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(21) Appl' No" 13/863975 A gaming machine is con?gured to receive a request for a 

(22) Filed A r 16 2013 location of at least one player of at least one gaming device, 
' P ' ’ determine the location of the at least one player; and present 

. . on a display of the gaming machine, location information 
Related U's' Apphcatlon Data including the determined location of the at least one player. 

(63) Continuation of application No. 13/618,456, ?led on Where the gaming machine is located Within a casino, the 
Sep. 14, 2012, Which is a continuation of application 
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gaming machine may further be con?gured to present, on the 
display, a 3D virtual gaming environment Which is a model of 
the casino. 
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3-D REELS AND 3-D WHEELS IN A GAMING 
MACHINE 

PRIORITY CLAIM 

[0001] This application is a continuation of, and claims 
priority to and the bene?t of, U.S. patent application Ser. No. 
13/618,456, ?led on Sep. 14, 2012, the entire contents of 
Which are incorporated herein by reference, Which is a con 
tinuation of, and claims priority to and the bene?t of, Us. 
patent application Ser. No. 13/555,811, ?led on Jul. 23, 2012, 
the entire contents of Which are incorporated herein by refer 
ence, Which is a continuation of, and claims priority to and the 
bene?t of, Us. patent application Ser. No. 10/674,884, ?led 
on Sep. 29, 2003, Which issued as U.S. Pat. No. 8,267,767 on 
Sep. 18, 2012, the entire contents of Which are incorporated 
herein by reference, Which: (a) is a continuation-in-part of, 
and claims priority to and the bene?t of, Us. patent applica 
tion Ser. No. 09/927,901, ?led onAug. 9, 2001, Which issued 
as U.S. Pat. No. 6,887,157 on May 3, 2005, the entire contents 
of Which are incorporated herein by reference; and (b) claims 
priority to and the bene?t of Us. Provisional Patent Appli 
cation No. 60/415,114, ?led on Sep. 30, 2002, noW expired, 
the entire contents of Which are incorporated herein by refer 
ence. 

BACKGROUND OF THE INVENTION 

[0002] This invention relates to game presentation methods 
for gaming machines such as slot machines and video poker 
machines. More particularly, the present invention relates to 
apparatus and methods of for displaying game presentations 
derived from a 3-D gaming environment. 

[0003] As technology in the gaming industry progresses, 
the traditional mechanically driven reel slot machines are 
being replaced With electronic counterparts having CRT, 
LCD video displays or the like. These video/electronic gam 
ing advancements enable the operation of more complex 
games, Which Would not otherWise be possible on mechani 
cal-driven gaming machines. Gaming machines such as video 
slot machines and video poker machines are becoming 
increasingly popular. Part of the reason for their increased 
popularity is the nearly endless variety of games that can be 
implemented on gaming machines utiliZing advanced elec 
tronic technology. 
[0004] There are a Wide variety of associated devices that 
can be connected to video gaming machines such as video slot 
machines and video poker machines. Some examples of these 
devices are lights, ticket printers, card readers, speakers, bill 
validators, ticket readers, coin acceptors, display panels, key 
pads, coin hoppers and button pads. Many of these devices are 
built into the gaming machine or components associated With 
the gaming machine such as a top box, Which usually sits on 
top of the gaming machine. 

[0005] Typically, utiliZing a master gaming controller, the 
gaming machine controls various combinations of devices 
that alloW a player to play a game on the gaming machine and 
also encourage game play on the gaming machine. For 
example, a game played on a gaming machine usually 
requires a player to input money or indicia of credit into the 
gaming machine, indicate a Wager amount, and initiate a 
game play. These steps require the gaming machine to control 
input devices, including bill validators and coin acceptors, to 
accept money into the gaming machine and recogniZe user 
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inputs from devices, including key pads and button pads, to 
determine the Wager amount and initiate game play. 
[0006] After game play has been initiated, the gaming 
machine determines a game outcome, presents the game out 
come to the player and may dispense an aWard of some type 
depending on the outcome of the game. A game outcome 
presentation may utiliZe many different visual and audio 
components such as ?ashing lights, music, sounds and graph 
ics. The visual and audio components of the game outcome 
presentation may be used to draW a player’s attention to 
various game features and to heighten the player’s interest in 
additional game play. Maintaining a game player’s interest in 
game play, such as on a gaming machine or during other 
gaming activities, is an important consideration for an opera 
tor of a gaming establishment. 
[0007] One method for maintaining a player’ s interest is to 
present multiple games at the same time during a game pre 
sentation. For instance, triple play poker in Which a player 
plays three hands of poker during each game presentation has 
become very popular game implemented on a video gaming 
machine. Variants of triple play poker include game presen 
tations Where a hundred or more poker hands are played 
during each game presentation. The presentation of multiple 
games during a single game presentation may be extended to 
other types of games, such as video slot games. 
[0008] One dif?culty associated With presenting multiple 
games in a video game presentation is the screen resolution of 
the display on a gaming machine. A typical display resolution 
on a gaming machine is about 640 pixels by 480 pixels. As the 
number of games presented in a game presentation increases, 
the amount of detail may be limited by the screen resolution. 
For instance, for a hundred-hand poker game Where a hun 
dred poker hands are displayed during each game presenta 
tion, each card must be draWn fairly small Without much 
detail to accommodate all of the cards on a single display 
screen. The lack of detail and small card siZe may discourage 
some game players from playing such games. 
[0009] Another method for maintaining a player’s interest 
in playing a game on a gaming machine is to present an 
exciting game presentation that is shoWn on a display screen 
on the gaming machine. Many neWer game systems use 
graphical generation schemes employing mass storage 
devices that utiliZe varied load times and stream-able media 
formats to generate an exciting game presentation. With these 
game systems, many game scenes are generated during the 
game play using complex renderings and video playback 
capabilities. Typically, hoWever, for e?iciency reasons, a 
player has little control over the game outcome presentation 
other than through game decisions they make during the play 
of the game. 
[0010] In vieW of the above, it Wouldbe desirable to provide 
method and apparatus that alloW detailed game presentations 
accommodating the simultaneous play of multiple games to 
be presented on a video gaming machine Where the game 
presentation may also be controlled by a game player. 

SUMMARY OF THE INVENTION 

[0011] This invention addresses the needs indicated above 
by providing method and apparatus on a gaming machine for 
presenting a plurality of game outcome presentations derived 
from one or more virtual 3-D gaming environments stored on 
the gaming machine. While a game of chance is being played 
on the gaming machine, tWo-dimensional images derived 
from a 3-D object in the 3-D gaming environment may be 
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rendered to a display screen on the gaming machine in real 
time as part of a game outcome presentation. Apparatus and 
methods are described for generating and displaying a 
sequence of symbols from a virtual reel strip in the 3-D 
gaming environment. In particular, the sequence of symbols 
may be mapped one or more to ?at reels, rounded reels or 
sequences of moving objects in the 3-D gaming environment. 
The ?at reels, round reels or sequences of moving objects 
may be moved in the 3-D gaming environment through a 
motion that alloWs the sequence of symbols from the virtual 
reel strip to displayed as part of game outcome presentation 
for a game of chance played on the gaming machine. 

[0012] One aspect of the present invention provides a 
method of generating a game of chance in a gaming machine 
including a master gaming controller, a display device and a 
memory device. The method may be generally characterized 
as comprising: 1) receiving a Wager for the game of chance 
controlled by the master gaming controller on the gaining 
machine Where the gaming machine is capable of receiving 
indicia of credit for the Wager from an input device coupled to 
the gaming machine and outputting indicia of credit from an 
output device coupled to the gaming machine; 2) determining 
a game outcome for the game of chance by randomly select 
ing, one or more times, an index from a sequence of indices, 
3) rendering one or more tWo-dimensional (2-D) images 
derived from the one more 3-D objects and the three-dimen 
sional gaining environment as a game outcome presentation 
for the game of chance Wherein information used to generate 
the one or more 3-D) objects and the 3-D gaming environment 
is stored in the memory device on the gaming machine; and 4) 
displaying the one or more rendered 2-D images to the display 
device on the gaming machine Where the 2-D images display 
the portion of the indices. For each index selected, a portion of 
the indices from the sequence of indices may be draWn on one 
or more three-dimensional (3 -D) objects in a 3-D gaming 
environment Where the portion of indices includes the ran 
domly selected indices. 

[0013] In a particular embodiment, a combination of three 
indices may be generated as the game outcome by randomly 
selecting i) a ?rst index from a ?rst sequence of indices, ii) a 
second index from a second sequence of indices and iii) a 
third index from a third sequence of indices. The ?rst, second 
and third sequence of indices may be the same sequence of 
indices. In addition, a combination of 5 indices may be gen 
erated as the game outcome by randomly selecting i) a ?rst 
index from a ?rst sequence of indices, ii) a second index from 
a second sequence of indices, iii) a third index from a third 
sequence of indices, iv) a fourth index from a fourth sequence 
of indices and v) a ?fth index from a ?fth sequence of indices. 
The ?rst, second, third, fourth and ?fth sequence of indices 
are the same sequence of indices. 

[0014] In another embodiment, the game of chance may be 
a video slot game and the sequence of indices may be a virtual 
reel strip. The sequence of indices may comprise tWo or more 
different types of indices. The different types of indices may 
correspond to different types of symbols. Therefore, the 
method may further comprise mapping a set of symbols to 
each type of index and draWing the symbols on one or more 
the 3-D objects in the 3-D gaming environment. In particular, 
the method may further comprise for a ?rst game of chance, 
mapping a ?rst set of symbols to each type of index and 
draWing the symbols on the one or more 3-D objects in the 
3-D gaming environment and for a second game of chance, 
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mapping a second set of symbols to each type of index and 
draWing the symbols on the one or more 3-D objects in the 
3-D gaming environment. 
[0015] In other embodiments, the method may further com 
prise determining a motion of the one or more 3-D objects in 
the gaming environment arid applying the determined motion 
to the one or more 3-D objects in the 3-D gaining environ 
ment. In one example, the motion of a ?rst 3-D object of the 
one or more 3-D objects is linear in the 3-D gaming environ 
ment. In another example, the motion of a ?rst 3-D object of 
the one or more 3-D objects is non-linear in the 3-D gaming 
environment. For instance, the motion of a ?rst 3-D object of 
the one or more 3-D objects may be along a 3-D curve in the 
3-D gaming environment. 
[0016] In yet other embodiments, the method may further 
comprise applying motions to a plurality of 3-D objects in the 
3-D gaming environment Where 1) the motion for each object 
is linear, 2) the objects move in parallel paths and 3) indices 
are draWn on each of the plurality of 3-D objects. Further, a 
?rst 3-D object of the one or more 3-D objects may be a 2-D 
rectangle or a box in the 3-D gaming environment Where the 
portion of the indices is draWn on one surface of the rectangle 
or the box. In addition, a ?rst 3-D object of the one or more 
3-D objects may be one of a portion of a cylinder or a curved 
2-D surface Where the portion of the indices is draWn on one 
surface of the cylinder portion or the curved 2-D surface. 
[0017] In another embodiment, each index in the portion of 
the indices may be displayed sequentially over time in a 
plurality of rendered 2-D images that are displayed sequen 
tially over time on the display screen. In particular, each of the 
plurality of rendered 2-D images may comprise a subset of a 
total number of indices in the portion of the indices. For 
instance, if the total number of indices in the portion of 
indices Was nine and the number of rendered 2-D images Were 
three, then the ?rst three indices might be rendered on the ?rst 
2-D image, the second three indices might be rendered on the 
second 2-D image, and the last three indices might be ren 
dered on the third 2-D image. 

[0018] In a particular embodiment, the method may further 
comprise, generating the portion indices from the sequence of 
indices Where the portion of indices comprises at least one of 
i) a number of indices in the sequence of indices prior to the 
randomly selected index, ii) a number of indices after the 
randomly selected index in the sequence of indices and iii) 
combinations thereof. In general, sequences of indices may 
be displayed repetitively such that When an end of the 
sequence of indices is reached a next index that is displayed is 
a ?rst index in the sequence of indices. In one embodiment, a 
number of indices in the portion of indices may be constant 
for each game of chance that is generated. In another embodi 
ment, a number of indices in the portion of indices may vary 
for each game of chance that is generated. 
[0019] In further regards to the indices in the portion of 
indices, the portion of indices may comprise a ?rst index from 
the sequence of indices; and the randomly selected index 
from the sequence of indices Where the portion of indices that 
are draWn include all of the indices betWeen the ?rst index and 
the randomly selected index in the sequence of indices. The 
?rst index from the sequences of indices may be determined 
from a previous game of chance generated on the game of 
chance. In another embodiment, the portion of indices may 
comprise a ?rst index from the sequence of indices and the 
randomly selected index from the sequence of indices Where 
the portion of indices that are draWn include a subset of the 
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indices between the ?rst index and the randomly selected 
index in the sequence of indices. Again, the ?rst index from 
the sequence of indices may be determined from a previous 
game of chance generated on the game of chance. 

[0020] In other embodiments, the method may further com 
prise receiving an input signal from a ?rst input device on the 
gaming machine Where the input signal provides information 
for altering the game outcome presentation for the game of 
chance. For example, the input signal may be for one of 
stopping or starting the motion of the one or more 3-D objects 
or the input signal may be for altering a motion of the one or 
more 3-D objects. The input signal may be generated from a 
touch screen. 

[0021] In yet another embodiment, the method may further 
comprise applying motions to a plurality of 3-D objects in the 
3-D gaming environment Where the motion of each 3-D 
object begins at an object source in the 3-D gaming environ 
ment. A position of the object source in the 3-D gaming 
environment may change in time. Further, the motion of ?rst 
3-D object may originate at a ?rst object source and the 
motion of a second 3-D object originates at a second object 
source at a different position from the ?rst object source. In 
addition, the method may further comprise l) applying 
motions to a plurality of 3-D) objects in the 3-D gaming 
environments Wherein tWo or more objects are capable of 
colliding and 2) detecting a collision betWeen tWo or more 
3-D objects in the 3-D gaming environment. 

[0022] In other embodiments, the method may further com 
prise l) determining the aWard of indicia of credit using the 
one or more randomly selected indices Wherein the gaming 
machine is capable of the aWard of the indicia of credit via the 
output device, 2) rendering a bonus game presentation in the 
3-D gaming environment and capturing the bonus game pre 
sentation on the one or more tWo-dimensional images and 3) 
receiving an input signal to initiate one or more games of 
chance. 

[0023] Another aspect of the present invention provides a 
second method of generating a game of chance in a gaming 
machine including a master gaming controller, a display 
device and a memory device. The method may be generally 
characterized as comprising: 1) receiving a Wager for the 
game of chance controlled by the master gaming controller on 
the gaming machine Where the gaming machine is capable of 
receiving indicia of credit for the Wager from an input device 
coupled to the gaming machine and outputting indicia of 
credit from an output device coupled to the gaining machine; 
2) determining randomly a ?nal state on each of a plurality of 
virtual reel strips; 3) rendering a plurality of tWo-dimensional 
(2-D) images comprising the surfaces draWn With the sym 
bols from the virtual reel strips as a game outcome presenta 
tion for the game of chance Where information used to gen 
erate the surfaces and the 3-D gaming environment is stored 
in the memory device on the gaming machine; and 4) display 
ing the one or more rendered 2-D images to the display device 
on the gaming machine Where the 2-D images display the 
sequence of symbols from each of the virtual reel strips. In the 
method for each virtual reel strip, 

[0024] a sequence of symbols to display from the virtual 
reel strip may be determined Where each of the sequence of 
symbols comprises at least one of i) a number of symbols 
prior to the ?nal state on the virtual reel strip; ii) a number of 
symbols after the ?nal state on the virtual reel strip; or iii) 
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combinations thereof and the sequence of symbols may be 
draWn over time on a surface de?ned in a 3-D gaming envi 
ronment. 

[0025] In particular embodiments, the method may further 
comprise determining a motion for each of the surfaces in the 
3-D gaming environment; and, While rendering the plurality 
of 2-D images, applying the determined motion for each of 
the surfaces in the 3 -D gaming environment Where the motion 
for each of the surfaces is captured in at least a portion of the 
plurality of the 2-D images. In addition, When the 2-D images 
are vieWed in a sequence, the rendered symbols may appear to 
move along a linear path from a top of the display screen to the 
bottom of the display screen. The surface may be one of a 
planar rectangular surface or a curved portion of an outside of 
a cylinder. In addition, three virtual reel strips may be mapped 
to three different surfaces or ?ve virtual reel strips may be 
mapped to ?ve different surfaces. Further, a number of sym 
bols displayed in each game outcome presentation can be a 
constant. 

[0026] In another embodiment, the method may further 
comprise i) generating at least one of a ?at surface or a curved 
surface divided into a total number of segments of equal area 
at ?rst position in the 3-D) gaming environment; 2) draWing 
in each of the number of segments of the ?at surface or the 
curved surface a ?rst subset of the sequence of symbols; 3) 
moving the ?at surface or the curved surface from the ?rst 
position by a distance equal to a height of one of the surface 
segments along surface While rendering the plurality of 2-D 
images, and next, a) regenerating the ?at surface or the curved 
surface at the ?rst position in the 3-D gaming environment; b) 
redraWing in each of the number of segments of the ?at 
surface or the curved surface a second subset of the sequence 
of symbols; c) moving the ?at surface or the curved surface 
from the ?rst position by the distance equal to the height of 
one of the surface segments While rendering the plurality of 
2-D images; Where the ?rst subset and the second subset are 
de?ned so that When the plurality of 2-D images capturing the 
movement of the generated surfaces are vieWed on the display 
screen, the symbols appear to enter and to leave the display 
screen in an order speci?ed by the sequence of symbols for 
each virtual reel strip. 
[0027] In the method of the paragraph above, a sequence in 
the ?rst subset and a sequence in the second subset may 
overlap. Further, the rate of movement or the direction of 
movement of the surfaces may vary over time. In particular, 
the movement of the ?at surface or the curved surface may be 
speci?ed so that l) a rate of movement of the symbols appears 
to increase and then decrease during the game outcome pre 
sentation When the plurality of 2-D images capturing the 
movement of the generated surfaces are vieWed on the display 
screen, 2) the symbols on the display screen appear to oscil 
late above and beloW their ?nal positions prior to stopping 
When the plurality of 2-D images capturing the movement of 
the generated surfaces are vieWed on the display screen, 3) the 
symbols on the display screen, prior to moving in a ?rst 
direction appear to move slightly from their initial position in 
a direction opposite of the ?rst direction When the plurality of 
2-D images capturing the movement of the generated surfaces 
are vieWed on the display screen and 4) combinations thereof. 

[0028] In other embodiments, the method may further com 
prise dividing each surface into a number of segments and 
draWing at least one symbol from the sequence of symbols in 
each segment Where a type of symbol draWn in each segment 
varies With time. In addition, When the one or more 2-D 
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images are displayed to the display screen, a portion of the 
number is segments may be vieWable on the display screen at 
any one time and positions of a portion of the number of 
segments may be used to specify a payline. Further, areas 
occupied by a portion of the number of segments on the 
display screen may correspond to active areas of a touch 
screen sensor coupled to the display screen. Thus, the gaming 
machine may be capable of altering a movement of a ?rst 
surface in the 3-D gaming environment When an input signal 
is generated from an active area on the touch screen sensor 
above the ?rst surface in one of the 2-D images. 

[0029] In yet other embodiments, the method may com 
prise receiving an input signal from a ?rst input device on the 
gaming machine indicating a stop command has been 
received Where the stop command is a request to stop a 
progression of symbols on one of the virtual reel strips vieWed 
on the display screen and determining a neW sequence of 
symbols to display from the virtual reel strip Wherein the neW 
sequence of symbols alloWs the ?nal state of the virtual reel 
strip to be displayed sooner than When the stop command is 
not received. In addition, the method may further comprise: 
l) determining the aWard of indicia of credit using the one or 
more randomly selected indices Wherein the gaming machine 
is capable of the aWard of the indicia of credit via the output 
device, 2) rendering a bonus game presentation in the 3-D 
gaming environment and capturing the bonus game presen 
tation on the one or more tWo-dimensional images and 3) 
receiving an input signal from a ?rst input device coupled to 
the gaming machine to initiate one or more games of chance. 

[0030] In yet other embodiments, the sequence of symbols 
to display from the virtual reel strip may be determined such 
that the sequence progresses through the virtual reel strip 
toWards an end of the virtual reel strip. When the end of the 
virtual reel strip is reached in the sequence and more symbols 
are required for the sequence, a next symbol in the sequence 
may be selected from symbols near a beginning of the virtual 
reel strip and the sequence again progresses through the vir 
tual reel strip toWards the end of the virtual reel strip. Further, 
the method may comprise displaying the ?nal state for a 
plurality of virtual reel strips in a ?rst game of chance; storing 
the ?nal state of each of the virtual reel strips; for a second 
game of chance folloWing the ?rst game of chance, determin 
ing the sequence of the symbols to display from the virtual 
reels strips Where the ?nal states from the plurality of virtual 
reel strips from the ?rst game of chance are initial states of the 
sequence of symbols for the second game of chance. 

[0031] Another aspect of the present invention provides a 
virtual reel model for a 3-D gaming environment on a gaming 
machine Where the gaming machine is capable of receiving 
indicia of credit for a Wager for a game of chance from an 
input device coupled to the gaming machine and outputting 
indicia of credit from an output device coupled to the gaming 
machine. The virtual reel model may be generally character 
iZed as comprising: 1) a geometry de?nition of a reel model 
for the 3-D gaming environment; 2) a ?rst input parameter for 
specifying a total number of segments on the reel model 
Where a symbol is draWn on each segment of the reel model in 
the 3-D gaming environment; 3) a second input parameter for 
specifying an index of a home segment on the reel model 
Where the index of the home segment is used to specify a 
starting location for a ?rst payline that the gaming machine is 
capable of draWing in the 3-D gaming environment; and 4) a 
third input parameter for specifying a number of visible seg 
ments Wherein the visible segments are the number of seg 
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ments above the home segment that are visible on a display 
screen on the gaming machine When 2-D images are rendered 
from the 3-D gaining environment comprising the reel model. 
The rendered 2-D images may be used as part of a game 
outcome presentation or a bonus game outcome presentation 
for the game of chance vieWed on the gaming machine. 

[0032] In particular embodiment, the geometry de?nition 
of the reel model may be for one of a ?at strip or a curved strip. 
In addition, the virtual reel model may further comprise: i) a 
fourth input parameter for specifying a number of touchable 
segments Wherein the number of touchable segments specify 
active areas of a touch screen sensor coupled to the display 
screen that correspond to segment areas on 2-D images that 
are displayed to the display screen of the virtual reel model 
rendered from the virtual reel model generated in the 3-D 
gaming environment, ii) a ?fth input parameter for specifying 
a number of different types of symbols that are draWn on each 
symbol or iii) a plurality of motion parameters for specifying 
a movement of the reel model over time in the 3-D gaming 
environment. The plurality of motion parameters may be used 
to de?ne one or more of a) a cock-up movement of the reel 
model in the 3-D gaming environment, b) a cock-doWn move 
ment of the reel model in the 3-D gaming environment, c) a 
bounce-doWn movement of the reel model in the 3-D gaming 
environment, d) a bounce-up movement of the reel model in 
the 3-D gaming environment, e) a stop position of the reel 
model in the 3-D gaming environment, and f) a velocity as a 
function of time of the reel model in the 3-D) gaming envi 
ronment and g) a path of the reel model in the 3-D gaming 
environment as a function of time. 

[0033] Yet another aspect of the present invention provides 
a gaming machine. The gaming machine may be generally 
characterized as comprising: 1) a housing; 2) a master gaming 
controller designed or con?gured to control a game of chance 
played on the gaming machine and to execute game logic 
mounted Within the housing; 3) an input device coupled to the 
housing capable of receiving indicia of credit for Wagers on 
the game of chance; 4) an output device coupled to the hous 
ing capable of outputting indicia of credit from the gaming 
machine; 5) a memory device coupled to the housing for 
storing information used to generate a 3-D gaming environ 
ment comprising one or more virtual slot reels; 6) game logic 
executed on the gaming machine for rendering one or more 
tWo-dimensional images derived from the 3-D gaming envi 
ronment; and 7) one or more display devices for displaying a 
game outcome presentation for the game of chance compris 
ing said rendered one or more tWo-dimensional images. The 
game of chance may be a video slot game. 

[0034] In particular embodiments, the gaming machine 
may further comprise game logic for l) rendering one or more 
2-D images derived from the 3-D gaming environment for a 
bonus game outcome presentation, 2) generating a sequence 
of symbols from the virtual reel strips as a function of time in 
the 3-D gaming environment and for rendering 2-D images 
from the 3-D gaming environment comprising the sequence 
of symbols and 3) generating a motion of the one or more 
virtual slot reels in the 3-D gaming environment. When a 
sequence of 2-D images capturing one or more the virtual slot 
reels at various positions in the 3-D gaming environment is 
vieWed on the display screen, the virtual slot reels may appear 
to move on the display screen. In particular, the symbols on 
each virtual slot reel may appear to move along a straight line 
from the top of the display screen to the bottom of display 
screen. 












































