from the distance D Which separates display surfaces 
of the display screens 18a and 18b. This type of three-dimen 
sional representation is relatively highly engaging and inter 
esting to players because the image of the reel and speci?cally 
symbols on the reel is actually formed or generated in all three 
dimensions. 
[0055] The depth Which a player sees in the three-dimen 
sional image or representation is the actual depth D. Although 
not shoWn, the gaming device may also cause a player to 
perceive a depth Which is based upon or derived from the 
actual depth D. For example, the gaming device can multiply 
the depth D by a numerical factor to generate a perceived 
depth Which is greater than or less than the actual depth D. It 
should be understood that the gaming device can include any 
suitable ratio of the magnitude of the depth perceived by a 
player to the magnitude of the actual distance or depth D. It is 
preferable, hoWever, that this ratio be a fractional value equal 
to or greater than one. The dimensions of the x- and y-dimen 
sions on each display screen can also be modi?ed to change 
the apparent depth as seen by the player. 
[0056] In FIGS. 1E, 1F and 1G, the display screens co-act 
to display a three dimensional image of the reel 25. In this 
example, the interior display screen 18b displays the upper 
and loWer portions 25a and 25b Which are not as close to the 
player, and the exterior display screen 1811 displays the central 
portion 250 of the reel Which Would be closer to the player. As 
a result the gaming device displays a three-dimensional 
image of reel 25 to the player as illustrated in FIG. 1G. This 
image is formed in three actual dimensions Wherein the front 
portion 250 of the reel is displayed closer on the frontmost 
screen closer to the player then the rear portions 25a and 25b 
Which are displayed on the interior display screen Which are 
further aWay from the player. The depth or Z-dimension of the 
image of the reel 25 is equal to or otherWise based or derived 
from the distance D Which separates the display surfaces of 
the display screens 18a and 18b. 

[0057] In another embodiment of the gaming device of the 
present invention illustrated in FIGS. 2A and 2B, the display 
device includes an exterior or frontmost display screen 26, a 
middle or intermediate display screen 28 and an interior or 
backmost display screen 30. The frontmost display screen 26 
displays a virtual three dimensional ?rst reel image 32 on one 
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portion of the ?rst display screen 26. All other portions of the 
?rst display screen 26 are translucent or transparent. The 
second display screen 28 displays a virtual three dimensional 
second reel image 33 on one portion of the second display 
screen 28, While all other portions of the middle display 
screen 18 are translucent or transparent. The third display 
screen 30 displays a virtual three dimensional third reel image 
34 and a background image 36 covering the entire portion of 
the backmost display screen. These three display screens 26, 
28 and 30 simultaneously display each respective image to 
enable a player to see the overall virtual three dimensional 
image of all three reels in a three-dimensional format by 
looking through the ?rst display screen 26 of the display 
device 14 as speci?cally illustrated in the FIG. 2B. 

[0058] Although it is not readily apparent by vieWing FIG. 
2B, the overall graphical representation, image or display 
(Whether still or animated) provides a relatively highly engag 
ing three-dimensional representation because the three reel 
images are formed in different planes. Speci?cally, the rep 
resentation of reel 32 being closer to the player than the reel 
33 is based upon and determined by the actual distance 
betWeen the ?rst display screen 26 and the second display 
screen 28. Similarly, the representation of the reel 33 being 
closer to the player than the reel 34 is based upon and deter 
mined by the actual distance (not shoWn) Which separates the 
second display screen 28 from the third display screen 30. 

[0059] It should be understood that the reels images shoWn 
in FIGS. 1B to 1G, 2A and 2B are merely illustrative. In these 
illustrations, by simultaneously displaying different images 
(partially or Wholly) on different display screens, the overall 
image the gaming device generates is a three-dimensional 
representation formed in the three actual dimensions. It 
should also be appreciated from these illustrations that the 
images can be tWo-dimensional images combined to create 
three-dimensional images or conventional perceived-type or 
virtual three dimensional representations Which are com 
bined to create three dimensional images. In some instances, 
the gaming device can use both of these types of representa 
tions to generate a three-dimensional images. 

[0060] In addition to displaying three dimensional repre 
sentations, in other embodiments of gaming device, the dis 
play device can display different images or information on 
different display screens Which a player can vieW by looking 
at and through the exterior screen. In one example illustrated 
in FIGS. 3A and 3B, the interior display screen 40b displays 
a video reel image 4211 on one portion of the interior display 
screen. The exterior display screen 4011 displays a paytable 
image 46 and paylines 44. When the exterior display screen 
40a and the interior display screen 40b both display their 
images simultaneously, the player vieWs the overall graphical 
representation or display through the frontmost display 
screen 4011, as illustrated in FIG. 3B. In this example, the 
paylines are actually in front of the reels and the paytable is in 
a place Which is in front of the reels. 

[0061] In another example illustrated in FIGS. 4A and 4B, 
the exterior display screen 4011 displays a video reel image 
52a on one portion of the exterior display screen 40a While 
the other portions of the exterior display screen are translu 
cent or transparent. The interior display screen 40b displays 
another video reel image 52b. When the exterior display 
screen 4011 and the interior display screen 40b both display 
such images simultaneously, the player vieWs the overall 
graphical representation or display through the exterior dis 

Aug. 18,2011 

play screen 40a, as illustrated in FIG. 4B. The reel image 4211 
is displayed closer to the player than the reel image 42b. 
[0062] In another example illustrated in FIGS. 5A and 5B, 
the interior display screen 40b displays a video reel image 42b 
on one portion of the interior display screen. The exterior 
display screen 4011 displays an advertisement image 54 and a 
payline image 55. When the frontmost display screen 4011 and 
the underlying display screen 40b both display such images 
simultaneously, a player vieWs the overall graphical represen 
tation or display through the exterior display screen 4011, as 
illustrated in FIG. 5B. In this example, the gaming device 
enables a player to simultaneously vieW the reel image 42b 
generated on the interior display screen 40b the payline image 
55 generated on the exterior display screen 4011 Without hav 
ing to change his or her line of sight. 
[0063] In a further embodiment of the present invention as 
illustrated in FIGS. 6A, 6B and 6C, the exterior display screen 
5011 displays a plurality of cards 51 and the interior display 
screen 50b displays a person such as a dealer 52. The display 
screen 50b also displays a table 53. It should be appreciated 
that the background of the dealer image in one embodiment 
could include an image of a casino. When a player vieWs the 
display device 14 through the front display screen 50a, the 
player sees the cards 51 on the table 53 Which is in front of the 
dealer 52. This provides a three-dimensional overall image 
Wherein the cards are closer to the player then the dealer and 
the table. 

[0064] In a further embodiment of the present invention 
illustrated in FIGS. 6D, 6E and 6F, the gaming device 
includes a camera or other suitable player sensor 56 Which 
senses the movement of the player and in particular the play 
er’s head. In this embodiment of the present invention, When 
the player is directly in front of the display device 14, the 
gaming device displays the reel 24a and the symbols 27 on the 
reel 2411, but not the sides of the reel. Thus, the player sees the 
front of the reel 2411. As illustrated in FIG. 6E, if the player or 
player’s head moves to the left, the camera or other sensor 56 
detects this movement and causes the image of the reel to 
change such that the player appears to see the left side of the 
reel 24a. To accomplish this, the exterior display screen 1811 
displays the front portion of the reel and the interior display 
screen 18b displays the left rear portion of the reel. If as 
illustrated in FIG. 6F, the player moves to the right, the 
camera 56 senses this movement and causes the image of the 
reel to change such that the player sees the right side of the 
reel 24a. To accomplish this, the exterior display screen 1811 
displays the front portion of the reel and the interior display 
screen 18b displays the right rear portion of the reel. The 
present invention may thus be adapted to provide three-di 
mensional images Which change based on the player move 
ment to provide a more realistic three-dimensional image to 
the player. 
[0065] These examples illustrate the capability of the gam 
ing device of the present invention to enable a player to vieW 
different types of information and different types of images 
by looking at and through the exterior display screen. In 
certain of the illustrated examples, the images displayed on 
the different display screens are positioned such that the 
images do not overlap (that is, the images are not superim 
posed). In certain other illustrated embodiments the images 
overlap. It should also be appreciated that the images dis 
played on the display screen can fade-in fade out or pulsate to 
create additional affects. In certain embodiments, a player can 
vieW different images and different types of information in a 










