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(57) Abstract: A gaming method includes receiving a first wager from a player, displaying a first image representing a game,
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a game, determining a second outcome associated with the game, and determining a second payout according to the second outcome
and the second paytable, the second payout comprising the at least one payout associated with the selected brand. The user interface
of the gaming machine is customized according to the user profile.
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METHOD AND SYSTEM FOR
GAMING AND BRAND ASSOCIATION

Background .

[0001] This patent is directed to methods and systems for gaming, and in

particular to methods and systems for gaming and brand association.

Summary of the Invention

[0002]. In one aspect, a gaming method- includesxeceiv.ing a first wager from a
player, displaying a first image fepresenting“ a game, determining a first outcome .
associated with the game, and determining a first payout according to the first
outcome and a first paytable. The gaming method also includes determining if a
brand-association event has occurred, selecting a brand if the brand-association event
has occurred, using a second paytable if the brand-association event has occurred, thé
second paytable including at least one payout associated with the selectéd brand,
receiving a second wager from the player, displayihg a second image representing a
game, determining a second outcome associated with the game, and determininga
second payout according to the second outcome and the second paytable, the second
payout comprising the at least one payout associated with the selected brand. "

[0003] In another aspect, a gaming method includes selecting a bfand, displaying
an iﬁlage representative of an advertisement for at least one of a good and a service
provided by a brand-promoter associated with the selected brand, displaying an image.
representative of a game, the image comprising at least one game element
incorporating brand information according to the selected brand, determining an
outcome of thé game, and determining a payout according to the outcome, the payout
comprising at least one good or service associated with the selected brand.

[0004] Additional aspects of the disclosure are defined by the claims of this
patent.

Brief Description of the Drawings
[0005] ©  Fig. 1 is a block diagram of an embodiment of a gaming and brand

association system in accordance with the invention;
{0006} Fig. 1A is a block diagram of a brand association aspect of the gaming

system.shown in Fig. 1;
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[0007] Fig. 2 is a perspective view of an embodiment of one of the gaming units

shown schematically in Fig. 1;

[0008] . Fig. 2A illustrates an embodiment of a control panel for a gaming unit;
[0009] Fig. 3 is a block diagram of the electronic components of the gaming unit
of Fig. 2;

[0010] Fig. 3A is a block diagram of the electronic components of an alternative
gaming unit; _ ' ,
[0011] Fig. 4 is a flowchart of a brand assocxatlon routine that may be performed
dunng operatlon of the sjs{érr; 56 ‘ o

[0012] Fig. 5 is a flowchart of a routine for establishing a player profile that may
‘be used in conjunction with the brand association routine of Fig. 4; .
[0013] Fig. 6A is an illustration of an embodiment of a visual dlsplay that maybe
displayed during performance of a slots routine; '

[0014] Fig. 6B is an illustration of an embodiment of a visual display that may be
displayed during performance of a slots routine as modified according to the brand
association aspect of the system 50; o

[0015] Fig. 7 is an illustration of an embodiment of a visual display that may be
displayed durmg performance of the brand association routme

[0016] Fig. 8 is an illustration of an embodiment of another visual display that
may be displayed during performance of the brand association routine;

[0017] Fig. 9 is a flowchart of an embodiment of a main gaming routine that may
be performed during operation of one or more of the gaming units;

[0018] Fig. 10 is a flowchart of an embodiment of a verification routine that may
be performed during the operation of the main gaming routine of Fig. 9; '

[0019] Fig. 11 is a flowchart of an alternative embodiment of a main gaming
routine that may be performed during operation of one or more of the gaming units;
[0020] Fig. 12 is an illustration of an embodiment of a visual display that may be
displayed during performance of the video poker routine of Fig, 14; ‘
[0021] Fig. 13 is an illustration of an embodiment of a visual display that may be
displayed during performance of the video blackjack routine of Fig. 15;

[0022] Fig. 14 is a flowchart of an embodiment of a video poker routine that may
be performed by one or more of the gaming units; |

[0023] Fig. 15 is a flowchart of an embodiment of a video blackjack routine that

may be performed by one or more of the gaming units;
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- [0024] Fig. 16 is an illustration of an embodimént of a visual display that may be
displayed during performance of the slots routine of Fig. 18; '
[0025] Fig. 171 is an illustration of an embodiment of a visual display that may be
_displayed during performance of the video keno routine of Fig. 19;

[0026] Fig. 18 is a flowchart of an embodiment of a slots routine that may be
performed by one or more of the gaming units;

[0027] Fig. 19 is a flowchart of an embodiment of a Vldeo keno routine that may

. be performed by one or more of the gaming units;

:A-[(D)O'2>8] Fig. 20 is an illustration of an embodiment of a visual display that may be
displayed during performance of the video bingo routme of Fig. 21; and
[0029] Fig. 21 is a flowchart of an embodiment of a video bingo routme that may

. be performed by one or more of the gaming units.

Detailed Descriptiqﬁ of Various Embodiments

[0030] = Although the following text sets forth a detailed description of numerous

different embodiments of the invention, it should be understood that the legal scope of
the invention is defined by the words of the claims set forth at the end of this patent.
The detailed description is to be constméd as exemplary only and does not describe

~ every possible embodiment of the invention since describing every possible |

. embodiment woﬁld be impractical, if not impossible. Numerous alternative
embodiments could be implemented, using either current technology or technology
developed after the filing date of this pétent, which would still fall within the scope of
the claims defining the invention. |
[0031] It should also be understood that, unless a term is expressly defined in this
patent using the sentence “As used herein, theterm ¢’ is hereby defined to
mean...” or a similar sentence, there is no intent to limit the meaning of that term,
either expressly or by implication, beyond its plain or ordinary meaning, and such
term should not be interpreted to be limited in scope based on any statement made in
any section of this patent (other than the language of the claims). To the extent that
any term recited in the claims at the end of this patent is referred to in this patent in a
mannef consistent with a single meaning, that is done for sake of clarity only so as to
not confuse the reader, and it is not intended that such claim term be limited, by
implication or otherwise, to that single meaning. Finally, unless a claim element is

defined by reciting the word “means™ and a function without the recital of any
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structure, it is not intended that the scope of any claim element be interpreted based
on the application of 35 U.S.C. §112, sixth paragraph.
[0032] Fig. 1 illustrates one possible embodiment of'a casino gaming and brand
association system 50 (hereinafter “system 50”) in accordance with the disclosure.
Referring to Fig. 1, the system 50 may include a first group or network 52 of casino
gaming units 54 operatively coupled to a network computer 56 via a network data link -
or a bus 58. The first network 52 may also include a communications computer 60,
which may be coupled to the network computer 56 via the data link or bus 58. The
commumcatlons computer 60 may also be coupled toa transcelver 62, wh1ch
transceiver may be a wireless transceiver, such as a radio frequency transceiver or - -
infrared transceiver, for example.. The transceiver 62 may be in communication with
one or more personal communication units 64 (such as a Personal Digital Assistant or
the like, having a controller including a processor and memory operatively coupled to
. the processor), a data link 66 being formed according to the method of
communication used (e.g., radio frequency, infrared, etc.). The personal
communication units 64 may be owned by the player, or may be provided to the
player by the operator of the network 52. |
[0033] The system 50 may include a second group or network 72 of casino
gaming units 74, 75 operatively coupled to a network compufer 76 via a network data
link or a bus 78. The second network 72 may also include a communications
computer 80, which may be coupled to the network computer 76 via the data link or
bus 78. The communications computer 80 may also be coupled via the data link or -
bus 78 to transceivers 82 that are attached to or integrated with the gammg units 75,
which transceivers may be wireless transceivers, such as a radio frequency
transceivers or infrared transceivers, for example. The transceivers 82 may be in
communication with one or more personai communication units 84, a data link 86
being formed according to the method of communication used (e.g., radio frequency,
infrared, etc.). The personal communication units 84 may be owned by the player, or ‘
may be provided to the player by the operator of the network 72. The network 72
may also include a kiosk 88, which differs from the gaming units 74, 75 in that the
kiosk is not programmed to operate according to the gaming aspect of the system 50,
the gaming aspect being explained in greater detail with reference to Figs. 9-21.
[0034]. The system 50 may further include a third group or network 92 of casino
gaming units 94. The gaming units 94 may be coupled via a data link or a bus 96.

-4 -
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The third network 92 differs from the first and second networks in that there isno
network computer coupled to the data link 96.
[0035] . The first, second, and third gaming networks 52, 72, 92 may be
operatively coupled to each other via a fourth network 102, which may comprise, for
example, the Internet, an intranet, a wide area network (WAN), or a local area
network (LAN). The network 102 may include a plurality of network computers or
server computers (not shown), each of which may be operatively intérconnected, and
may include Internet Service Providers (ISPs) or online service providers. The first,

| seconawandthlrd network552,7§,9imay bezupledtomeféuﬁﬁﬁgﬁbrk102v1aa ;
first, secoﬁd, and third data links 104, 106, 108. Where the netv§ork 102 comprises
an Intranet or the Internet, data communication may take place over the |
communication links 104, 106, 108 via an Internet communication i)rotocol.
[0036] ‘The fourth network 102 may also be coﬁpled to other computers or
networks other than the first, second and third networks 52, 72, 92 discussed above.
For example, the fourth network 102 may be coupled to one or moré other network
computers 110, 112, via data links 114, 116. These network computers may, in turn,
be coupled via data links 118. Additionally, the fourth network 102 may be coupled
to a communications computer 120 via a data link 122, the communications computer
120 being coupled to a transceiver 124. The transceiver 124 ‘is shown in
communication with personal communication units 126, which may be in the same
geographic location as the gaming units 94 of the network 92, via a data link 128 .
formed according to the method of communication used (e.g. radio frequency,
infrared, etc.). The personal communication units 126 may be owned by the player,
or may be provided to the player by the operator of the network 92. Also shown
coupled to the network 102 is a gaming unit 130; the network 102 may be coupléd to
the gaming unit 130 by a data link 132. ‘
[0037] The network computer 56 may be a server. According to one
embodiment, the network computer 56 may be used as an accounting system server to
accumulate and analyze data relating to the operation of the gaming units 54. For
example, the network computer 56 may continuously receive data from each of the
gaming units 54 indicative of the dollar amount and number of wagers being made on
each of the gaming units 54, data indicative of how much each of the gaming units 54
is paying out in winnings, etc. According to another embodiment, the network

computer 56 may be used as a player tracking server or a bonusing server to
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accumulate and analyze data relating to the operation of particular gaming units 54.
According to this embodiment, the network cémputer 56 may receive data from a
particular gaming unit 54 indicative of the identity of the player operating the gaming ’
unit 54, the number of wagers being made on the gaming unit 54, etc. If the network
computer 56 is being used as a player tracking server, the network computer 56 may
use the data accumulated to award player tracking points to the player, which points
may be used to assess conips or to be redeemed for goodé or services. If the network
computer is being used as a bonusing computer, the network computer 56 may use the
data accumulated to award the player prizes, which may be goods or services, based
on individual or collective performance, to award bo_nusiﬁg points which points may
be redeemed for goods or services, etc. According to a still further embodiment, the |
network computer 56 may be used as a download server to monitor the software
implemented by and the data utilized by the gaming units 54, to determine if software .
or data upgrades are available, and to download the upérades to the gaming units 54.
According to yet another embodiment; the network éomputer 56 may be used as a
brand association server, as will be explained in greater detail with reference to Fig.
1A, below.

[0038] The network computer 76 may be; a server and may be used to perform
the same or different functions in relation to the gaming units 74, 75 as the network
computer 56 described above. Similarly, the network computers 110, 112 may be
servers, and may be used to perform the same or different functions in relation to the
gaming units 54, 74, 75, 94 as the network computers 56, 76. Moreover, the network
computers 110, 112 may be different servers, and may perform the same or different
functions in relation to the gaming units 54, 74, 75, 94.

[0039] As an alternative, the operation of the gaming units may be monitored
and/or coordinated without the use of a central computer or controller, as in the third
network 92. During operation, the processing required by the operations otherwise
performed by a network computer may be shared by the gaming units 94. Such
shared processing may be referred to as peer-to-peer networking, and is also within
the scope of the present disclosure. -

[0040] The communications computers 60, 80 may also be servers. That is, the
computers 60, 80 may monitor and coordinate the communications between other
computers, such as the network computers 56, 76, and the personal communication

devices 64, 84 via the transceivers 62,> 82. Alternatively, as in the case of the |
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communications computer 120, the communications computer may be part of a

mobile communications network that is operated and administered by an entity other -
than the entity that operates and administers the network of gaming units, such as '
gaming units 94. Such a mobile communications network may be a cellular telephone
network, and the communications computer 120 may represent the base station

system of such a network, which base station system may be in communication with
the Internet via a gateway, for example. According to this embodiment, the personal
communication units 126 may be mobile stations, such as cellular telephones,

) porfabie e-mail devices (é. g ,ﬁLACKBERRY@ devices rhénﬁfacﬁiféd by Research In
“Motion Ltd., of Waterloo, Ontario, Canada), personal digital assiétants (PDA),
“laptops, tablet personal computers, etc. ' ) | o

[0041] The first network 52 of gaming units 54 may be providéd in a first casino, |
the second network 72 of gaming units 74, 75 may be Provided in a second casino -
located in a separate geographic location than the first casino, and the third network
*92 of gaming units 94 may be provided in a third casino in a separate geogt‘aphic
location that the first and the second networks. For example; the three casinos may be
located in different areas of the same city, or they may be located in different states.
However, the three networks 52, 72, 92 may be disposed in différent sections of the
same casino, or the gaming units 54, 74, 75, and 94 may even be disposed in the same
section of the same casino. ,
[0042] Although the networks 52, 72 are shown as including one network
computer 56, 76, one communications computer 60, 80, and four gaming units 54, 74,
75 and the network 92 as including four gaming units 94, it should be understood that
different numbers of computers and ‘gamihg units may be utilized. For example, the
network 52 may include a plurality of network computers 56 and tens or hundreds of
gaming units 54, all of which may be interconnected via the data link 58. The data
link 58 may be provided as a dedicated hardwired link, a wireless link, a fiber optic
link, or a network (LAN, WAN, Internet, intranet) connection.  Although the data link
58 is shown as a single data link 58, the data link 58 may comprise mﬁltiple data
links. Numerous gaming units 130, kiosks 88 and personal communication units 64,
84, 126 may also be included.
[0043] Fig. 1A is one embodiment of the system 50, as seen from the point of
view of the brand association aspect of the system 50. As such, many ;o‘f the elements

of the system 50 referenced in Fig. 1A correspond to one or more of the elements

-7 -



WO 2006/033805 PCT/US2005/031215

described with reference to Fig. 1. However, as.more than one of the elements
described in Fig. 1 may correspond to the elements shown in Fig. 1A, the elements of
Fig. 1A have béen numbered separately, and the correspondences addressed in turn in
detail below.

[0044] As seen in Fig. 1A, the system 50 may inclﬁde' several servers 140, 142,
144, 146, although other servers may be included. Thesg\hs.ervers 140, 142, 144, 146
may correspond to one or lﬁore of the network computers 56, 76, 110, 112 or the
communications cdmputers 60, 80, or, alternatively, the processing of these servers
Uméy beshared b); gammg l'm.its,;é in the network 92. The servers shown are as

" follows: a brand association server 140, a player tr{ackiné server 142, a gaming unit
download server 144, and a communication server 146. Other servers that may be
used with the system 50 could includg advertisement scheduling.servers, A

: adveftisement selection servers, advertising billing servers (which may include both

- local advertisement billing servers and national advertisement billing servers) etc.;
many of the operations carried out by such servers are discussed below in regard to

- the brand association server 140, but it should be understood that these operations-

 could be tasked to one or more of the sefvefs just mentioned.

. [0045] The servers 140, 142, 144, 146 may be connected by one or more data
links and one or more networks. According to the embodiment shown, the brand
association server 140 is coupled via a data link 148 and a network 150 to the player
tracking server 142, the gaming unit download server 144, and the communication

| server 146 via the data links 152, 154, 156.- The brand association server 140 is also
coupled via a data link 158 another network 160, which is in turn coupled via a data
links 162, 164, 166 to remote servers 168, 170, 172. The servers 168, 170, 172 may
be associated with three different brands, for example, as will be explained in greater
detail below.

[0046] Additionally, certain of the servers may be coupled to other elements,
such as player tracking modules, gaming units, and personal communication units.
For example, the player tracking server 142 (which may be one of the network
computers 56, 76, 110, 112) is coupled, via data link 174, to player tracking modules
176. These player tracking modules 176 may be associated with the gaming units 54,
74, 75, 94, and are discussed in greater detail below. Similarly, the gaming unit
download server 144 (which méy be one of the network computers 56, 76, 110, 112)
is coupled, via data link 178, to gaming units 180, which may be the gaming units 54,

-8-
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74,75, 94. Further, the communications server 146 (which may be one of the -
communications computers'60, 80) may be in communication with, via data links
182, 184, personal communication units 186, which may be the personal
communication units 64, 84. A gaming ﬁnit 188 may also be coupled to the network
150 separate and apart from the servers 142, 144, 146 via a data link 190.
[0047] Fig. 2 is a perspective view of one possible embodiment of one or more of -

- the gaming units 54. Although the following description addresses the design of the
gaming units 54, it should be understood that the gaming units 74, 75, 94 may have.

" the same design as the gaming units 54 described below. It should be understood that
the design of one or more of the gaming units 54 may be differcﬂt than the design of

. other gaming units 54, and that the design of one or more of the gaming units 74, 75,
94 may be different than the design of other gaming units 74, 75, 94. Bach gaming
unit 54 may be any type of casinb’ gaming unit and may have various different |
structures and methods of operation. For exemplary pﬁmoses, various designs of the
gaming units 54 (and 75) are described below, but it should be undérstood that
numerous other designs may be utilized. | .
[0048] Referring to Fig. 2, the casino gaming unit 54 may include a housing or
cabinet 250 and one or more value input devices, which may include a coin slot or
acceptor 252, a paper currency acceptor 254, and a ticket reader/printer 256. The
value input device may also be a card reader (not shown). A value input device may
include any device that can accept value from or transfer value for a player, and may
be disposed on the front of the gaming unit 54 or in any other suitable location. As
used herein, the term “value” may encompass money denominations or credits, and
may be in the form of coins, paper currency, gaming tokens, ticket vouchers, credit or
debit cards, smart cards, electronic funds transfers (EFT) and any other object
representative of value.
[0049] Some of the value input devices may also operate as value output devices.
For example, if provided on the gaming unit 54, the ticket reader/printer 256 may be
used to print or otherwise encode ticket vouchers 258. The ticket vouchers 258 may
be composed of papér or another printable or encodable material and may have one or
more of the following informational items printed or encoded thereon: the casino
name, the type of ticket voucher, a validation number, a bar code with control and/or
security data, the date and time of issuance of the ticket voucher, redemption

instructions and restrictions, a description of an award, and any other information that
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may be necessary or desirable. Different types of ticket vouchers 258 could be used,
such as bonus ticket vouéhers, cash-redemptidn ticket vouchers, casino chip ticket
vouchers, extra game play ticket vouchers, merchandise ticket vouchers, restaurant
ticket vouchers, show ticket vouchers, etc.” The ticket vouchers 258 could be printed
with an optically readable material such as ink, or data on the ticket vouchers 258
could be magnetically encoded. The ticket reader/printer 256 may be provided with
the ability to both read and print ticket vouchers 258, or 1t may be provided with the
ability to only read or only print or encode ticket vouchers 258. In the latter case, for

~ ‘example, some of the gaming units 54 may have ticket pnnters 256 that may be used
to print ticket vouchers 258, which could then be used by a player in other gammg
units 54 that have ticket readers 256. '
[0050] As another alternative, an electronic funds transfer (EFT) device (not
shown) may operate as both a value input device Aand a value output device. Suchan -
EFT device may include a circuit capable of performin;g or-a controller programmed .
to perform an electronic funds transfer (EFT) to the j)layer's bank account or to a
virtual account established, for.example, on a PDA or a smart card (e.g., a card with
an on-board processor and memory) or at a casino. Such a transfer may be performed
over a hardwired, wireless, fiber optic or network connection. As such a'device is
capable of transferring moneyto and from the gaming unit 54, it may operate either as

~ avalue input device or a value output device.
[0051] : Also attached to the gaming unit 54 is a player tracking module 260
which may be the player tracking module 176 referred to in Fig. 1A. The player
tracking module 260 includes a card reader 262 and a display 264. The card reader
262 may include any type of card reading device, such as a magnétic card reader or an
optical card reader, and may be used to read data from a card offered by a player, such
as a player tracking card. The card reader 262 may be used to read data from, and/or
write data to, player tracking cards that are capable of storing data representing the
identity of a player, the identity of a casino, the player’s gaming habits, etc. The
display 264 may be 4 liquid crystal display (LCD), a vacuum fluorescent display
(VFD), an array of light emitting diode (LED) elements, etc. The display 264 may be
used to display messages particular to the player tracking system, or may be
controlled by the gaming unit 54 or other servers to display messages particular to the
operation of the gaming unit 54 or other systems (such as, for example, bonusing

messages from a bonusing system).
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[0052] The gaming unit 54 may include one or m(;)re audio speakers 270, a coin
payout tray 272, a display unit 274, and an input contrbl panel 276. The audio
speakers 270 may generate audio representing sounds or sound effects such as the
noise of spinning slot machine reels, a dealer’s voice, music, announcementé or any
other audio related to a casino game. Where the gaming unit 54 is designed to
facilitate play of a video casino game, such as video poker or video slots, the display
unit 274 may be a color video display unit that displays images relating tothe
particular game or games. Where the gaming unit 54 is des1gned to facilitate play of a
reel-type slot machine, the dlsplay unit 274 may comprise a plurahty of mechanical
reels that are rotatable, with each of the reels having a plurality of reel images
disposed thereon. The input control panel 276 may be provided with a plurality of
pushbuttons or touch-sensitive areas that may be pressed by a playér to select games,
make wagers, make gaming decisions, etc. '

[0053] Fig. 2A illustrates one possible embodiment of the control panel 276,

. which may be used where the gaming unit 54 is a slot machine having a pluralify of
mechanical reels or representations of reels displayed on an electrical display unit
274. Referring to Fig. 2A, if the display unit 274 is provided in the form of a video
display unit, the control panel 276 may include a “See Pays” button 280 that, when -
activated, causes the display unit 274 to generate one or more display screens showing
the odds or payout information for the game or games provided by the gaming unit 4
54. As used herein, the term “button” is intended to encompass any device that |
allows a player to make an input, such as an input device that must be depressed to
make an input selection or a display area that a player rﬁay simply touch'. The control
panel 276 may include a “Cash Out” button 282 that may be activated when a player
decides to terminate play on the gaming unit 54, in which case the gaming unit 54
may return value to the player, such as by returning a number of coins to the player
via the payout tray 272.

[0054] If the gaming unit 54 provides a slots game hav1ng a plurality of reels and
a plurality of paylines which define winning combinations of reel symbols, the control
panel 276 may be provided with a plurality of selection buttons 284, each of which
allows the player to select a different number of paylines prior to spinning the reels.
For example, five buttons 284 may be provided, each of which may allow a player to

select one, three, five, seven or nine paylines.
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[0055] If the gaming unit 54 provides a slots game having a plurality of reels, the
control panel 276 may be provided with a plurality of selection buttons 286 each of
which allows a player to specify a wager amount for each payline selected. For
example, if the smallest wager accepted by the gaming unit 54 is a quarter ($0.25), the ’
gaming unit 54 may be provided with five selection buttons 286, each of which may
allow a player to select one, two, three, four or five quarters to wager for each payline
selected. In that case, if a player were to activate the “5” button 284 (meaning that
five paylines were to be played on the next spin of the reels) and then activate the “3”

“button 286 (mééﬁihg that three coins per,payliuliev were to fbe wagered), the total wager
would be $3.75 (assuming the minimum bet was $Q.25). |
[0056]. The control pénel 276 may include a “Max Bet” button 288 to allowa
player to make the maximum wager allowable for a game. In the above example,
where up to nine paylines were provided and up to five quarters could be wagered for
each payline selected, the maximum wager would be 45 quarters, or $11.25. The

- control panel 276 may include a spin button 290 to allow the player to initiate
spinning of the reels of a slots game after a wager has been made.
[0057] In Fig. 2A,a rectangle is shown around the buttons 280, 282, 284, 286,
288, 290. It should be understood that that rectangle simply designates, for ease of
reference, an area in which the buttons 280, 282, 284, 286, 288, 290 may be located.
Consequently, the term “control panel” should not be construed to imply that a panel
or plate separate from the housing 250 of the gaming unit 54 is required, and the term
“control panel” may encompass a plurality or grouping of player activatable buttons.
[0058] Although one possible control panel 276 is described above, it should be
understood that different buttons could be utilized in the control pénel 276, and that
the particular buttons used may depend on the game or games that could be played on
the gaming unit 54. If the display unit 274 is provided as a video display unit, the
control panel 276 could be generated by the display unit 274. In that case, each of the
buttons of the control panel 276 could be a colored area generated by the display unit
274, and some type of mechanism may be associated with the display unit 274 to
detect when each of the buttons was touched, such as a touch-sensitive screen.
[0059] The gaming unit 54 may also include a mechanism 294 by which the
gaming unit 54 may determine the identity of the player. This mechanism may be
separate from the other elements of the gaming unit 54, may be incorporated into one

of the other elements of the gaming unit 54, or its function may be provided by one of
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the other elements of the gaming unit 54. As an example of the latter category, the
card reader 262 may be used to read a card thét carries an identification code that may
be uniquely associated with the player so that the gaming unit 54 can differentiate that
player from all other players; or so that the gaming unit 54 can differentiate that
piayer as a member of a group of players from all players not a member of the group
of players. In Fig. 2, a separate identification device 2,94 \1s illustrated.
[0060] The identification device 294 may include equipment, such as a keypad,
an input pad (with 6ptiona1 stylus), a port (or antenna) adapted to communicate via a
wired or wireless link (infrared or radio frequency Tink, for example) to a Personal -

Digital Assistant (PDA), a camera, a scanner, a retinal (of iﬁs) scanner, fingerpﬁnt
scanner, and/or a microphone. The identification device 294 may include any one of
these devices, or the identification device 294 may include a combination of some or
all of these devices. Thus, utilizing the identification device 294, a player may
identify him or herself by entering a unique numeric ml alpha-numeric code using the
key pad, for example. Alternatively, the player may use his or her finger or the stylus -
to sign his or her signature on the input pad. The pad and/or stylus may include
instrumentation to record such characterisﬁcs as position, form, speed, and/or pressure
as the player signs his or her si gnéture. As a further alternative, the player may sign
his or her signature on the Personal Digital Assistant, which signature is then.

~ converted to electronic data, and the data is then transferred via the port/antenna to the
identification device 294. As yet another alternative, the player may sign his or her
signature on a piece of paper that is then photographed using the camera or scanned
using the scanner (or the bill acceptor 254) to convert the signature into electronic
data. As an additional alternative, the player may place one of his or her fingers or his
or her hand on the scanner, and the scanner may generate an electronic data
representation of the fingerprint on one or more of the player’s fingers or an electronic
data representation of the pattern of the entire hand. Alternatively, the camera may be
used to take a picture (live or still) of the player, the picture then being converted into
electronic data. As a still further alternative, the player may place his or her eye up to
the retinal (or iris) scanner, and the retinal (or iris) scanner may generate an electronic
data representation corresponding to the pattern of the retina (or iris) of the player. As
yet another alternative, the player may speak into the microphone, and characteristics
of the spoken words (or voiceprint) may be converted into an electronic data

representation.

-13 -



WO 2006/033805 PCT/US2005/031215

[0061] Other equipment may also be used in conjunction with the identification

device 294. For example, rather than using a stylus, a mouse or glove may be used.

Additionally, thermal imaging equipment may be included or substituted. Moreover,
-a touchscreen may be integrated with the display unit 274 and used, in place of the .

input pad, in combination with a stylus or a finger, for example.

Gaming Unit Electronics '
[0062] Fig. 3 is ablock diagram of a number of components that may be
- incorporated in the gaming unit 54. Referring to Fig. 3, the gaming unit 54 may

include a controller 310 that may comprise a program memory 312, a microcontroller
or microprocessor (MP) 314, a random-access memory (RAM) 316 and an
input/output (I/0) circuit 318, all of which may be interconnected via an address/data
bus 320. It should be appreciated that although ohly one microprocessor 314 is’
shown, the controller 310 may include multiple microprocessors 314. Similarly, the

~memory of the controller 310 may inciude multiple RAMs 316 and multiple progfam
memories 312. Although the I/O ciréuit 318 is shown as a single block, it should be
appreciated that the /O circuit 318 may include a number of different tyﬁés of /O
circuits. The RAM(s) 316 and program memories 312 may be implemented as
semiconductor memories, magneticaliy readable memories, and/or optically readable
memories, for example.
[0063] Although the program memory 312 is shown in Fig. 3 as a read-only -
memory (ROM) 312, the program memory of the controller 310 may be a read/write
or alterable memory, such as a hard disk. In the event a hard disk is used as a
program memory, the address/data bus 320 shown schematically in Fig. 3 may
comprise multiple address/data buses, which may be of different types, and there may
be an I/O circuit disposed between the address/data buses.
[0064] Furthermore, while the controller 310 is‘shc.)wn as a dashed box
surrounding the memories 312, 316, processor 314, and I/O circuit 318, this should
not be interpreted as a physical limitation on the controller 310. The memories 312,
316 and processor 314 may be disposed on a single board, or they may be disposed on
separate boards. Similarly, the IO circuit 318 may be disposed on the same board as
the memories 312, 316 and processor 314, or may be disposed on a separate board.
[0065] Fig. 3 illustrates that the coin acceptor 252, the bill acceptor 254, the
ticket readér/printer 256, the player tracking module 260, the display unit 274, .the
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control panel 276, and the identification device 294 may be operatively coupled to the
/O circuit 318, each of those components being so coupled by either a unidirectional
or bidirectional, single-line or multiple-line data link, which may depend on the

. design of the component that is used. The speaker(s) 270 may be operatively coupled
to a sound circuit 322, that may comprise a voice- and sound-synthesis circuit or that
may comprise a driver circuit. The sound-generating c1rcu1t 322 may be coupled to
the I/O circuit 318. Additionally, for a gaming unit such as the gaming unit 75 the

 transceiver 82 may also be coupled to the /O circuit 318.

' [0066] - As shown in Fig. 3, the components 252, 254,256, 260, 274, 276, 294,
322 (and, optlonally, 82) may be connected to the /O Cll‘Clllt 318 viaa respectlve '
direct line or conductor. Different connectlon schemes could be used. For example,
one or more of the components shown in F1g 3 may be connected to the /O circuit
318 via a common bus or other data link that is shared by a number of components.
Furthermore, some of the components may be dlrectly connected to the
microprocessor 314 without passing through the /O circuit 318.

[0067] Fig. 3A is a block dlag;ram of a number of components that may be
incorporated in an alternative gmning unit, such as the gaming unit 130 shown in Fig.
1orthe gaming unit 188 shown in Fig. 1A (w}nch may represent the same gaming
unit). Elements similar to those in F 1g 3 are numbered similarly, with the distinction
that the similar elements shown in Flg 3A are denoted with a prime.

[0068] Similar to the gaming unit 54 shown in Fig. 3, the gaming unit 130 shown
in Fig. 3A may include a controller 310” having program memory 312,
microprocessor 314°, and RAM 316’. Moreover, the program memory 3127,
microprocessor 314” and RAM 316’ may be operatively coupled to an input/output
circuit 318’ via a data link or a bus 320°. Further, the J/O circuit 318 may be coupled
to a display 274° and a control panel 276’, and to speakers 270’ via a sound circuit
322°. While the I/O circuit 318 is shown coupled to wager input devices, such as a
coin acceptor 252°, a currency accepior 254’ and a ticket reader/printer 256°, these
elements may be opfional according to an embodiment of the gaming unit 130 that
envisions implementation of cashless gaming. An identification device 294’ may also
be coupled to the I/O circuit 318°.

[0069] The gaming unit 130 shown in Fig. 3A may differ from the geming units
54, 74, 75, 94, which may be represented by the block diagram shown in Fig. 3,in
that the gaming unit 130 may include a modem 330. As illustrated in Fig. 34, the
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modem 330 is coupled to the /O circuit 318 by a bidirectional link. As also

illustrated in Fig. 3A, the modem 330 is coupled to the network 102 by the data link

132. 4

[0070] The modem 330 may be any well known device that modulates digital

signals into analog signals, and that demodulates analog signals into digital signals.

For example, the modem 330 may be one of a pair of a digital subscriber line (“DSL”)
~ modems disposed at opposite ends ofa telephone line. Such a DSL inodem may be
an ADSL (Asymmetric Digital Subscriber Line) modem or a VDSL (very high bit-
rate DSL) modem. As a further alternative, the modem 330 Iﬁay be a cable modem.
As yet another alternative, the modem 330 may be an Integrated Services Digital
Network (“ISDN”") modem or adapter
[0071]  Inturn, the data link 132 may be selected to conform to the modem
selected.- Where the modem is a conventional modem, the data link may include a
telephone line. Where the modem is a DSL modem (whether ADSL; VDSL, etc.), the
data link 132 may include a telephone line and a second modem at the opposite‘end of
the telephone line. With a cable modem, the data link 132 may be coaxial cable; in
fact, a pre-existing coaxial TV cable installation may be used. An ISDN modem or
adapter may also use a telephone line, but it further requires ISDN digital-switching

equipment and an external power source.

Overall Operation of System
[0072] One manner in which the system 50 and one or more of the gaming units
54 (and one or more of the gaming units 74, 75, 94) may operate is described below in
connection with a number of flowcharts which may be implemented as a number of
portions or routines of one or more computer programs. These programs or pbrtions
of programs may be represented as a set of instructions that may be carried out by one
or more of the servers 140, 142, 144, 146 and/or the coﬁtroller 310 of gaming units
54,74, 75, 94, for example. '
[0073] The programs or portions of programs may be written in any high level
language such as C, C++, C#, Java, Visual Basic or the like, or any low-level
assembly or machine language. The programs or portions of programs may include
data files, binary files, scripts, data tébles, graphic file formats, 3D models, etc.
Furthermore, the programs or portions of programs may be implemented using an

event-based triggering system. That is, the controller 310, for example, may generate
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an event (for example, in connection with a game outcome) that 1s m turn
communicated to the display unit 274, the sound circuit 322, and a payout device, for
example, the ticket reader/printer 256. Each unit or device may then determine if the
communicated event has significance for that unit or device, and what that
significance may be. As a result, units or device may be added or removed from the
gaming unit 54 without requiring significant reprogramming of the controller 310,
thereby perniitting a modular approach to be implemented. '
[0074] It will also be recogrﬁzed'thé.t the programs or portions of programs may
be -sfofed ona machiﬁé >akc>cessib{lew medium. A rhaéhiﬁe accessi'ble‘ medium includes
any mechanism that provides (i.e., stores and/or‘trainsmité) information in a forrh
accessible by a machine (e.g., a-computer, network device, personal digital assistant,
any device with a set of one or more procéssors, etc.). For example, a machine
accessible medium includes recordable/non-recordable magnetic, optical and solid-
state media (e.g., read only memory (ROM), programmable read only memory
(PROM), erasable programmable read only merhory (EPROM), electrically erasable
programmable read only memory (EEPROM), random access mémory (RAM),
magnetic disk storage media, optical storagé media, flash memory devices, etc.), as
well as electrical, optical, acoustical or other form of propagated signals (e.g., carrier
waves, infrared signals, digital signals, etc.), etc. According to the present
embodiment, the machine-accessible medium inay include the memories associated
with the servers 140, 142, 144, 146 and the memories 312, 316 of the controller 310.
[0075] In regard to the gaming units 54 (and gaming units 74, 75, 94), the |
programs or portioﬁs of programs may be stored remotely, outside of the gaming unit
54, and may control the operation of the gaming unit 54 ﬂom a rémote location. Such
remote control may be facilitated with the use of a wireless connection, or by an
Internet interface that connects the gaming unit 54 with a remote computer (such as
the network computer 56) having a memory in which the computer program portions
are stored. By storing the programs or portions of programs therein, various portions
of the memories are 'phyéicaliy and/or structurally configured in accordance with the -

instructions of the programs or portions of programs.

Brand Association Routine
[0076] Fig. 4 is a flowchart of a brand association routine 350 that may be stored

in the memory of a network computer, such as the brand association server 140, or
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even in the memory of a gaming unit, such as the gaming units 54, 74,75, 94, 130. In
general terms, the brand association routine 350 may be used to promote associations
as to one or more brands. In pérticular, the brand association routine 350 may
promote associations as to one or more brands through various forms of advértising
and/or promotional activities. '
[0077] Tnitially, it will be récognized that while “brand association” is used in
connection with the operation of the routine 350, the operation of the routine 350 may
do more than form mental connections between a brand and, for example the type
Mwand/or quglitgf gf E;e goods and/or services associated with the brand The operatlon
of the routine 350 may cause the player to be aware of a brand, the goods and/or
services associated with the brand, or both the brand and the goods and/or services
associated therewith. Further, the operation of the routine 350 may cause the player’s
recognition of the brand to increase. Consequently, “brand association” includes a
variety of activities relative to the player and relating to one or more brands.
.J0078] Additionally, it will also be recognized that the term “brand” as that term
is used herein is not limited to only trademarks, service marks, trade dress and the
like. To be sure, the term “brand”, as used herein, may include trademarks, service
marks, and trade dress, such marks and/or dress being registered, unregistered, orin
whatever form that may be recognized by the laws of a particuldr jurisdiction.
However, the term “brand” may also cover other devices that are not used solely or '
primarily to establish a connection between a particular individual or company and a
particular good and/or seryice. In fact, the term “brand”, as used herein, may include -
devices that may not qualify as a trademark or service mark in a particular
jurisdiction, whether because the jurisdiction does not permit such devices. to-serve as
a trademark or service mark or because the device lacks sufficient distinctiveness or
association in the minds of consumers. As used herein, a “brand” may include
alphanumeric combinations, words, phrases, drawings, designs, and logos.
[0079] With this by way of background, the routine 350 may begin at block 352,
where a determination may be made as to whether a player profile is available in
those embodiments of the routine 350 that utilize a player profile. For those
embodiments that use a player profile, if it is determined that a player profile is
available, the routine 350 may proceed to block 354, where the player profile may be
received by the server 140 or the gaming unit 54, 74, 75, 94, 130 operating according
to the routine 350.
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[0080] A player profile may refer to any collection of information or data that is
identified, related or associated with a player. This profile may be storedinafileina’

database accessible by the brand association server 140, or it may be stored in the

memory of the gaming unit 54, 74, 75, 94, 130 or the personal communication unit

64, 84, 126 used by the player. As a still further alternative, the information may be
stored on a player tracking card that may be disposed into the card reader 262 of the
player trackiﬂg module 260. Further, the profile may include data or information
stored remotely to the server 140 or gammg unit 54, 74, 75 94,130, Wthh data or

: 1nformat10n may still be considered associated with the proﬁle

[0081] According to one embodiment, the profile may include an 1dent1ﬁer The
identifier may be unique to each player, like a cell phone number of the personal
communication unit 64, 84, 126 uséd. by the player to interface to the system 50, or
may be unique to a group of players relative to the remainder of players on the systém )
50. For example, where the operator intends to distriblilte the personal communication -
units to members of a tour group, for example, the desired goal may not be for the
brand association aspect of the system 50 to respond differently to each member of
the tour group, but rather for the brand assdciation aspect to respond to members of

the tour group differently than to the general public. As another example, the gaming

| system operator may wish to target certain groups or categories of player, e.g., “high-

rollers,” to receive certain opportunities relative to the brand association aspect of the
system 50 not available to the general public, but available to all the members of the
target group. Consequently, the members of the target group may receive personal
communication units with an identifier which differentiates the members of the group
from the public-at-large and all other players carrying personal communication units.
In this regard, some of the personal commupication units may develop recognition as
a status symbol item as well as performing a practical function.

[0082] Moreover, more than one identifier may be assigned to a profile, or stated(
slightly differently, one profile may be associated with more than one identifier. For
example, a particular profile may be associated with a first identifier which indicates
that the associated player belongs to a first group, e.g., the “high-roller” group, and
with a second identifier which indicates that the associated player belongs to a second
group, e.g., the “ultra high-roller” group, which may or may not be exclusive of the

first group. Moreover, the second identifier may be unique relative to all other
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identifiers, such that the associated player may be differentiated from all other
players.

[0083] The profile may also include one or more records that may contain data
about the characteristics, habits and/or preferences of a player associated with the
identifier. For example, the profile may include basic personal data that will be stored
in a personal data record, including such data as the name, address, Social Security
number, date of birth, nationality, language skills, and cultural preferences of the

player. The personal data record may also contaln 1mportant dates such as blrthdays

anniversaries, and other occasions. The proﬁle may also include data regardlng the
player’s favorite foods, shows, prizes, complementaries (“comps”), and the like, this
data being stored in an entertainment record and/or a personal prize preferences
record. The profile may also include the player’s preferences regarding the look of
the game displayed, or the types or levels of sensory outputs utilized during the game.
Further, the profile may include the player’s preferences regarding the brand
association materials that the player is willing to or wishes to receive, or, convefsely,
the brand association materials that the player is not willing to or does not wish to
receive. For example, a player that ehjoys water sports may wish to receive brand
association materials regarding a water park, while a non-drinker may not want to or
wish to receive advertisements regarding alcohol. '
[0084] Such records may be created and/or updated manually. That is, the player
may enter the data personally, through the use of one or more of the gaming units 54,
74, 75, 94,130 configured to permit such data entry or via the Internet from a remote -
~ location, through the use of a computer that may or may not be configured as a
gaming unit. As an alternative, the player may answer quéstions ona questidnnaire,
and an employee of the network or system operator may enter the data into the system
50.
[0085] Such records may also be created and/or updated by the system 50. For
example, the system 50 may generate and maintain a bonus record including a.
running total of the value wagered by the player and bonuses awarded therefore, and
this may be associated with the profile. This information may be obtained, for
example, through the use of the player tracking server 142 and associated player
tracking modules 176. Extending beyond the monitoring of gaming inforrhation, the
system 50 may also keep track of information of a player’s use of other aspects of an

operator’s property or properties. Further, the system 50 may generate some of this
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data by analyzing the movements of the player to restaurants, theaters, etc. This data
may then be stored in the entertainment record. Where the player accesses the

Internet through the use of the system 50 or where the player permits the operator to -

‘track his or her use of the Internet through other methods, the system 50 may establish

other records reflecting Internet usage. For example, the system 50 may track the
products or services (e.g., travel) purchased by the player over the Internet, or the sites
visited or searches run by the player while on the Internet, and store Such information

in an Internet usage record. As one such example the system 50 may have

relatlonshlps with thlrd-pa:rtles Internet- companies who with the perrmss1on of the -
player, make the information available to the operator to permit prizes to be selected-
according to the player’s Internet hébits. Alternatively, this information may be .
provided to the operator, with the player’s permission, in exchange for providing
Internet access via one of the gaming units 54, 74, 75, 94, 130 or personal
commumcatlon units 64, 84, 126. |

[0086] - Not all information has to come from either the player or the system 50.
For example, both the player and the system 50 may generate data about the player’s
gaming preferences (e.g., favorite casino games) to be stored in a gaming record.
Similarly, both the player and the system may generate (through data analysis) data -
about the player’s wagering preferences to be stored in a wagering record. This data
may include whether the player prefers to always bet the maximum, to always bet the
maximum on certain games, to always bet a certain amount on certain value games,
etc. :

[0087] The player profile may be received bj the server 140 or the gaming units
54,74, 75, 94, 130 at block 354 in a variety of manners. For example, the player
profile may be uploaded to the brand association server 140 or.géming unit 54, 74, 75,
94. Specifically, the player profile may be uploaded from a personal communication
device 64, 84, 126 or from a player tracking card disposed into the card reader 262 of
the player tracking module 260. As a further alternative, the player profile may be
upléaded from a plurality of storage locations, for example from the player tracking
server 142 in addition to from a personél communication device 64, 84, 126 or a card
disposed into the card reader 262. As a still further alternative, the player profile may
be created and stored in the memory associated with the server 140 or gaming unit 54,

74,75, 94, 1340, rather than being retrieved from a memory storage location.
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[0088] As an example of this later alternative, a registration routine 360 is shown
in Fig. 5. The registration routine 360 may be carried out using devices and personnel
of the network operator, or the routine may be carried out using devices of the system
50 but without the assistance of personnel of a network operator. ‘As one example, an
employee of the network operator may register players at a specific location set up for
this purpose (e.g. at the concierge desk), or may “roam”‘g casino floor to perform this

service wherever the player is located. Alternatively, the player may register him or

herself over the Internet, at a kiosk (such as kiosk'88) established for registration at -

the casino, or at gaming units adapted to permit reglstratlon to occur. .

[0089] Initially, the player is queried at block 362 to determine if the player
meets certain preconditions before registration can continue. These preconditions
may include information regarding the loéation of the player at the time the player is
accessing the brand association aspect of the system 50, or the location of the player’s
place of residence. Some jurisdictions may prohibit or limit the use of the brand
association aspect of the system 50 described herein, or place certain limitations on
the types of people that may use the brand association aspect, particularly in
conjunction with the gaming units 54, 74, 75, 94, 130. Thus, the preconditions may
also include information regarding characteristics of the player. For example, some
jurisdictions may prohibit players of a certain age from using the brand association
aspect described herein or from using the brand association aspect described herein in
conjunction with the gaming units 54, 74, 75, 94, 130. Other jurisdictions may
prohibit players that reside in certain locations from using the brand association
aspect, while still others may maintain lists of certain persons that are not allowed to
use the brand association aspects of the system 50 discussed herein. The player may
provide the information concerning him or herself in a variety of manners, depending
on the method by which registration is occurring. For example, if the registration is
occurring within a casino property and a casino employee is assisting the player in
completing registration, some information (such as the location of the player) may be
self-evident and other information may be gathered by the casino empldyee (for
example, through the use of a questionnaire). Alternatively, if the registration is
occurring at a location remote to the casino property, the player may provide this
information by way of an on-line questionnaire that is submitted over a network
connection (such as the Internet) to the server 140 As a still further possible

precondition, certain types of security measures may need to be implemented before
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the player can take advantage of the brand association aspect of the system 50; for
example, certain level of typé of encryption may be required to be use the brand
association aspect of the system 50. If the player cannot provided the required .
information, or if the information shows that the player does not meet the -
preconditions, the routine exits at block 364 and the player is prevented from using
the brand association aspect of the system 50.

[0090] Assuming that the information provided at block 362 indicates that the
player meets the precondltlons the routlne 360 proceeds to.a block 366, and the

e o © e s ot o st S — et e b vmn

player may be requlred to verify one.or more aspects of the mforma’non prov1ded in i
regard to the information provided at block 362, or to provide additional information:
that may be used to identify the pla}'rer-in the future, thereby providing an increased
likelihood that a person using the player’s profile is indeed the playér oroneofa
group of players, where a common profile is used for a group of plaYers. Here as
well, if the information is unavailable; if the player refuses to provide the information,
or if the verification cannot be completed, the routine exits at block 368.

[0091] It should be noted that ﬂle.block 366 may be optional. That is, according
to the regulations of the particular jurisdiction and the policies of the network
operator, the information provided at block 362 need not be verified using a source of
information separate from the player, but it may. Additionally, the opefator may
determine that it is not necessary to ensure that a registration is being used bya
particular person or one of a particular group of people. In such a circumstance,
additional information regarding the identity of the player or players need not be
gathered. According to an embodiment, the determination of block 366 may be
omitted where the operator can limit access by, for example, underage playefs to the
gaming units 54, 74, 75, 94 (for example, in a casino-type gamiﬁg environment és
opposed to an Internet-type gaming environment, as may be represented by the
gaming unit 130). .

[0092] However, if required, information verifying the data provided concerning
the preconditions at the block 362 may be verified at the block 366. For example,
according to an embodiment wherein the player is registering at a casino property and
is being assisted by a casino employee, the casino employee may ask the player for a
picture identification card to verify that the person providing the information is who
he or she is who they say they are, and to verify, for example, age information

provided to complete the precondition qualification at block 362. Alternativeiy, ‘
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where the player is performing the re gistration: at a site remote to the casino floor, for
example in a casino hotel room or at home, the player may need to use, for example,
one or more devices coupled to the gaming unit. or personal communication unit
which they are using to interface with the system 50. As one such embodiment, to
vérify the location of a gaming unit located off the casino floor or outside the gaming
system operator’s property, the gaming unit may be associjgted with a device that
provides location data for the gaming unit that may be tr‘;msmitted to the gaming‘

system operator. F or example, the Global Positioning Satellite (GPS) system may be

e i o b it 5 A S it e

utilized by assomaﬁng a special transceiver with the gaming unit. As a further
example, the gaming system operator may require the pla;rcr to connect to the systefn
50 using a cellular mobile station (or-at a minimum to make a call using the mobile
station or to turn the cellular mobile station on during play). The gaming system
operator may then access the locatioﬂ information available to the cellular system
. operator after the cellular system operator has processed the cellular transmission data

from the mobile station (such as may be done in providing enhanced 911 (or E-911)
service, for example). Altemnatively, the player may be required to connect to the -
system 50 from a land line (or to call the gafning system operator using a land line
telephone during the verification process), whereupon the gaming system operator
may check the telephone company’s records to verify the number and pull the street

| address associated with the number. As a further alternative, where the player has
connected to the system 50 over the Internet, the gaming system operator may check

the TP address of the gaming unit and of the Internet service provider, and obtain a
street address from the Interet service provider.
[0093] Similarly, the operator may require the player to provide information that
will be used at the present time and/or in the future to verify the identity of the player
or players associatéd with a particular regisﬁation and/or profile. For example, the
player may provide a form of identification (such as a fingerprint or other form of
biometric data, driver’s license, or national identity card) that the gaming system
operator may use to access age data established by a third party (for example, the state
department of motor vehicles). As a further alternative, the camera associated with
the gaming unit may be used to monitor the player using the gaming unit 54, 74, 75,
94, 130.
[0094] -  Assuming that the preconditions are met at the block 362 and verification
is provided, if required, at the block 366, the routine 360 proceeds to block 370,
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. where the determination is made as to whether the protile for the registration 18
complete. If the registration is not complete, the routine may proceed through blocks
372, 374 as necessary to gather the information necessary to complete the player’s
profile. When the profile is complete (as determined at block 370), the routine returns
to routine 350 in Flg 4.

[0095] After recelvmg the player profile at block 354 or having determined that
there is no player profile to receive at block 352, the brand association routine 350
proceeds to block 380. At block 380, the routine 350 determines if there are event

" criteria to be received by the brand association aspect of the systeiii 50. If there are
event criteria to be received, the routine 350 proceeds to block 382.

[0096] For example, according to certain embodiments of the present d1sclosure

it may be desirable to receive certain event criteria that may be u‘uhzed to select a
brand from a plurality of brands in regard to which advertising and/or promotional
materials may be provided to one or more players. Suéh event criteria may include
game play events (e.g., a particular combination of game elements, a particular series
of combinations of game elements, 2 bonus round trigger event, a progressive level
trigger event), player tracking events (e. g., card-in, elapsed gaming time, number of
coins in or out, rate of coins in or out), timed events (e.g.,-at a particular time of the
day, on a particular day of the year, at a predetermined time, ét a randomly selected
time) and promotional events (e.g., to encourage use of underutilized machines, to
encourage participation in a tournament). Other events may also be included.

[0097] As was the case with the player profile, these event criteria may be
uploaded from a memory storage location elsewhere in the system 50, or may be
preloaded onto the server 140 or gaming unit 54, 74, 75, 94, 130. As a further
alternative, the event criteria may be inputted and stored at the time block 382 is
executed.

[0098] After the event criteria is received at block 382 or if it is determined at
block 380 that no event criteria is to be received, the routine 350 proceeds to block
384. Atblock 384, a determination is made as to whether there are criteria to be
uploaded or entered in regard to the brand to be selected. If there are criteria to be
uploaded or entered, the routine 350 proceeds to block 386. If there are no criteria to
be uploaded or entered, the routine 350 proceeds to block 388.

[0099] The brand criteria may include a vanety of concerns relating to the brands

themselves and the brand-promoters associated with the brands (which may be the
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manufacturer or retailer of the goods and services associated with the brand, or may
be an intermediary acting on behalf of such manufacturer or retailer, for example).
For example, a criteria may be established for a specific brand that advertising and
promotional materials concerning the brand will only be distributed to players that
have a preference not only for a particular good or service associated with the brand,
but also for the particular brand itself. As another example, where a particular brand-
promoter sponsors a particular event (éuch asa toumamé;lf) or a particular prize -

offered for play of a particular group of gaming units 54, 74, 75, 94, the advertising

and/or promotional materials of that sponsor/brand-promoter may be given a priority
or preference over the advertising and/or promotional materials of other brand-
promoters relative to those gaming units 54, 74, 75, 94. Asa further example, the
advertising and/or promotional materials felating to another, competitive brand may

. not be displayed on the gaming un’its‘54, 74, 75, 94 during the time the particular -
event or prize is offered. Alternatively, the brand cﬁteﬁa may relate to agreements
made between the operator of one or miore of the networks 52, 72, 92 and the brand-
promoter. For example, the network operator may guarantee a certain number of -
placements to a particular brand-prbmofer for a specific brand. As a further example,
where the brand-promoter has been guaranteed a certain number of placements of
advertising and/or promotional materials within a certain time period, and the time
period is drawing to a close with a significant number of placements still to be made,
the brand may have a weighted or preferred status relative to other brands and to
placement. |
[0100] Aswas the case with the player profile and the event criteria data, the brand
criteria data may be uploaded from a memory storage location elsewhere in the
system 50, or may be preloaded onto the server 140 or gaming unit 54, 74, 75, 94,
130. As a further alternative, the brand criteria data may be inputted and stored at the

time block 386 is executed.

[0101] Once the brand criteria has been stored or uploaded at block 386 or the
determination has bécn made at block 384 that there is no criteria to store or upload,
the routine 350 proceeds to block 388. At block 388, a détennination ismade of a
brand from among a plurality of brands. The determination may involve a
consideration of the player profile, the event criteria, the brand criteria, or any

combination thereof. Alternatively, the determination may not require a consideration
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of any of a player profile, an event criterion or a brand criterion. Once the

determination is made, the routine 350 proceeds to block 390.

[0102] The determination of which brand to feature relative to a specific player or -
group of playefs may include matching information contained in one or more of the
data records to one or more of the criteria related to a particular brand. For exafnple,
a particular brand criteria related to a particular brand may require that the player have
a preference for the good and/or service related to the target brand. The brand criteria
__may also require that the player have a preference for a related good and/or service
that marketing studies have shown is a common preference for persons who are repeat .
purchasers of the good and/or service offered in connection with the target brand. |
“Players who match the brand criteria may be included in the distribution list for the
materials related to the brand associated with the brand criteria, and players whodo

not match are not included in the distribution list.

[0103] The event criteria may be used.in combination w1th the matching of the
player profile data and the brand criteria, or in substimtion therefor. For example, the
operator of one or more of thé networks 52, 72, §2 may determine that théy do or do
not want to distribute brand association materials during certain times of the day. One -
network operator may wish to prevenf ﬁhe distribﬁtion of brand association materials |
during a certain time of the day, week, month or year when players typically are the
most acﬁve, under the assumption that the display of the brand association materials
will distract the players from their gaming. Alternatively, a network operator may
decide to té.rget the same time period for increased distribution of brand association
materials because he or she knows that an increased numBer of possible recipients
Wﬂl be available during that time period. As another example, a network opefator
may set an event criterion which is tied into the brand criteria, such as an event
criteria which signals the beginning of a tournament and a brand criteria that places
preference on the advertising and/or promotional materials of the sponsor/brand

promoter.

[0104] As an alternative, the determination of the brand may rely in part or not at
all on the matching of player profile data with event and brand criteria, the ultimate
determination of the selected brand being made according to an exchange of

) commumcatlons between the network operator and the brand promoter. For example,

the matching of player profile data with event and brand criteria may be used to

-7 -



WO 2006/033805 PCT/US2005/031215

narrow the group of potential brands from a larger number of possible brands, but ‘not
to select a specific brand. As another example, the matching of player profile data

and event and brand criteria may be used to weigh the possibilities that one brand will
be selected over another, without actually making the final determination as to which
brand will be selected. However, at the end of the determination, the brand is selected
according to an exchange of communications between the network operator and the

brand promoter, for example in the form of an auction or reverse auction.

. [0105] That is, it may be dgtermined, based on the player profile, event criteria and
‘brand criteria, that a group of three hundred players could be a target audience for the
advertising and/or promotional materials of any-one of three brands. Moreover, based
on other event and brand criteria established by the network operator, the advertising
and/or promotional materials of only-one of the three brands may be distributed at the
present time. The network operatdr may send a request message via fhe network 160
(which may represent the Internet) to the servers 168, 170, 172 associated with each
of the three brands, the message stating Athat a target audience of three hundred players
has beén identified for the brand in Question and :;equesting‘ a bid if the brand
promoter for the identified brand wishes to securé the right fo distribute the
advertising and/or promotional infonﬁétion to the target audience. The bid might be
requested in currency or in kind (such as a certain number of prizes each having a net
worth equal to a certain amount of value). In response, one, two or all of the brand
promoters may transmit offers to the sérver 140. The network operator associated
with the brand association server 140 must then decide which offer to accept in regard
to the té.rget audience. In this fashion, not only the player profile, event criteria and
brand criteria determine the brand selected, but the exchange of communications (in

the form of an auction) also determines the brand selected.

[0106] Of course, an auction is not the only kind of ekchange of communications
that might be used to make the determination as to the brand selected. For example,
the player profile data, in combination with the event criteria and brand criteria, may
be used to form a ranked list of potential brands. The network operator may then send
an offer for a bid (in currency or in kind) to the brand promoter associated with the
highest-ranked brand, and if the brand promoter accepts, the determination process is
over; otherwise, the network operator sends a communication to the brand-promoter

~ associated with the next name on the list, and so on. As another example, the network
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operator may need a certain number of prizes for a promotion to be used in
conjunction with a group of players having certain common likes or dislikes, and the
operator may provide a communication to a number of brand-promoters requesting -

bids for the opportunity to provide the prizes needed to the audience described.

[0107] As a still further method for the determination of the selected brand, the
determination may be made without consulting player profile data, event criteria or
brand criteria, and without resort to communicating with the brand-promoter at the

_ time the determination is made. Instead, the determination may be made according to
an input received by the server 140 or gaming unit 54, 74, 75, 94, 130 operating
according to the routine 350, the input resulting in the determination of the selected
brand. This input may be in the form of a ticket or coupon that may be disposed into.
the ticket reader 256 or a card that may be disposed into the card reader 262, the:
ticket, coupon or card including an instruction which is used by the server 140 or |
gaming unit 54, 74, 75, 94, 130 to determine which brand is to be used. In a variant
form, for use with a gaming unit without a ticket reader 256 or card reader 262, such
as the gaming unit 130, the input méy be in the form of a password instead.
According to any such embodiment, the determination is made after the input is

received.

- [0108] As one example of such an embodiment, a ticket, coupon or card may be
provided to a player during the play of a game at one of the gaming units 54, 74, 75,
94, 130, using, for example, the ticket reader/printer 256, 256°. Alternatively, the
ticket, coupon or card may be provided to a player during as part of a special event
(such as a tournament) relating to the casino related to one of the networks 52, 72, 92.
As a further alternative, the ticket or coupon may be provided to the player by the
brand-promoter, perhaps in connection with the sale of the good and/or service
associated with the brand (for example, at a vending machine or a retail

establishment) or as part of a mailing campaign.

[0109] And another embodiment, the selection may be performed in whole or 1;1
part by the player. That is, the server 140 may display a number of brands available,
for example by generating an image on the display unit 274, and the player may a
select a brand from the brands displayed, using a touch screen associated with the
display unit 274 or some other player input device, such as a button. According to

one variation, the brand distribution éspect may be programmed to display one or
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more brands, and the player is permitted to select any one of the brands displayed.
Accofding to another variation the brand distribution aspect may start with a first
plurality of brands, the server 140 may be programmed to use one or more of the
player profile; the event criteria and the brand criteria to reduce the number of brands
to a second plurality, and then the player is permitted to select one of the second
plurality of brands, which selected brand will be used hereafter. For example, the
player profile may be used to eliminate certain brands based on the players’ |
willingﬁess to accept certain advertiéements or the players’ desire not to receive other
" advertisements. Other variations are possible. . | o

[0110] Once the brand is determined at block 388, the brand materials are reuie\}ed
at block 390. ‘

[0111] The brand materials may include a variety of possibilities. For example, the
brand materials may include advertising information. The brand materials may

" include video or audio information associated with the brand, such as a particular
logo, slogan, or jingle. The video information may in the form of stills or video clips,
and may be incorporated into the images that make up the‘game aspect of the system
50, or may be separate from the images involved in game play. The audio
information may be in the form of audio or sound clips, and may also be incorporated
into the sound effects that normally make up the game aspect of the system 50 (e.g.,
the sound effect jingle for the selected brand may be generated when a payout is
awarded that includes a good or service of the selected brand), may be coordinated
with the display of the video information associated with the selected brand, or may
generated separately from the images involved in game play and the images
associated with the selected brand. The brand materials may also represent bbnusing
opportunities not available to the general public, but only to pléyers that have received
the brand materials. The brand materials may further iﬁclude prizes that are selected
according to the brand (such as goods and/or services associated with the brand).
Perhaps in conjunction with the prizes selected according to the brand, the brand
materials may include modifications to be made to a paytable or a downloadable
paytable. As a further alternative, the brand materials may include links which may

provide a conduit for further information and/or prizes associated with the brand.

[0112] These materials may be already stored in memory somewhere on the system

50 for retrieval. However, where the brand is determined through a bargaining
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session, such as an auction, for example, the materials may need to be retrieved from
a remote server associated with the brand-promoter that is associated with the brand
selected at block 388. Moreover, where the materials involved are prizes, the actual
‘materials may not be transferred to the network operator, but instead other items

répresentative.of the prizes (such as a photograph or illustration of the prize) may be

transferred to the network operator for use and/or display to the players.

- [0113]  Once the materials have been retrieved at block 390, the routine 350

__proceeds to block 392, where the materials are distributed. The downloading of the

materials at block 392 may be a direct download of materials from the server 140 toa
storage device associated with a player, such as gaming unit 54, 74, 75, 94 or personal
communicatioﬂ unit 64, 84, 126. Alternatively, the materials may be distributed using
‘the servers 144, 146 illustrated in Fig. 1A, for example. That 1s, the brand association
materials may be downloaded to an intermediary server, such as the gaming machine |
download sérver 144 and tﬁe communications sefver 146. Then, at allater time, the
| server 140 may provide a command, or event, that is then éommunicated to all of the
servers in the system 50. In response to the event, the individual servers determine if
the event has significance for them, and, if so, what the significance might be. For
example, the server may send a particular event that causes a download of brand
~ materials from the gaming unit downl;;ad ser\}cr 144, but which the communications
server 146 may ignore. In the alternative, the server may send a particular even:tv that
. causes a download to occur from the gaming unit download server 144 and the
communications server 146 at approximately the same timé (for example, a holiday).
However, even if thg servers 144, 146 are generally synchronized as to the time of the
distribution of the brand association materials accbrding to the event sent, the servers

144, 146 may download different brand association materials.

[0114] Once the materials have been distributed to the devices where the brand
materials will be used, such as gaming units 54, 74, 75, 94 or personal communication
units 64, 84, 126, the materials may be used to present information fegarding the
selected brand at block 394. This information, as discussed previously, may include
advertising information and/or promotional information. Examples of the information
and its use in the brand association aspect of the system 50 are illustrated in Figs. 6A,
6B, 7 and 8.
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[0115] Tumning first to Figs. 6A and 6B, it will be recognized that Fig. 6A -
illustrates an image 400 that might be displayed on the display unit 274 of a gaming
unit (such as one of the gaming units 54) during the operation of the gaming unit 54
according to a slots game. The slots gaine image 400 may include a number of reels
402, each reel having a plurality of symbols 404 (black “7”"), 406 (white “7”"), 408
(triple bar), 410 (double bar), 412 (single bar) displayed thereon. The slots game
image may also include buttons 414, such as a “Cash Out” button, a ‘See Pays”

‘button, a “Spin” button, a “Max Bet” button, a plurality of payline buttons, and a

plurality of bet buttons, the operation of each of which has been explained above
relative to Fig. 2A. The image 400 may also include a paytable 416. AThe paytable -
416 includes a listing of certain combinations 418 aﬁd the associated payouts 420.
The image 400 may also include one or more areas 422 in which ndfching is shown in
the image 400 of Fig. 6A (while the area 422 is.surr.oul‘lded by a rectangle, the
rectangle is for illustfat—ive purposes only, and does not necessarily mean' thata

rectangularly-shaped border need be shown in the image 400 of Fig. 6A).

[0116] . Fig. 6B illustrates the image 400, now designated 400°, as modified
according to the brand association aspect of the system 50. While a number of
modifications have been made to the image 400’ in keeping with the brand '
association aspect of the system 50, this is not to suggest that all of the modifications
must be made in combination. Rather, the modifications may be taken individuaily or
in combination, whether that is the combination illustrated in Fig. 6B or some other

combination.

[0117] To begin, one or more of the symbols 404°, 406’, 408, 410°, 412° may be
replaced with material associated with the selected brand on the reels 402°. In the
example illustrated, the symbols 412” have been replaced with an image 424 (which
includes pictorial and textual elements) that is associated with the selected brand
(“LOGO”). According to other embodiments, all of the symbols 404°, 406°, 408’,
410°, 412° may be replaced with different images associated with the selected brand.
These symbols 424 may be static — that is, the symbols 424 may be used in the
display of outcomes in regard to the slots game only. Alternatively, and in
combination with a touch screen associated with the display unit 274, the symbols
424 may be dynamic — that is, the symbols 424 may serve as buttons which activate

links to other materials related to the selected brand as well as being used in the
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display of outcomes in regard to the slots game. For example, by touching the area of
the touch screen associated with one of the symbols 424, a signal may be generated
that is received by the server 140. In response, the server 140 may retrieve a webpage
- from a website associated with the selected brand, for example, as shown in Fig. 7.
The player may then navigate the website associated with the selected brand using

input dévices on the web pages, such as the buttons 426, 428 shown in Fig. 7.

[0118] It will be further recognized that, while an example has been discussed
wherem symbols related to the selected brand are d1splayed in place of symbols

typically displayed in the slots game, this modlﬁcatlon is.not limited to the type of
game discussed or the game elements used to play such game. That is, if the example
discussed previously had been a card game such as video poker or video blackjack, .
the symbols 424 could have been displayed in place of one or more of the
denominations, such as all jacks, quéens, kings or aces. Moreover the symbols may
be displayed on such cards separate apart from the markings representing the suits and
denominations. For example, each card may heve the sylhbol disposed in the center
of the face of the card irrespective of the suit and denomination of the card.

Moreover, as indicated above, the symbol may be static or dynamic. Similar

modifications may be made to keno cards, bingo cards, die, and the like.

[0119] As also is shown in Fig. 6B, advertising information about the selected
brand may be displayed in the area 422°. This advertising may be static, or may be

- animated. Similar to the symbols 424, the area 422° may be dynamic, such that when
a player touches the touch screen in the area 422°, a signal is sent to the server 140 to
pull up an advertisement or a webpage, such as shown in Fig. 7. Alternatively, only
sections of the area 422° may be dyriamic — for example, only the region overlying the
“LOGO” symbol 430. For that matter, a symbol 430 may be displayed as part of the
image without any accompanying advertising material, such as the text displayed in

_the area 422°.

[0120] Asis further shown in Fig. 6B, the paytable 416’ may be modified as well,
whether that paytable is of the primary game provided by the gaming unit, or a bonus
or secondary bonus game or event. While the modification of the paytable 416°, as
shown, includes substituted game elements 424 and a substituted payout in the form
of a prize 432, which may be, for example, a good or a service associated with the

selected brand, the modification of the paytable 416’ need not include both
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modifications at the same time. That is, it is within the scope of the present disclosure
for such a modification to be made, but it is also within the scope of the present
disclosure for only the game elements 424 to be substituted for the game elements
existing in normal operation of the gaming unit or for only the payout to be modified,
the payout being associated with the selected brand but the game outcome (as
represented by the combination of game elements) being identical to that which

occurs in the normal operation of the gaming unit.

[0121]. This modlﬁcatlon may be made by reprogramming a sectlon of the ex1stmg

paytable at the gaming machine to 1nclude a game element or a prize that is assocmted
with the selected brand. The reprogramming of the paytable may include alteration of
the original code or original associated data structures that represent the paytable to
include one or more gaming elements.associated with the selected brand (such as
game elements 424) or a payout associated with the selected brand. Altematively, the
code or associated data structures may be originally written so as to permit the
insertion or substitution of one or mdre game elements 424 or one or more prizes into
the paytable after the code or associated data structure is stored in the memory of the
gaming unit. For example, the stored paytable may include one or more game
outcomes (WMch may be represented by one or more combinations of game elements,
such as symbols on a slot machine) that are not associated with a payout or are
associated with a lesser value payout according to the normal operation of the gaming
unit, but that may be later associated with a payout without‘altering the underlying

paytable code.

' [0122] Alternatively, the modification of the paytable may be performed by
downloading a new paytable to the gaming unit, which paytable is then imple;nented
by the gaming unit. While the paytable is referred to as “new”, the paytable may be
new only in relation to the game elements that may resuit in game outcomes
associated with payouts or the payouts that may be provided, the frequency and the
size of the payouts remaining substantially unchanged relative to the paytable used by
the gaming unit in the normal operation of the gaming unlt For example, the
paytable may remain unchanged as to the size aﬂd the frequency of all payouts, except
that a prize associated with the selected brand is now provided as a payout for a game
outcome (which may be represented by one or more combinations of game elements,

such as symbols on a slot machine) that previously had no prize associated therewith
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. or only a lesser value payout associated therewith. Moreover, this game outcome may
now include game elements 424 associated with the selected brand. As another
alternative, however, not only is one of a good and a service associated with the
selected brand incorporated into the payouts offered, but the frequency and/or size of

the payouts provided also may be changed.

[0123] The new paytable may be one specifically writien for the selected brand, or
may be written for the inclusion of brand prizes without é particular brand in mind.

-As one’ example of the former case, the new paytable may include one or more pnzes

which prizes are one of a good or a service assoc1ated with a selected brand. As one
example of the later case, the new paytable may include one or more prizes, which
prizes are one of a good or a service that ‘have a certain value or a certain range of -
values, whether the value is the amount that it costs the sponsor or system or network
- operator to prowde the prize or the player to select and receive the prize. The |

paytable is partlculanzed for a selected brand at a later time, whether that is at the
time of download to a software distribution server, at the time of download to the
gaming unit, at the time of use, in accordance with a particular event, etc., by
vincluding in the paytable the good or service of the selected brand that matches or
most substantially matches the value or range of values established in-the new

~ paytable. It will be recognized that an identification other than value may be used for
cross-reference of the prizes of different brands for inclusion in a paytable established

. for the goods and services of more than one brand; for example, the identifier may be
one that is peculiar to the brand association aspect of the system 50, unlike value
which may have denominations and ready comparability even outside of the brand

association aspect of the system 50."

[0124]  As a further alternative, the modification of the paytable may be
implemented without changing the paytable of the gaming unit so as to insert or
substitute game elements or a good or a service associated with the selected brand, or
the size and/or frequency of the payouts awarded. For example, the paytable
modification may come in the form of a payout enhancement that is associated with
the selected brand, but that is applied to some or all of the payouts determined as a
consequence of the normal operation of the gaming unit in the primary gaming mode
or a bonus or secondary gaming mode. Such a paytable modification may be a

multiplier that is applied to all payouts according to the selection of a particular brand,
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or a prize that is awarded in combination with a payout above a threshold value and

.according to the selection of a particular brand. Such a paytable modification may be

combined with the diéplay of advertising material associated with the selected brand
to remind the player as to the brand associated with the paytable modification being

applied.

[0125]  As seen in the particular illustration of Fig. 6A; according to the paytable

. 416 used during the normal operation of the gaming unit,,fhe combination of three

_bars (symbol 412) is associated with a zero payout according to the normal operation

of the gaming unit. However, according to an embodiment of the brand association
routine 350 where the single bars 412 are replaced with the brand symbols 424, the |
paytable 416’ may be modified such that three brand symbols 424 are now associated
with the prize 432. According to one embodiment of such a modification, the prize
may be a good or a service related to, and perhaps provided by, the brand-promoter

associated with the selected brand.

[0126] For example, when three symbols 424 are displayed, indicating an outcome
for which a “prize” is associated, the image 436 shown in Fig. 8 may be displayed on
all or'part of the display unit 274, and may represént a form. In accordance with this

particular example shown in Fig. 8, the player is"pennitted to select his or her prize

- from among three prizes, each of which may be associated with the selected brand.

As shown, the player may select the LOGO Snack-Yums product, the LOGO Snicky-

- Snacks product, or the LOGO Snack-O’s product by abtivating the radio button 438 -

disposed below the text describing the prize option, which text may be replaced with
or be used in combination with an illustration or photograph of the prize instead.

Once the player has made his or her selection, the player may depress an enter button
440. | |

[0127] The form may be transmitted, for example, to the server 140 if the network
operator is in charge of distributing the prizes, or to one of the servers 168, 170, 172 if
the brand-promoter is in charge of distributing the prizes. Once the form has been
received either by the server 140 or one of the servers 168, 170, 172, a further
transmission may occur from the server 140, 168, 170, 172 to other servers, or to a
fulfillment center, where personnel of the network operator or brand-promoter handle
fulfillment of the prize request. Alternative, the server 140, for example, may control

the ticket printer 256 associated with the gaming unit 54 to print a coupon or ticket
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which may be taken to a location within a casino associated with the network 52 for
redemption. The coupon or ticket may, likewise, be redeemable at a retail
establishment, perhaps even a retail establishment associated with the brand-promoter

-associated with the selected brand.

[0128] It is believed that the modifications to the paytable discussed above may be
readily approved by the relevant regulatory authorities. That is, where the paytables
discussed above involve the inclusion of a prize payout for a game outcome that had

no payout or only a lesser Value payout assomated therewnh such a paytable may be

beneficial to the player in that the paytable gives the player an add1t10na1 possible
winning combination where none previously existed. It is believed that govemmental
regulatory authorities are generally more inclined to approve of the use of such
paytables where the player is receiving more than they would have received under a
preexisting paytable. It will be recognized that this argument may be strongest where
the modified paytable does not modify the frequency and size of the paytable used by
the gaming unit in normal operation, but only includes a payout for a gaming outcome
that previously had no payout associated therewith or includes a payout in addition to
an existing payout. It is further believed that this argument may favor obtaining
approval of such a paytable even Wheﬁ the specific prize or prizes to be distributed for
game outcomes previously unassociated with a payout or associated with a payout of
lesser %/alue are not specifically identified, but the value or range of values of the prize
to be distributed are identified (e.g., in the situation where the good or the service to
be provided is not specifically known until the brand is selected and the paytable is

downloaded, implemented in the gaming unit, etc.).

[0129] As a further alternative to the embodiments discussed above,‘whereAin the
paytable was modified to include a good or a service associated with the selected
brand, it may be that the paytable is modified such that one or more of the game
outcomes (such as, for example, the combinations of three symbols 424 shown in Fig.
6B) may result in a payout of “brand points” rather than in currency or in kind. For
example, the combination of three symbols 424 may result in a number of points
being awarded to the player, which points may be redeemed for prizes such as goods
and/or services from the brand-promoter associated with the selected brand. The
player may be able to redeem the points by connecting to a web site associated with

the brand, or by visiting a retail establishment operated by the brand-promoter. To
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permit the points to be portable, the server 140 or gaming unit 54; 74, 75, 94, 130 may
control an associated ticket printer 256 to print a ticket for the amount of points

awarded according to the brand association aspect of the system 50.

[0130] Retuming to Fig. 4, it will be ﬁoted that at block 444, the routine 350 may
determine that the brand should be changed. For example; the brand materials
associated with a specific brand may only be displayed for a limited time period, in
accordance with an event criterion or a brand criterion. Alternatively, the event,

which caused the brand matenals of a particular brand to be distributed and used, may

be complete. As such, durmg a gaming session of any mgmﬁcant duratlon brand
materials associated with a plurality of brands may be displayed. In fact, this may not
only be possible, but may be desirable to the operator of the networks 52, 72,92. If -
the determination is made at block 444 that the brand should be changed, the routine
returns to block 352, otherwise the routine 350 may return to block 394. |

[0131] It will be reéognized that while the routine 350 may return to block 252 if
the determination is made to change the brand, it may not be necessary to repeat each
one of the determinations made at blocks 352,A 380, 384. That is, once a player’s
profile is stored so as to be accessible to the server 140 operating according to the
brand association routine 350, it need not be stored for a second time if the .

. determination is made to change the brand relative to the player. Similarly, the
determinations at blocks 380, 384 not need to be repeated. Eliminating the fepetition

- of such determinations may reduce the processing load on the system 50 by reducing

the number of redundancies in the opefation of the routine 350.

Main Gaming Routine
[0132] Fig. 9 is a flowchart of a gaming main operating routine 450 that may be
stored in the memory of the controller 310. Referring to Fig. 9, the main routine 450
may begin operation at block 452 during which an attraction sequence may be
performed in an attempt to induce a potential player in a casino to play the gaming
unit 54. The attraction sequence may be performed by displaying one or more video
images on the display unit 274 (if provided as a video display unit) and/or causing one
or more sound segments or sound effects, such as voice or music, to be generated via
the speakers 270. The attraction sequence may include a scrolling list of games that

may be played on the gaming unit 54 and/or video images of various games being
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played, such as video poker, video blackjack, video slots, video keno, video bingo,

etc.

[0133] During performance of the attraction sequence, if a potential player makes
any input to the gaming unit 54 as determined at block 454, the attraction sequence
may be terminated. The gaming unit 54 may detect an input at block 454 in various
ways. Forexample, the gaming unit 54 could detect if the player presses any button
on the gaming unit 54; the gaming unit 54 could determine if the playér deposited one

or more coins info the gaming unit 54; the gaming unit 54 could determine if player

-.-.deposited paper currency into the gaming unit; etc.

[0134] Afier terminating the attraction sequenée, the routine 450 may proceed toa

* block 456, and a game-selection display may be generated on the display unit 274 (if
provided as a video display uﬁit) to allow the player to select a gamé.available on the
gaming unit 54. However, according to certain embodiments of the system 50, the
gaming units may be provided at locations remote from the place of business of tﬁe
operator of the system 50 (for example, as illustrated by the gaming unit 188 in Fig.
1A, which gaming unit is coupled to-the remainder of the system 50 via the network
150). In such a situation, it may be necessary to ensure that certain preconditions are
met before the player is permitted to place a wager and play a game. A block 458 is

" shown in Fig. 9, and represents a determination as to whether a player has met the
preconditions for placing a wager and playing a game. The determination represented
by the block 458 in Fig. 9 may be discussed in greater detail with reference to

verification routine 460 in Fig. 10.

[0135] According to Fig. 10, the verification routine 460 begins at a block 462,
wherein a determination may be made at to whether the gaming unit (e.g., gaming
unit 188) is located in a jurisdiction that permits gaming. This determination may be
made by referring to the same types of information as was discussed above with
reference to the block 362 of the routine 360 shown in Fig. 5. If the determination is
made that the gaming unit is not located in a jurisdiction that permits gaming, the
routine exits at a block 464, and the routine 450 returns to the block 452; otherwise,

routine passes to a block 466.

[0136] At the block 466, a determination may be made as to whether the player

meets minimum age requirements (set by state gaming agencies, for example)
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necessary to operate the gaming unit. For example, a registration event at the gaming
system operator’s place of business, the player may provide proof of age and identity.
The data may then be stored in a memory, such as a server operating as a database at
the gaming system operator’s place of business or a more portable memory device,
such as a memory card or a PDA. The age data may be accessed later to prove age
qualification by matching (within estaBlished standards)l g}e identity data stored with
the age data. If the determination is made and the playef fails to age qualify, then the
 routine 460 may exit at block 468, and the routine 450 returns to the block 452; if the

player age qualifies or the determination is omitted, then the routine proceeds to block
470, | | “ |
[0137] At the block 470, a deterrniﬁation may be made as to whether the identify of
the player can be verified. The determination of block 470 may be omitted where the
gaming system operator can limit acc;,e_ss by underage players to the gaming units (for
example, in a casino-type gaming en;\fironment ﬁs opposed to an Intefnet—type gaming
environment). However, the system operator may requﬁe fhat the player provide a
form of identification (such as a fingerprint or“"other form of biometric data, driver’s
licensg, or national identity card) that the gaming system operator may use to access
age data established by a third party (for example, the state department of motor

~ vehicles). As an alternative, a camera associated with the gaming unit may be used to
monitor the player using the gaming unit to verify identity. If the player fails to
provide or is unwilling to provide pfoper Veﬂﬁéation of identify, the routine 470
exists at a block 472 and the routine 450 retﬁrns to the block 452; alternatively, the
routine 460 passes to a block 474, and the routine 450 passes to the block 456.

[0138] The game-selection display generated at block 456 may& include, for
example, a list of video games that may be played on the gaming unit 54 and/or a
visual méssage to prompt the player‘ to deposit value into the gaming unit 54. While
the game-selection display is generated, the gaming unit 54 may wait for the player to
make a game selection. Upon selection of one of the games by the player as
determined at block 478, the controller 310 may cause one of a number of game
routines to be performed to allow the_selected game to be played. For example, the
game routines could include a video poker routine 480, a video blackjack routine 482,

a slots routine 484, a video keno routine 486, and a video bingo routine 488. At block
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478, if no game selection is made within a given period of time, the operation may

branch back to block 352.

[0139] After one of the routines 480, 482, 484, 486, 488 has been performcd to
allow the player to play one of the games, block 490 may be utilized to determine
whether the player wishes to terminate play on the gaming unit 54 or to select another
game. If the player wishes to stop playing the gaming unit 54, which wish may be
expressed, for example, by selecting a “Cash Out” button, the controller 310 may

dlspense value to the player at block 492 based on the outcome of the game(s) played

by the player. The operation may then return to block 452 If the player d1d not W1sh
to quit as determined at block 490, the routine may return to block 456 where the
game-selection display may again be generated to allow the player to select another

game.

[0140] It should be noted that although five gaming routines are shown in Fig. 9, a
different number of routines could be included to allow play of a different number of
games. The gaming unit 54 may also be programmed to allow play of different

games.

[0141] Fig. 11 is a flowchart of an alternative main ope:ating routine 500 that may
be stored in the memory of the controller 310. The main routine 500 may be utilized
for gaming units 54 that are designed to allow piay of only a aingle game or single
type of game, and does not include the preconditions block .éhown in the routine of
Fig. 9, although the routine of Fig. 11 ‘may be altered to include such block. Referring
to Fig. 11, the main routine 500 may .begin operation at block 502 during which an
attraction sequence may be performed in an attempt to induce a poteﬁtial playerina
casino to play the gaming unit 54. The attraction sequence may be performed by
displaying one or more video images on the display unit 274 (if provided as a video
display unit) and/or causing one or more sound segments, such as voice or music, to

be generated via the speakers 270.

[0142] During performance of the attraction sequence, if a potential player makes
“ any input to the gaming unit 54 as detennined at block 504, the attraction sequence

may be terminated and a game display may be generated on the display unit 274 (if

provided as a video display unit) at block 506. The game display generated at block

506 may include, for example, an image of the casino game that may be played on the
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gaming unit 54 and/or a visual message to prompt the player to deposit value into the
gaming unit 54. At block 508, the gaming unit 54 may determine if the player
requested information concerning the game, in which case the requested information
may be displayed at block 510. Block 512 may be used to determine if the player
requested initiation of a game, in which case a geme routine 514 may be performed.
The game routine 514 could be any one of tlre game routines disclosed herein, such as

one of the five game routines 480, 482, 484, 486, 488, or another game routine. -

[0143] After the routme 514 has been performed to allow the player to play the

© game, block 516 may be utlhzed to determlne whether the player w1shes to terminate
play on the gaming unit 54. If the player wishes to. stop playing the gaming unit 54,
which wish may be expressed, for examlrle, by selecting a “Cash Out” button, the
controller 310 may dispense value to the player at block 518 based on the outcome of
the game(s) played by the player. The operation may then return to block 502. If the
player did not wish to quit as determined at blocl% 516, the eperation may return to
block 508. | |

Video foker

[0144] . Where the gaming unit 54 is designed to facilitate play of a video poker
game, the display unit 274 may comprise a vrdeo' display unit. Fig. 12isan

" exemplary display 600 that may be shown on the display unit 274 during performance
of the video poker routine 480 shown schematically in Fig. 9. Referring to Fig. 12,
the display 600 may include video images 602 of a plurality. of playing cards 4
representing the player’s hand, such as five cards. To allow the player to control the
play of the video poker game, a plurality of player-selectable buttons may be
displayed. The buttons may include a “Hold” button 604 disposed directly below
each of the playing card images 602, a “Cash Out” button 606, a “See Pays” button
608, a “Bet One Credit” button 610, a “Bet Max Credits” button 612, and a
“Deal/Draw” button 614. The display 600 may also include an area 616 in which the
number of remaining credits or value is displayed. If the display unit 274 is provided
with a touch-sensitive screen, the buttons 604, 606, 608, 610, 612, 614 may form part
of the video display 600. Alternatively, one or more of those buttons may be
provided as part of a control panel that is provided separateiy from the display umnit
274.

-42 -



WO 2006/033805 PCT/US2005/031215.

[0145] Fig. 14 is a flowchart of the video poker routine 360 shown schematically in '
Fig. 9. Refetring to Fig. 14, at block 620, the routine may determine whether the
player has requested payout information, such as by activating the “See Pays” button
608, in which case at block 622 the routine may cause one or more pay tables to be
displayed on the display unit 274. At block 624, the routine may determine whether
the player has made a bet, such as by pressing the “Bet One Credit” button 610, in
which case at block 626 bet data corresponding to the bet made by the player may be
stored in the memory of the controller 310. At block 628, the routine may determine

[P

whether the player has pressed fffé "_‘B“ét‘l\“/ﬁx_c'l'c?d‘ffé’? button 612, in which case at

block 630 bet data correspondmg to the maximum allowable bet may be stored in the

memory of the controller 310

[0146] At block 632, the routine may determine if the player desires a new hand to
be dealt, which may be determined by detecting if the “Deal/Draw” button 614 was
actlvated after a wager was made. In that case, at block 634 a video poker hand may
be “dealt” by causing the display umt 274 to generate the playing card images 602.
After the hand is dealt, at block 636 the routine may determine if any of the “Hold”
buttons 604 have been activated by the player, in which case data regarding which of
the playing card images 602 are to be “held” may be stored in the controller 310at
block 638. If the “Deal/Draw” button 614 is acti{'ated agaiﬂ as determined at block
640, each of the playing card images 602 that was not “held” may be caused to
disappeér from the video display 600 and to be I;éplaced by' a new, randomly selected,
playing card image 602 at block 642. ‘ | |

[0147] Atblock 644, the routine may determine whether the poker hand
represented by the playing card images 602 currently displayed is a winner. That
determination may be made by compéring data representing the currently displayed
poker hand with data representing all possible winning hands, which may be stored in
the memory of the controller 310. If there is a winning hand, a payout value
corresponding to the winning hand may be determined at block 646. At biock 648,
the player’s cumulative value or number of credits may be updated by subtracting the
bet made by the player and adding, if t}he hand was a winner, the payout value
determined at block 646. The cumulative value or number of credits may also be

displayed in the display area 616 (Fig. 12).
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[0148]  Although the video poker routine 480 is described above in connection with
a single poker hand of five cards, the routine 480 may be modified to allow other
versions of poker to be played. For example, seven card poker may be played, or stud
poker may be played. Alternatively, multiple poker hands may be simultaneously
played. In that case, the game may begin by dealing a single poker hand, and the
player may be allowed to hold certain cards.. After depiglipg which cards to hold, the
held cards may be duplicated in a plurality of different ﬁoker hands, with the '

remaining cards for each of those poker hands being randomly determined.

4 Vidéo Blackjack '
[0149] w Where the gaming unit 54 is designed to facilitate play of a video blackjack
game, the display unit 274 may compﬁée a video display unit. Fig. 13isan
exemplary display 700 that may be shown on the display unit 274 during performance
of the video blackjack routine 482 shown schematically in Fig. 9. Referring to Fig.
13, the display 700 may include video images 702 of a pair of playing cards
representing a dealer’s hand, with one ‘of the cards shown face up and the other card
being shown face down, and video images 704 of a pair of playing cards represenfing
a player’é hand, with both the cards shown face up. The “dealer” may be the gaming
unit 54: ' | /
[01 501 To allow the player to control the play of the video blackjack game, a
plurality of playér—selectable buttons may be dispiayed. The buttons may include a
“Cash Out” button 706, a “See Pays” button 708, a “Stay” button 710, a “Hit” button
712, a “Bet One Credit” button 714, and a “Bet Max Credits” button 716. The display
700 may also include an area 718 in which the number of remaining credits or value is
displayed. If the display unit 274 is provided with a touch-sensitive screen, the

" buttons 706, 708, 710, 712, 714, 716 may form part of the video display 700.

Alternatively, one or more of those buttons may be provided as part of a control panel

that is provided separately from the display unit 274.

[0151] Fig. 15is a flowchart of the video blackjack routine 482 shown
schematically in Fig. 9. Referring to Fig. 15, the video bléckjack routine 482 may
begin at block 720 where it may determine whether a bet has been made by the
player. That may be determined, for example, by detecting the activation of either the

“Bet One Credit” button 714 or the “Bet Max Credits” button 716. At block 722, bet

- 44 -



WO 2006/033805 PCT/US2005/031215

data corresponding to the bet made at block 720 may be stored in the memory of the
controller 310. At block ‘724, a dealer’s hand and a player’s hand may be “dealt” by
making the playing card images 702, 704 appear on the display unit 274.

'[0152] Atblock 726, the player may be allowed to be “hit,” in which case at block
728 another card will be dealt to the player’s hand by making another playing card
image 704 appear in the display 700. If the player is hit, block 730 may determine if
the player has “bust,” or exceeded 21. If the player has n§t bust, blocks 726 and 728

" may be performed again to allow the player to be"'hit again. -

[0153] If the player decides not to hit, at block 732 the'routine may determine
whether the dealer should be hit. Whether the dealer hits may be determined in
accordance with predetermined rules, such as the dealer always hit if the dealer’s hand
totals 15 or less. If the dealer hits, at'block 734 the dealer’s hand may be dealt
another card by making another playing card image 702 appear in the display 700. At

“ block 736 the routineAmay determine whether the dealer has bust. If the dealer has not
bust, blocks 732, 734 may be performed again to allow the dealer to be hit again.

[0154] If the dealer does not hit, the outdoﬁmé éf the blac‘kjack game and a
corresponding payout may be determined based on, for example, whether the player
or the dealer has the higher hand that does not exceed 21, as determined at block 738.
" If the player has a winning hand, a payout value corresponding to the winning hand
may be determined at block 740. At block 742, the player’s cumulative value 6r
" number of credits may be updated by subtracting the bet made by the player and
adding, if the player won, the payout value determined at block 740. The cumulative

value or number of credits may also be displayed in the display area 718 (Fig. 13).

Slots
[0155] Where the gaming unit 54 is designed to facilitate play of a video slots
game, the display unit 274 may comprise a video display unit. Fig. 16is an
exemplary display 800 that may be shown on the display unit 274 during performance
of the slots routine 484 shown schematically in Fig. 9. Referring to Fig. 16, the
display 800 may include video images 802 of a plurality of slot machine reels, each of
the reels having a plurality of reel symbols 804 associated therewith. Although the
display 800 shows five reel images 802, each of which may have three reel symbols

804 that are visible at a time, other reel configurations could be utilized.
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[0156] To allow the player to control the play of the slots game, a plurality of
player-selectable buttons may be displayed. The buttons may include a “Cash Out”
button 806, a “See Pays” button 808, a plurality of payline-selection buttons 810 each
of which allows the player to select a different number of paylines prior to “spinning”
the reels, a plurality of bet-selection buttons 812 each of which allows a player to
specify a wager amount for each payliﬁe selected, a “Spin” button 814, and a “Max

Bet” button 816 to allow a player to make the maximum wager allowable.

[0157] Fig. 18is a flowchart of the slots routine 484 shown schematically in Fig. 9.

Referring to Fig. 18, at block 820, the routine may determine whether the player has
requested payout information, such as by activétiﬁg the “See Pays” button 808, in |
which case at block 822 the routine may cause one or more pay tables to be displayed
on the display unit 274. At block 824, the routine may determine whether the player
has pressed one of the payline-selection buttons '810, in which case at block 826 data
- corresponding to the number of paylines selected by the player may b‘e stored in the

4 A. niemo;y of the controller 310. At b}ock 828, the routine may determine whether the
player has pressed one of the bet-selection buttons 812, in which case at block 830
data corresponding to the amount bet per payline may be stored in the memory of the
controller 310. At block 832, the routine may determine whether the player has
pressed the “Max Bet” button 816, in which case at block 834 bet data (which may
include both payline data and bet—per—payline dafa) corresponding to fhe maximum

allowable bet may be stored i in the memory of the controller 310.

[0158] 1If the “Spin” button 814 has been activated by the player as determmed at
block 836, at block 838 the routine may cause the slot machine reel i images 802 to
begin “spinning” so as to simulate the appearance of a plurality of spinning
mechanical slot machine reels. At block 840, the routine may determine the positions
at which the slot machine reel images will stop, or the particular symbol images 804
that will be displayed when the reel images 802 stop spinning. At block 842, the
routine may stop the reel images 802 from spinning by displaying stationary reel
images 802 and images of three symbols 804 for each stopped reel image 802. ‘T he
reels may be stopped from left to right, from the perspective of the player, or in any

other manner or sequence.

[0159] The routine may provide for the possibility of a bonus game or round if

certain conditions are met, such as the display in the stopped reel images 802 of a
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particular symbol 804. If there is such a bonus condition as determined at block 844,
the routine may pfoceed to block 846 where a‘bonus round may be played. The bonus
round may be a different game than slots, and many other types of bonus games could
be provided. If the player wins the bonus round,or receives additional credits or
pbints in the bonus round, a bonus value may be determined at block 848. A payout
value corresponding to outcome of the slots game and/or }he bonus round may be
determined at block 850. At block 852, the player’s cungl;iative value or number-of

credits may be updated by ‘subtraéting the bet made by the player and adding, if the

slot game and/or bonus round was a Wighér, the payoT;i value determined at block
850. | ) |
[0160] - Although the above routine hasv been described as a video slot machine
routine-in which slot machine reels aré represented as images on the display unit 274,
actual slot machine reels that are capable of being spun, may be utilized instead, in
“which case Athe display unit 274 could be provided in the fqﬁn ofa plﬁrality of
mechanical reels that are rotatable, each of the reels having a plurality of reel images

disposed thereon.

[0161] Moreover, it will be recognized that the determination of whether the player
should receive a payout correspondiné to the outcome of the slots game, an |
opportunity to play the bonus game, and/or receive a payout corresponding to the
outcome of the bonus game may be made before the reels start “spinning.” That is,

- the outcome of the slots game may be determined shortly after the wager is made and
the “Spin” button 814 is depressed, with the animation of the reels (whether
mechanical, electro-mechanical, or electrical) b‘eing selected according to the outcome
to signal the player that a particular outcome has been determined. Likewise, the
determination of whether the outcome will providé the opportunity of a bonus game
may be made before the animation of the reels, and the outcome of the bonus game
before the bonus game is displayed. As a consequence, the order of the determination
of the outcome of the slots game or bonus game and the animation df the reels need
not be in the order shown in Fig. 18, and, in fact, may be in a different order without
departing from the spirit and teaching of this disclosure. Similar remarks may be
made in regard to the determinations of the outcomes and animations of the poker and
blackjack routines discussed above, and the outcomes and animations of the keno and

bingo routines discussed below.
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Video Keno ,
[0162] Where the gaming unit 54 is designed to facilitate play of a video keno
game, the display unit 274 may comprise a video display unit. Fig. 17 is an
exemplary display 900 that may be shown on the display unit 274 during performance
of the video keno routine 486 shown schematically in Fig. 9. Referﬁng to Fig. 17, the
_display 900 may include a video image 902 of a plurality of numbers that were
selected by the player prior to the start of a keno game and a video image 904 of a

pIurality of numbers randomly selected during the keno game. The randomly selected

numbers may be displayed in a grid pattern.” .- ST

[0163] To allow the player to control the play of the keno game, a plurality of
player-selectable buttons may be displayed. The buttons may include a “Cash Out” -
button 906, a “See Pays” button 908, a “Bet One Credit” button 910, a “Bet Max
Credits” button 912, a “Select Ticket” button 914, a “Select Number’; button 916, and
.a “Play” button 918. The display 900 may also include an area 920 in which the -
number of remaining credits or value is displayed. If the display unit 274 is provided
with a touch-sensitive screen, the buttons may form part of the video display 900.
Alternatively, one or more of those buttons may be provided as part of a control panel

that is provided separately from the display unit 274.

[0164] Fig. 19 is a flowchart of the video keno routine 486 shown schematically in
Fig. 9. The keno routine 486 may be utilized in connection with a single gaming unit
54 where a single player is playing a keno game, or the keno routine 486 may be
utilized in connection with multiple gaming ﬁnits 54 where multiple players are
playing a single keno game. In the latter case, one or more of the acts described
below may be performed either by the controller 310 in each gaming uﬂit or Hy one of
the network computers 56, 76, 110, 112 to which multiple gaming units 54 are

operatively connected.

[0165] Referring to Fig. 19, at block 922, the routine may determine whether the
player has requested payout information, such as by activating fhe “See Pays” button
908, in which case at block 924 the routine may cause one or more pay tables to be
displayed on the display unit 274. At block 926, the routine mé.y determine whether
the player has made a bet, such as by having pressed the “Bet One Credit” button 910
or the “Bet Max Credits” button 912, in which case at block 928 bet data

corresponding to the bet made by the player may be stored in the memory of the
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controller 310. After the player has made a wager, at block 930 the player may select
a keno ticket, and at block 932 the ticket may be displayed on the display 900. At
block 934, the player may select one or more game numbers, which may be within a
range set by the casino. After being selected, the player’s game numbers may be
stored in the memory of the controller 310 at block 936 and may be included in the
image 902 on the display 900 at block 938. After a ce;tai\n amount of time, the keno

game may be closed to additional players (where a number of players are playing a

single keno game using multiple gambling units-54).

[0166] - Ifplay of the keno game is to begin as:‘detenﬁingd at block 940, at block

942 a game number within a range set by the casiné may be randomly selected either
by the controller 310 or a central computér operatively connected to the controller,
such as one of the network computers 56, 76, 110, 112. At block 944, the randomly
selected game number may be displayed on the display unit 274 and the display units
274 of other gaming units 54 (if any) which are involved in the same keno game. At
block 946, the controller 310.(or the central computer noted abox}e) may increment a

count which keeps track of how many game numbers have been selected at block 942.

[0167] At block 948, the controller 310 (or one of the network computers 56, 76,
110, 112) may determine whether a niaximum number of game numbers within the

. range have been ‘randomly selected. If not, another game number may be randomly
selected at block 942. If the maximum number of game numbers has been selected, at
block 950 the controller 310 (or a central computer 56, 76, 110, 112) may determine V
whether there are a sufficient number of matches between the game numbers selected
by the player and the game numbers selected at block 942 to cause the player to win.
The number of matches may depend on how many numbers the player selected and

the particular keno rules being used.

[0168] | If there are a sufficient number of matches, a payout may be determined at
block 952 to compensate the player for winning the game. The payout may depend
on the number of matches between the game numbers selected by the player and the
game numbers randomly selected at block 942. At block 954, the player’s cumulative
value or number of credits may be updated by subtracting the bet made by the player
and adding, if the keno game was won, the payout value determined at block 952.

The cumulative value or number of credits may also be displayed in the display area

920 (Fig. 17).
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Video Bingo
[0169] Where the gaming unit 54 is designed to facilitate play of a video bingo
game, the display unit 274 may comprise a video display unit. Fig. 20 is an
-exemplary display 1000 that may be shown on the display unit 274 during
performance of the video bingo routine 488 shown schematically in Fig. 9. Referring
to Fig. 20, the display 1000 may include one or more video images 1002 of a bingo
card and images of the bingo numbers selected during the game. Thg bingo card

images 1002 may have a grid pattern. -

[0170]. To allow the player to control the play of the bingo éame, _:;1 plurality of
player-selectable buttons may be displayed. The buttons may include a “Cash Out”
button 1004, a “See Pays” button 1006, a “Bet One Credit” button 410,08,‘a “Bet Max
Credits” button 1010, a “Select Card” button 1012, and a “Play” button 1014. The
display 1000 may also include an area 1016 in which the number of rémaining credits
or value is displayed. Ifthe display unit 274 is provided with a touch-sensitive .
screen, the buttons may form part of the video display 1000. Alternatively, one or
more of those buttons may be provided as part of a control panel that is. provided

separately from the display unit 274.

[0171]. Fig. 21 is a flowchart of the video bingo routine 488 shown schematically in
Fig. 9. The bingo routine 488 may be utilized in.connection with a single gaming unit
54 where a single player is playing a bingo game, or the bingo routine 488 may be
utilized in connection with multiple gaming units 54 where multiple players are
playing a single bingo game. In the latter case, one or more of the acts described
below may be performed either by the controller 310 in each gaming unit 54 or by one
of the network computers 56, 76, 110, 112 to which multiple gaming units 54 are

operatively connected.

[0172] Referring to Fig. 21, at block 1020, the routine may determine whether the
player has requested payout information, such as by activating the “See Pays” button
1006, in which case at block 1022 the routine may cause one or more pay tables to be
displayed on the display unit 274. At block 1024, the routine may determine whether
the player has made a bet, such as by having pressed the “Bet One Credit” button
1008 or the “Bet Max Credits” button 1010, in which case at block 1026 bet data
corresponding to the bet made by the player may be stored in the memory of the

controller 31 O
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[0173]  Afier the player has made a wager, at bldck 1028 the player may select a
bingo card, which may be generated randomly. The player may select more than one -
bingo card, and there may be a maximum number of bingo cards that a player may
selecf. The card or cards may be added to the display 1000 at block 1030. After play

. is to commence as determined at block 1032, at block 1034 a bingo number may be
randomly generated by the controller 310 or a central computer such as one of the
network computers 56, 76, 110, 112. At block 1036, the bmgo number may be
displayed on the display unit 274 and the d1sp1ay units 274 of any other gamlng units

54 involved in the bingo game

[0174] - Atblock 1038, the controller 310 (or a central computer) may determine

" .- whether any player has won the bingo. gafne. If no player has won, another bingo
number may be randomly selected at block 1034. If any player has bingo as
determined at block 1038, the routine may determine at block 1040 whether the pl‘ayer.

| -playing that gaming unit 54 was the winner. If so; at block 1042 a payout for the '
player may be determined. The payout-may depend on the number of random
numbers that were drawn before thefe‘was a winner, the total number of winners (if
there was more than one player), and the amount of money that was wagered on the
game. At block 1044, the player’s cumulative value or number of credits may be
~ updated by subtracting the bet made by the player and adding, if the bingo game was

won, the payout value determined at block 1042.. The cumulative value or number of

credits may also be displayed in the display area 1016 (Fig. 20).

Example of Operation of System

[0175] The following are examples of the operation of the brand association aspect
of the system 50 according to an embodiment of the system 50. The examples are for
illustration purposes only, and are not meant to limit the scope of the claims thereby,

or to emphasize one embodiment discussed over another.

[0176] According to a first example, the brand association routine 350 is operating
in the server 140. In this example, the brand association routine 350 utilizes
information or data from the player pfoﬁle and brand criteria, but no event criteria.

Consequently, the routine 350 starts at block 352.
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[0177] At block 352, the determination is made that player profiles will be utilfzed
in determining the selected brand to be used. According to this example, the player
profiles are stored in the player tracking server 142, and the brand association server
140 determines which profiles are to be retrieved from the player tracking server 142
according to those players that are signed in to the player tracking system including
the player tracking server 142 and at least the gaming units associated with the player
tracking modules 176. A player may sign in to the player tracking system by '

. disposing a player tracking card into the card reader 262 associated with the

respective player tracking module 260.. The player profiles of the players that are
signed into the player tracking system are downloaded to the brand association server

140, completing block 354.

[0178] For purposes of illustration, the player profiles downloaded may contain a
travel record. In particular, the travel record may include informatioﬁ regarding the
player’s preferences concerning airline travel, hotels accommodations, aﬁd rental car - -
companies. According to this examp‘le',v this information will be used in the

determihation made at block 388.

[0179] The routine 350 then passes to block 380, wherein the determination is
" made that no event criteria will be used in the determination made at block 388. As a

' consequence, the routine 350 proceeds to block 384.

[0180] At block 384, the server 140 determines that brand criteria is to be used, in
part, to select the brand or brands accbrding to the present example. The routine then
proceeds to block 386, wherein the brand criteria are received by the brand server.
According to the present example, the ﬁetwork operator may be looking to pr‘ovide a
prize program for its player tracking club members that includes airline travel, hotel
accommodations, and ground transport. As such, the network operator may
established a brand criteria which will select those players whose player profiles, and
in particular, their travel records, indicate that they have taken a trip recently by
airplane, typically take at least one four-day vacation each year, and typically rent.a

car if they travel by airplane.

[0181] At block 388, the determination is made as to which brands to select. In
this example, the server 140 first compares the brand criteria with the player profiles

to determine the number of players that have travel records that match the brand
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criteria. Based on the comparison, the server 140 may determine that there are three
hundred individuals that meet the brand criteria. The server 140 then sends a request
for bids to several airlines, to several hotels, and to séveral car rental companies,
alerting them to the fact that the network operator associated with the server 146
wishes to establish a prize package including first class air travel to Orlando, FIoridé,
four-night accommodatidn, and a rental car. In exchange, the winning bidder will
have their advertisements displayed and their corporate logo included as a symbol on

one or more of the game elements displayed. In response to the request for bids, the

server 140 may receive several bids from airlines, hotel companies and car rental
companies. According to this example, the determination of which brands to feature-
may be made by selecting the lowest bid for each service (airline travel, hotel

accommodation, and car rental).

[0182] At block 390, the server 140 retrieves brand materials from'each of the
winning bidders. According to this example, the server 140-may receive downloads
of logos from each of the winning biddérs to be used to replace the symbols on one of
the gaming units associated with one of the players is part of the selected group of
players. The server 140 may also receive advertising materials from the winning'

bidder/brand—promotérs.

[0183]. In turn, the server 140 may download the logos to the gamiﬁg unit

downlog;d server 144 as part of block 392. The server 140 may also define a
modification to the paytable used by the gaming units 1801to include an outcome that
will be associated with the prize package, which paytable will be downloaded to the
ganiing unit download server 144. Preferably, this prize package will be assigned to a
combination of symbols that is infrequently displayed and not presently assoc;iated
with a payout, and that could be composed of one each of the logo of the selected
airline brand, the selected hotel brahd,, and the selected é’ar rental brand. The server
140 may further download the advertising materials to the gaming unit download
server 144. The gaming unit download server 144 may then download the logos, the

paytable, and the advertising materials to the gaming units 180.

[0184] With the logos, paytable and advertising materials downloaded to the
gaming units 180, the routine 350 rriay proceed to block 394. The server 140 or the
gaming units 180 may perform a check before using the downloaded brand materials,

to determine if the gaming unit 180 is presently executing an iteration of the game
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routine, which may be a video slots routine. If the determination is made that the
gaming unit 180 is presently executing an iteration of the game routine, the
substitution of the logos and the paytable may be delayed until the execution of the
present iteration is complete, whether that means that the server 140 delays the
transmission of a signal that would otherwise cause the gaming unit 180 to use the
downloaded logos and paytable or that means that the controller 310 associated with
the gaming unit delays implementation. On the other hand, because the advertising

material would not affect the operation of the game routine, the gaming unit may

begin to.display the advertising material as soon as the routine proceeds to block 394.
-, According to this example, the advertising matgrial: of eac;h of the winning |
bidders/brand-promoters may be displayed to the player in sequence, along with an
explanation of the prize program that the player is participating in, or the advertising
material of all of the wi_nning bidder/brand-promoters may be displayed at the same

. time, if space permits.

[0185] The operation of the gaming units 180 continues in this fashion until one of
the player/participants achieves the outcome that is associated with the prize. At that
time, the server 140 may determine at block 444.that a new brand may now be
displayed on the gaming units 180 other than the gaming unit 180 associated with the
~ winning player. For these other gaming units 180, the routine 350 may return to
block 352. | |

[0186]. As for the winning player, the outcome may cause the server 140 to retrieve
one or more images that are displayed on the display unit 274 of the gaming unit 180.
The images may represent one or more forms that are transnﬁtted from the gaming
unit 180 to the server 140, and from there to the servers 168, 170, 172, for example.
Alternatively, the forms may be downloaded ﬁoﬁ the servers 168, 170, 172 and |
returned to the servers 168, 170, 172 when completed. As a further alternative, the

- images may be associated with an on-line travel agent or travel organizer, which acts
as an intermediary between the casino/network operator that adminiéters the handling
of the establishment of the competition and the awarding of the prize and the brand-
promoters that administer the delivery of the component goods and//or services that
make up the prize. As further alternative, the server 140 may control the printer 256
associated with the gaming unit 180, via the controller 310 associated with the gaming

unit 180, for example, to provide a plurality of vouchers that may be independently
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redeemable with each of the brand-promoters for the component parts of the prize

package.

[0187]  According to a second example, the brand association routine 350 1s -
operating in one of the gaming units 75,lwhich also is operating as a video slots :g'ame,
such as is shown in Fig. 6A. In this example, the brand association routine 350 does
* not rely on the player profile daté, event criteria or brand criteria to determine the
selected brand. Consequently, the brand association routine 350 begins with the

determination of the brand at block 388.

[0188] The determination éf the braﬁd at block: 388 may be made aécording toan
~ input received from the playér. In pai‘ficular, a ticket or coupon méy be fed into thé
| ticket reéder 256. According to the data printed on the tickét or coupon, which rﬂay
have been given to the playef as part of é prdmotional event for the casino ora
| promotional event for ébrand-promotéf, such as in combiﬁéﬁon with the purchase of
a good and/or service from the brand-promoter, the controller 310 of the gaming unit

" 75 may determine which brand is to be selected.

[0189] At block 390, the controller 310 may reﬁeve brand materials that have been
stored in advance in the program meméry 312. According to this example, the brand.
materials may include a symbol to be uéed in place of at leasvtlone the symbols
typically 'displéyed on the reels during ﬁofmal opération of fhe gaming unit 75. More
particularly, the symbols may be dynamic; that is, the symbols may represent links to
web pages stored in a remote location, for example, on the brand server 168. Further, -
the brand symbols may be used in an ouitcome for which a 'p'rize. is associated, the
prize being provided by the network of)erator from an inventory of prizes provided to
the network operator by the brand-promoter. Furthermore, the brand materials may
include advertising materials that may be downloaded to a personal communication
unit 84 associated with the player and in communication with the transceiver 82 of the

' gaming unit 75. |
[0190] Because the brand materials are stored locally, the distribution of the

* materials at block 392 may not be necessary, and the controller 310 may pass to block

394 to use the brand materials.

[0191] As for the brand symbols, the controller 310 may perform an initial check to

determine that an iteration of the slots routine is not presently being performed. If the
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slots routine is being performed, the controller 310 may delay the substitution of the
brand symbols until the routine has completed the execution of the present iteration of -
the slots routine. Once the iteration is complete, the controller 310 may substitute the
brand symbols for the symbols normally displayéd. The controller 310 may also
update the paytable to include the brand symbols in those combinations where the
replaced symbol was present, and to include the newly inﬂituted prize featuring the
brand symbols. |

[0192] On the other hand, the controller 310 may download the advertising

~ materials to the personal communi‘ca‘tionmlit 84 e.ls:sooﬁ as the controller is ready to
perform block 394. That is, the controller 310 heéd not delay the downloading of the
advertising materials to the personal commu;nicgtiqn unit 84, which advertisements
may take advantage of one or more wireless applications .op.érating on the personal
communication unit 84. These ad\}ertisgments may be displayed on the screen of the

personal communication unit 84 at thé.same time as the brﬁﬁd symbois are used in the

: presentétion of the slots game on the display unit 274 of the gaming unit 75.

[0193] Because the brand symbols are dynainic, the player may retrieve further
materials from a brand web site by touching one of the brand symbols, or more
particularly an area of a toucﬁ screen immediately adjacent the section of ‘the display

- screen 274 where the brand symbol is displayed. In response to this input, the
controller 310 may retrieve a link associated with the brand symbol, and using the

- link, a web page associated with the link. This web page may be a home page for a
web site administered by the brand-promoter for the selected brand, such as is shown
in Fig. 7. The player may then navigate the brand or brand-promoter website to learn

~ more about the brand and/or the goods and/or services associated with the brand.

[0194] Moreover, if the combination of symbols is displayed that results in a prize
sponsored by the brand-promoter, the controller 310 may display an image similar to
that shown in Fig. 8. The player is thus given three options for his or her prize, from
which the player must choose one. When the form is submitted (when the player
touches the “enter” button), the controiler determines which option has been selected,

| and sends a signal or message to, for example, the network computer 76. The
network computer 76 may, in turn, forward the signal or message through the network
102 to a remote server 110, which server may operate as a prize redemption server.

The prize redemption server may have a printer associated therewith, and in response
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to the signal or message, may print a ticket. An employee of the operator
administering the network 72 may receive the ticket, may obtain one of the selected

payout from inventory, and may deliver the prize to the player at the gaming unit 75. -

[0195] The operation of the gaming unit 75 according to the preceding exémple
may continue until the player determines that he or she wishes to discontinue use of
the brand association aspect of the system 50, that he or she wishes to discontinue use
of the system 50, or the controller 310 determines, at block 444, that the brahd vsllill be
changed. |
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WHAT IS CLAIMED IS: .
1. A gaming method comprising:
receivipg a first wager from a pleiyer;
displaying a first image representing a game;

determining a first outcome associated with the game;

determining a first payout according to the first outcome anda fitst paytable; -
determining if a brand-association event has occurred;
selecting a brand if the brand-association event has occurred;

using a second paytable if the brand-association event has occurred, the

. second paytable including at least one payout associated with the selected brand;
receiving a second wager ﬁrem the player;
displaying a second image representing a game;
determining a second outcome associated with the game; and

determining a second payout according to the second outcome and the second
paytable, the second payout comprising the at least one payout associated with the

selected brand.

2. The gaming method according to claim 1, comprising:

modifying the first paytable to define the second paytable if the brand-
association event has occurred, the second paytable differing from the first paytable in
that the second paytable includes at least one payout associated with the selected
brand.

3. The gaming method according to claim 2, comprising:
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modifying the first paytable to define the second paytable if the brand- -
association event has occurred, the second paytable differing from the first paytable in
that the second paytable includes at least one payout associated with the selected

brand for a game outcome of the first paytable that is unassociated with a paj}out.

4. The gaming method according to claim 1, comprising:

downloading the second-paytable-if the-brand=association-event-has-occurred,
the second paytable differing from the first paytable in that the sécpnd paytable

includes at least one payout associated with the selected brand.

5. The gaming method according to claim ;1, comprising:

downloading the second paytable if the brand-association event has occurred,
the second paytable differing from the first paytable in that the second paytable
includes at least one payout associated with the selected brand for a game outcome of

the first paytable that is unassociated with a payout.

6. - The gaming method according to claim 1, comprising:

displaying an image representing a game, the image including a plurality of

game elements, the plurality of game elements defining one or more game outcomes;

using a second paytable if the brand-association event has occurred, the
second paytable including at least one payout associated with the selected brand and

at least one game element comprising information regarding the selected brand.

7. The gaming method according to claim 6, wherein the information

regarding the selected brand is a link and comprising:
receiving an input from the player in regard to the link;
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retrieving an image associated with the link, the image displaying information

regarding the selected brand; and

displaying the image associated with the link.

8. The gaming method according to claim 7, \;{'herein the plurality of
game elements include at least one of cards, reel symbols, keno tickets, and bingo

cards.”

o. The gaming method according to claim 6, wherein the information
regarding the selected brand comprises at least one of audio and video associated with -

the selected brand.

10.  The gaming method accordmg to claim 9, whereln the information
regarding the selected brand compnses avideo chp and an audio clip, both of which

are associated with the selected brand.

11.  The gaming method according to claim 1, wherein the at least one
payout associated with the selected brand comprises at least one of a good and a

service associated with the selected brand. ‘

12.  The gaming method according to claim 11, comprising

receiving an input from the player, the input associated with at least one of the

at least one of a good and a service associated with the selected brand; and

requesting delivery of the at least one of the at least one of a good and a

service associated with the selected brand to the player.
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13.  The gaming method acéording to claim 12, comprising:

delivering to the player the at least one of the at least one of a good and a

service associated with the selected brand to the player.

14.  The gaming method according to claim 1, wherein the at least one

payout associated with the selected brand comprises at least one brand point, the
brand point being redeemable for at least one of a good and a service associated with

the selected brand.

15.  The gaming method according to claim 14, comprising

receiving an input from the player, the input associated with an exchange of
the at least one brand point for at least-one of a good and a service associated with the

" selected brand; and

requesting delivery of the at least one of a good and aservice associated with

the selected brand to the player.

16.  The gaming method according to claim 15, comprising; -

delivering to the player the at least one of the at least one of a good and a

service associated with the selected brand to the player.

17.  The gaming method according to claim 1, comprising:

receiving a player profile associated with the player, the player profile having

data regarding the player associated therewith;
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comparing the data associated with the player profile with brand criteria

associated with a brand; and

selecting the brand according to the comparison of the data associated with the -

player profile and the brand criteria data associated with the brand.

18.  The gaming method according to claim 1, comprisiné:

receiving a player profile associated with the player, the player profile having

data regarding the player associated therewith;

comparing the data associated with the player profile with brand criteria data

associated with a plurality of brands;

transmitting requests to a plurality of brand-promoters, each brand-promoter

associated with at least one brand of the plurality of brands;
receiving offers from the plurality of brand-promoters; and

selecting one of the brands according to the offers received from the plurality

of brand-promoters.

19. A gaming method comprising:
selecting a brand;

displaying an image representative of an advertisement for at least one of a

good and a service provided by a brand-promoter associated with the selected brand;

displaying an image representative of a game, the image comprising at least

one game element incorporating brand information according to the selected brand;
determining an outcome of the game; and

determining a payout according to the outcome, the payout comprising at least

one good or service associated with the selected brand.
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20.  The gaming method of claim 19, comprising:
receiving a player input; and

selecting a brand according to the player input.

PRI

“217 " The gaming method of claim 20, comprising:

receiving a player profile associated with the player if the brand-association

. event has occurred, the player profile having data associated therewith;

receiving brand criteria associated with a brand if the brand-association event

has occurred,;

4 selecting a brand according to the data associated with the player profile and

the brand criteria.

22.  The gaming method according to claim 21, comprising:

matching the data associated with the player profile to brand criteria

associated with a brand; and

selecting a brand according to the matching of the data associated with the

player profile and the brand criteria data associated with a brand.

23.  The gaming method according to claim 21, comprising:

matching the data associated with the player profile to brand criteria data

associated with a plurality of brands;

transmitting requests to a plurality of brand-promoters, each brand-promoter

associated with at least one brand of the plurality of brands;
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receiving offers from the plurality of brand-promoters; and

selecting a brand according to the offers received ﬁfom the plurality of brand-

promoters.

24.  The gaming method according to claim 19, comprising:

_generating a sound effect, the sound effect associated with the selected brand.
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