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Examiner written Abstract

A gaming method comprising establishing a balance of funds for a player, 
determining a wager amount required for the game and checking it against a 
predetermined amount, and displaying a confirmation message if the wager amount is 
greater than the predetermined amount.



§&FRef: 73390QD1

20
08

20
73

48
 

15
 A

ug
 2

00
8 AUSTRALIA

PATENTS ACT 1990

COMPLETE SPECIFICATION

FOR A STANDARD PATENT

Name and Address 
of Applicant:

Walker Digital, LLC, of Suite 128, 1177 High Ridge 
Road, Stamford, Connecticut, 06905, United States of 
America

Actual Inventor(s): James A. Jorasch, Daniel E. Tedesco, Robert C. 
Tedesco, Jay S. Walker

Address for Service: Spruson & Ferguson
St Martins Tower Level 35
31 Market Street
Sydney NSW 2000 
(CCN 3710000177)

Invention Title: Method and system for managing game confirmations

The following statement is a full description of this invention, including the best method of 
performing it known to me/us:

5845c(1364489_1)



20
08

20
73

48
 

15
 A

ug
 2

00
8 METHOD AND SYSTEM FOR MANAGING GAME 

CONFIRMATIONS

[0100] The present Application claims the benefit of U.S. Provisional

Application Serial No. 60/451,973, filed March 4. 2003, entitled “METHOD AND

5 SYSTEM FOR MANAGING GAME CONFIKi/IATIONS.” The entirety of this 

Provisional Application is incorporated by reference herein for all purposes.

CROSS-REFERENCE TO RELATED APPLICATIONS

[0101]

(i)

10

15 (ii)

This application is related to commonly-owned and co-pending:

U.S. Patent Application No. 10/685,143, filed October 14,2003, 

entitled “METHOD AND APPARATUS FOR OUTPUTTING A 

MESSAGE AT A GAME MACHINE”; which claims priority to U.S. 

Provisional Patent Application No. 60/418,397, filed October 11, 2002, 

entitled “METHOD AND APPARATUS FOR OUTPUTTING A 

MESSAGE AT A GAMING DEVICE”; and

U.S. Patent Application No. 10/001,0S9, filed November 2, 2001, 

entitled “GAMING DEVICE FOR A FLAT RATE PLAY SESSION 

AND METHOD OF OPERATING SAME”; which

(a) claims the benefit of U.S. Provisional Patent Application No. 

60/282,792, filed April 10, 2001, entitled “GAMING CONTRACTS”; 

and

(b) is a continuation-in-part of U.S. Patent Application No. 09/518,760, 

filed March 3,2000, entitled “GAMING DEVICE FOR A FLAT 

RATE PLAY SESSION AND METHOD OF OPERATING SAME,” 

issued on November 20, 2001, as U.S. Patent No. 6,319,127 BI; which 

is a continuation of LT.S. Patent Application No. 0S/S80,838, filed June 

23,1997, entitled “GAMING DEVICE FOR A FLAT RATE PLAY 

SESSION .aND A METHOD OF OPERATING SAME,” issued on 

June. 20, 2000, as U.S. Patent No. 6,077,163.

25
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8 The entirety of each of the above applications is incorporated by reference herein

for all purposes.

FIELD OF THE- ΠΤΧΉΝΤΤΟΜ

[0102] The present invention relates to gaming and gaming devices.

5 BACKGROUND

[0103] Gaming devices (e.g., reeled slot machines, video poker machines) 

generate more than $15 billion per year in revenue for casinos in the United States 

alone. This figure accounts for more than half of the gaming revenue for a typical 

United States casino. The situation is similar in other countries and regions in

10 which gaming devices are popular, such as Australia and Europe. Accordingly, 

casino operators are interested in increasing the enj oyment of playing gaming 

devices in order to maintain or increase this level of revenue.

[0104] Since casino profits are directly proportional to the amount wagered by 

patrons, casinos are highly motivated to expand and retain share within their given

15 market. Increased playing duration, average wager, and rates of play by players 

are all factors that contribute to the profitability of the slot floor of a casino.

[0105] One way in which casinos have sought to boost profitability associated 

with such factors is to make the machines as entertaining as possible. Many 

techniques are currently used to entertain players at a slot machine, such as

20 attractive colors and graphics, sound effects associated with winning payouts, and 

jackpots or bonus rounds that offer players the chance to win a large amount of 

money for only a small wager.

[0106] While such efforts have made modem slot machines more entertaining, 

some types of games have also become more complex. The variations of games

25 and features of all the different game machines available at a single casino can be 

overwhelming to players. Some types of multi-line and multi-coin formats, for 

example, may require considerable player experience before the player feels 

comfortable. Further, to keep experienced and frequent players interested, casinos 

continually modify and upgrade game machines. While learning a new game,

9
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some players may make mistakes such as making a larger wager than intended, or

misunderstanding the rules.

SUMMARY OF THE INVENTION

5 According to one aspect of the invention, there is provided a method of

operating a gaming system, said method comprising:

(a) establishing a balance of funds for a player;

(b) enabling the player to select determining a wager amount on a play of 

required for a game at a gaming device;

10 (c) causing at least one processor to execute a plurality of instructions to

determining determine whether the selected wager amount required is greater than a 

predetermined amount associated with a confirmation message triggering condition, 

said predetermined amount being distinct from a minimum wager amount associated 

with the play the game; and

15 (d) prior to deducting the selected wager amount from the balance of funds:

(i) causing at least one display device to displaying a confirmation 

message if the selected wager amount is greater than the predetermined 

amount, and

(ii) enabling the player to indicate a confirmation to place the

20 selected wager amount on the play of the game;

(e) if the player indicated the confirmation to place the selected wager 

amount on the play of the game:

(i) causing the at least one processor to execute the plurality of 

instructions to deduct the selected wager amount from the balance of funds,

25 and

(ii) causing the at least one processor to execute the plurality of 

instructions to initiate the play of the game; and

(f) if the player did not indicate the confirmation to place the selected wager 

amount on the play of the game:

30 (i) causing the at least one processor to execute the plurality of

instructions to not deduct the selected wager amount from the balance of 

funds, and
(ii) causing the at least one processor to execute the plurality of 

instructions to not initiate the play of the game.
C:>por\w«d\DocumentJ( I ][ I J.doc
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According to another aspect of the invention, there is provided a method of 

operating a gaming system, said method comprising:

(a) enabling a player to input receiving a request to initiate a play of a game 

at a gaming device;

5 (b) causing at least one processor to execute a plurality of instructions to

determining determine whether to present display confirmation information to a the 

player; and

(c) if the determination is to display confirmation information is to be 

presented to the player:

10 (i) causing the at least one processor to execute the plurality of

instructions to determining determine confirmation information to present 

display to the player prior to an initiation of the play of the game;

(ii) causing at least one display device to presenting display the 

determined confirmation information to the player;

15 (iii) prior to the initiation of the play of the game, enabling the player

to indicate a confirmation of receiving a signal indicating that the player 

confirms the confirmation information;

(iv) if the player indicated the confirmation of the confirmation 

information:

20 (A) causing the at least one processor to execute the plurality

of instructions to decrementing decrement a credit balance associated 

with the player; and

(B) causing the at least one processor to execute the plurality 

of instructions to initiating initiate the play of the game; and

25 (v) if the player did not indicate the confirmation of the confirmation

information:

(A) causing the at least one processor to execute the plurality 

of instructions to not decrement the credit balance associated with the 

player, and

30 (B) causing the at least one processor to execute the plurality

of instructions to not initiate the play of the game.

C'<»Awor<i\Dotu/nent3|l J( I) doc
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BRIEF DESCRIPTION OF THE FIGURES

[0107]The accompanying drawings depict some exemplary embodiments of the 

present invention:

FIG. 1 is a block diagram illustrating an example system according to some 

5 embodiments of the present invention;

FIG. 2 is a diagram illustrating an example alternative system according to 

some embodiments of the present invention;

FIG. 3 is a diagram illustrating an example gaming device according to some 

embodiments of the present invention;

10 FIG. 4 is a diagram illustrating an example controller according to some

embodiments of the present invention;

FIG. 5 is a table illustrating an example data structure of a probability database 

for use in some embodiments of the present invention;

FIG. 6 is a table illustrating an example data structure of a payout database for 

15 use in some embodiments of the present invention;

FIG. 7 is a table illustrating an example data structure of a parameter value 

database for use in some embodiments of the present invention;

FIG. 8 is a table illustrating an example data structure of a confirmation 

information database for use in some embodiments of the present invention;

20 FIG. 9 is a table illustrating an example data structure of a player database for

use in some embodiments of the present invention;

FIG. 10 is a table illustrating an example data structure of a confirmation 

criteria database for use in some embodiments of the present invention;

FIG. 11 is a flow chart illustrating an example process according to some 

25 embodiments of the present invention;

CApoAwar(f\Docwncnt3(1 ](I} doc
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8 FIG. 12 is a flow chart illustrating an example process according to 

some embodiments of the present invention; and

FIGs. 13A - 13E depict various examples of confirmation screens 

displayed at. a gaming device for use in some embodiments of the present

5 invention.

DETAILED DESCRIPTION

[0103] Some types of players may find it appealing to have the opportunity to 

“double-check” information about a game or gaming session, such as a wager 

amount, game parameters, and / or instructions for a game, before fully committing

10 to play. In this way, players ean be more certain about what to expect from their 

gaming experiences. Also, being able to review information about a game may 

reduce the possibility of player error or misunderstanding about a slot machine 

game, making the experience more enjoyable for the players, and thereby making 

the slot machine potentially more profitable for the casino.

15 [0109] Applicants have recognized that there is a need for systems and

methods, in accordance with some embodiments of the present invention, to 

confirm (or attempt to confirm) one or more of: (i) whether a player wishes to 

make a particular payment (e.g., a wager amount) before initiating or continuing 

play of a game; (ii) whether a player understands how a game is played before

20 proceeding with play of the game; and (iii) whether a player is aware how long a 

game may take to play.

[0110] Applicants have also recognized that there is a need for systems and 

methods, in accordance with at least one embodiment, to display (or otherwise 

communicate) to a player information about how a game is played and / or what

25 type of experience the player should reasonably expect to have playing the game. 

[0111] Applicants have also recognized that there is a need for systems and 

methods, in accordance with various embodiments of the present invention, to 

display (or otherwise communicate) to a player information about a payment 

amount (e.g., a wager amount) that will be required of the player if the player

30 elects to initiate or continue play of a game. For example, some types of games, 

such as multi-line slot machines, allow for a wager to be made for each selected

4
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payline. Other types of games (or game sessions) may be available on a flat rate 

basis (e.g., for a determined number of spins, for a period of time). Accordingly, 

some potential wagers may be quite large. Some types of games require the player 

to prepay for a gaming session encompassing multiple spins, and the size of the

5 required prepayment may not be fully appreciated by the player before he agrees to 

play. An inexperienced or inattentive player who elects to play five paylines, or 

indicates he would like to pre-pay for a one-hour game session, for example, may 

not appreciate exactly how large a wager will be deducted from his credit balance. 

Displaying a confirmation screen that indicates the wager amount required to

10 players may help prevent players from making larger wagers than they truly intend, 

thus reducing player mistakes and frustration. Also, displaying information about 
how long such a session may take to play may help players understand what the 

game will be like.

[0112] Applicants have also recognized that there is a need for systems and

15 methods, as in some embodiments of the present invention, to allow a player to 

stop a game from initiating and / or prevent an amount being wagered, even if the 

player has previously expressed an intent to play the game and / or to make a 

wager (e.g., by pressing a “Spin” or “Start” button).

[0113] Applicants have also recognized that some types of players would find

20 it appealing to be able to stop a game from initiating and / or to prevent an amount 

being wagered, if the player does not understand or is not confident of his 

understanding of how the game is played, in accordance with at least one 

embodiment of the present invention.

[0114] Confirmation information screens, in accordance with at least one

25 embodiment, may be particularly useful in casino applications in which players are 
withdrawing funds from an account via the gaming device, or obtaining credit via 

the gaming device. As these transactions could represent large dollar amounts, 

confirmation may he critical in later disputes (e.g., among a player, the casino, and 

/ or a financial institution).

30 [0115] Various embodiments of the present invention allow slot machines and

other types of game machines to provide confirmation screens to players in order 

to reduce player confusion over rules, changes to rules, and other game changes.

5
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being wagered for a particular spin or multi-spin game. A range of types of

requested confirmations are possible, including confirming one or more of: (i) that

the player has had the opportunity to review instructional information, (ii) that the

5 player has consented to making the wager, (iii) that the player understands the 

value of certain parameters governing play of a game, (iv) that the player has 

entered into a binding legal contract (e.g., an agreement to play a prepaid game 

session for a flat rate cost), and / or (v) that the player is experienced.

[0116] At least some embodiments of the present invention thus provide the

10 benefit of allowing a casino to reduce potential player confusion about complex 

games and I or costs associated with prepaid gaming. As discussed herein, some 

types of game sessions may comprise a period of time and / or a number of spins, 

and may require a prepaid wager or be associated with a flat rate cost. Some types 

of players may find it appealing to be informed or reminded of the cost of a

15 prepaid session before fully committing to such a wager, which may be larger than 

wagers with which the player is more accustomed (e.g., a wager for a single slot 

machine spin). Some types of players may also find it appealing to be able to 

confirm their understanding of or receive information about how long a game may 

take to play and / or what they might expect from the game experience, before

20 committing to a game session.

[0117] Applicants have recognized that some types of casinos or other 

operators of gaming devices would find it appealing to be able to output 

appropriate messages in an appropriate way to appropriate players at appropriate 

times. Various methods are discussed herein for identifying players who would be

25 interested in receiving confirmation messages and I or should receive confirmation 

messages. Various different types of confirmation messages, beneficial to players, 

casinos, and other parties, may be presented that are relevant and helpful. In some 

embodiments, repetitive, annoying, and irrelevant confirmation messages may be 

filtered or suppressed.

30 [011 GJ Various embodiments of the present invention provide for a dynamic

and flexible system adapted to interact with players on an individual basis by

6
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promotional, instructive, informational, and other types of messages.

[0119) V arious methods are provided that may be used to ensure that

confirmation information is presented at. a game machine so as to enhance a

5 player’s overall gaming experience. The present invention provides systems and 

methods useful to selectively output helpful and desirable messages to players, 

while minimizing interference with the players’ gaming and to avoid any irritating 

“spam” effect created by overwhelming players with unsolicited, unwanted, and / 

or irrelevant messages.

10 [0120] Various embodiments of the present invention may employ a variety of

different methods to output a message to a player at a game machine. For 

example, messages may be output in pop-up windows, in sidebars, in different 

colors, in different fonts, in different languages, via a celebrity voice, or in 

different media formats (e.g., text, audio, video). Outputting a message to a player

15 may include determining how to output the message to the specific player based on 

preferences, special needs, or other factors.

[0121] Various embodiments of the present invention are described herein with 

reference to the accompanying drawings. The leftmost digit(s) of a reference 

numeral typically identifies the figure in which the reference numeral first appears.

20 [0122] hi the following description, reference is made to the accompanying

drawings that form a part hereof, and in which are shown, by way of illustration, 

specific embodiments in which the invention may be practiced. These 

embodiments are described in sufficient detail to enable those skilled in the art to 

practice the invention. It will be understood that other embodiments may be

25 utilized and that structural, logical, software, and electrical changes may be made 

without departing from the scope of the present invention. The following 

description is, therefore, not to be taken in a limited sense, and the scope of the 

present invention is defined by the appended claims.

[0123] Throughout the description that follows and unless otherwise indicated,

30 the following terms may include and / or encompass example meanings described 

herein. These terms and illustrative example meanings are provided to clarify the

7
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specification and in the appended claims.

[0124] The terms “game machine,” “gaming device,” “game device,” and 

“gaming machine” shall be synonymous and may refer to any electrical,

5 mechanical, electro-mechanical, software, combination thereof, and / or other

device that may accept a wager, may follow' a process to generate an outcome, and 

may pay winnings based on the outcome. The outcome may be randomly 

generated, as with a slot machine; may be generated through a combination of 

randomness and user skill, as with video poker: or may be generated entirely

10 through user skill. A gaming device may include any gaming machine and / or 

system, including slot machines, video poker machines, video bingo machines, 

video roulette machines, video keno machines, keno terminals, pachinko machines, 

video blackjack machines, arcade games, video games, pinball machines, skill 

crane machines, video lottery terminals, online gaming systems, game consoles,

15 personal computers logged into online gaming sites, gaming device simulations, 

sports or race betting machine, etc. Gaming devices may or may not be owned and 

/ or maintained by a casino and / or may or may not exist within a casino location. 

Gaming devices may be activated by a player pressing a spin button (including 

buttons labeled “bet”, “wager”, “deal”, “start”, “go”, “hit”, and / or the like),

20 pulling a handle, and / or any other method to initiate the generation of an

outcome. In some embodiments, game machines may include communications 

facilities, hi embodiments of the invention addressing table game play such as 

blackjack, craps, roulette, baccarat, Keno, Bingo, and the like, a game machine 

may comprise hardware located at the game table suitable for displaying a message

25 to a player.

[0125] The term “outcome” shall refer to a result of a game or gaming event. 

Outcomes may include, for example, “CHERRY-CHERRY-CHERRY” in a slot 

machine game, a push in blackjack, a flush in video poker, the completion of a 

puzzle, the accumulation of a plurality of game symbols, the attainment of a goal,

30 and the like. Different types of gaming devices may have widely varying types °f 

outcomes. Various types of outcomes and gaming devices are described herein,

8



20
08

20
73

48
 

15
 A

ug
 2

00
8 and others will be readily apparent to those of skill in the art in light of the present

disclosure.

[0126] The term “payout” may refer to a prize, reward, winnings, benefit, and /

or bonus that is provided to a player based on the outcome of a game. A pay out

5 may comprise any form of consideration, including money, products (e.g., a new 

car, a hotel room for the night, dinner, a shoe shine, tickets to a show), and 

alternate currencies (e.g., comp points, frequent flyer miles).

[0127] The term “game” may refer to a gambling event or activity with a 

beginning and an end. The activity may encompass and I or may be defined by a

10 number of spins and / or period of time. Some games may have a beginning and / 

or an end that is defined by a rule, condition, or is triggered. The beginning or end 

of a game may be indefinite, indeterminate, or variable. For example, a game may 

end when a game parameter has a particular value (e.g., when the player runs out 

of a particular collected game symbol), but exactly what time the game will end

15 (e.g., when the parameter will have that particular value), and / or how many spins

the game may encompass, may be indefinite. Of course, the end of some types of 

such games, even if indefinite or not yet determined, may be statistically 

predictable. The end of a game may be determined voluntarily (i.e., the player 

elects to stop play) and / or involuntarily (i.e., the player does not elect to stop

20 play), such as by a gaming device or controller. Some types of games may have 

more than one state or stage (e.g., a first stage involving a first set of reel symbols 

and a second stage involving a second set of reel symbols; a basic game stage and 

a bonus game stage).

[0128] The terms “session,” “game session,” “gaming session,” and “play

25 session” shall be synonymous and may refer to a series of plays and / or games. 

Play during a gaming session may take place at one gaming device, at multiple 

gaming devices, and / or during a continuous period of time (e.g., in a casino 

location). As with a game, a gaming session may end voluntarily or involuntarily. 

The end of a game session, as discussed herein, may be defined, for example, by a

30 number of handle pulls, by a period of time, by the accomplishment of one or more

objectives, by the occurrence of a trigger or event, by the satisfaction of one or 

more conditions, and / or by a game parameter becoming associated with a

9
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from a casino, wherein the contract specifies terms such as, for example, a price to

be paid by the purchaser for the contract, a duration of play of a gaming device,

and a threshold of credits above which the player may collect winnings from a

5 gaming device. Apparatus and methods which, among other things, permit and 

enable various wavs of providing prepaid sessions, contract play, or other types of 

gaming sessions for a flat rate price, and which are appropriate for use in 

accordance v/ith the present invention are disclosed in pending U.S. Patent 

Application No. 10/001,0S9, filed November 2,2001, entitled “GAME MACHINE

10 FOR A FLAT RATE PLAY SESSION AND METHOD OF OPERATING

SAME,” the entirety of which is incorporated herein by reference for all purposes. 

[0129] The term “prepaid session” may refer to a period of time and / or a 

number of plays paid for in advance. Once a session is prepaid, the player 

typically does not need to supply any additional funds until the session has

15 completed. A prepaid session may allow the player to complete many games

(including any number of basic and / or primary games) and / or handle pulls 

during the session.

[0130] The terms “basic game,” “basic mode,” and “primary game” shall be 

synonymous and may refer to play that includes the spinning of standard physical

20 or graphical slot reels, the dealing of physical or electronic cards, or various other

game outcomes. The outcome of a basic game might be, for example, “CHERRY- 

CHERRY-BAR,” four hits on a seven-spot keno ticket, or a hand of “Ks Qd 4h 2s 
6s” in video poker.

[0131] The terms “bonus game,” “bonus mode,” “bonus round,” and

25 “secondary game” shall be synonymous and may refer to a game that is separate 

from a basic game. In a typical bonus game, a player does not have to wager any 

additional coins. Many bonus games offer the possibility of winning a relatively 

large number of coins. Typically, a player may be able to qualify to play a bonus 

game based on one or more outcomes in a primary game, such as in a basic mode

30 or a qualifying mode. A bonus round may be played in accordance with a set of 

rules that is different from those of a primary game, and may be accompanied by 

displays, colors, sounds, animated sequences, game play and / or prizes that are not

10
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outcome (or outcomes) (e.g., a qualifying outcome, a “start-bonus” outcome) 

during the primary game in order to qualify for entry into a bonus game. In some 

games, a bonus mode may be automatically initiated upon a player’s achieving a

5 winning outcome (or some other qualifying outcome(s)) in a qualifying round. 

Well-known examples of bonus games associated, with games of chance include, 

without limitation, (i) one or more free spins of a set of reels (that may be different 

from a set of reels used in a primary slot machine game): (ii) a game requiring a 

player to select one or more of a plurality of selectable elements (e.g., in order to

10 reveal a bonus prize): (iii) a video, audio and / or animated event that awards a 

bonus prize to a player based on the event; and (iv) one or more free card games 

(that may be different from a primary card game). An outcome of a bonus game 

may comprise one or more types of outcomes typically associated with a basic 

game (e.g., a reel spin, a hand of cards).

15 (0132] The terms “handle pull” and “spin” shall be synonymous and may refer

to an action that initiates a single play at a gaming device. In some embodiments, 

a handle pull may refer to a single complete game (or hand). In other 

embodiments, the term may refer to a play related to a single wager. For example, 

in video blackjack, a user might play a single game in which he splits a pair of

20 sevens, requiring an additional wager. This single game may be considered to 

include one or multiple handle pulls in accordance with different embodiments. 

[0133] The term “parameter” may refer to a physical characteristic of a gaming 

device, its displayed text, graphics, video, audio, games, features, options, or any 

aspect of the way in which a gaming device operates. For example, the amount of

25 time the gaming device allows its reels to spin after a single handle pull may be a 

parameter of the gaming device. The sensitivity of a button of the gaming device 

may be another parameter. A tliird parameter may be the volume at which the 

gaming device produces sound. A fourth parameter may be a status of a player 

selectable mode of operation of the gaming device, e.g., whether a “Betting the

30 Don’t,” “Auto-Flay Mode,” and / or a “Jackpot Only” feature is enabled.

[0134] The terms “game parameter” and “game play parameter” shall be 

synonymous and may refer to a parameter or variable related to the experience of

11
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the payout for a particular outcome (e.g., “BAR-BAR-BAR”), the number of

“CHERRY” symbols on a particular slot machine reel, and the probability of a

game character finding a hidden treasure. In another example, the pace of the

5 game may be considered a game play parameter, whereas the clock speed of the 

gaming device’s processor would likely not be considered a game play parameter. 

[0135] A “game parameter value” may refer to the value associated with a 

game parameter. For example, the parameter governing the payout for a “BAR- 

BAR-BAR” outcome may have a game parameter value of “two hundred coins.”

10 In another example, the parameter associated with the number of “CHERRY” 

symbols on a particular slot machine reel may have a game parameter value of 

“12.” In another example, the parameter governing the probability of a game 

character finding a hidden treasure may have an associated value of “30%.”

[0136] The terms “feature” and “option” may be synonymous and may refer to

15 a parameter that may affect how a game operates on a game machine. Features 

may affect processes like operating a game, displaying game play, determining 

outcomes, or outputting game results. Features may include modes of operation of 

a game machine.

[0137] The term “game character” may refer to a character involved in the

20 game playing experience. The character may be, for example, a cartoon and / or 

generated digitally. The character could be represented as a life-like animation of 

a television character, or even just as audio associated with a well-known 

character. A game character may be used to entertain the player, explain payouts, 

steal objects from the player, try to defend objects held by the player, and the like.

25 [0138] The terms “player” and “user” shall be synonymous and may refer to

any person or entity that plays or operates a game machine.

[0139] The terms “controller,” “server,” and “casino server” shall be 

synonymous and ma)' refer to any device that may communicate with one or more 

game machines, one or more third-party servers, one or more remote controllers,

30 one or more player devices, and / or other network nodes, and may be capable of 

relaying communications to and from each. A controller may function as a 

computer server and / or may control the actions of gaming devices.

12
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8 [0140] The term “casino” may refer to the owner of gaming devices, owners’ 

agents, and / or any entity who may profit from players’ use of the gaming devices. 

[0141] The term “casino location” may refer to the physical geographic site, 

comple;:, or building where gaming devices owned and / or operated by a casino

5 are located. In the case of an online casino, casino location may refer to the

address (e.g., the uniform resource locator (URL)) of the online casino’s Web site 

or facility.

[0142] The term “input device” may refer to a device that is used to receive an 

input. An input device may communicate with or be part of another device such as

10 a point of sale terminal, a point of display terminal, a user terminal, a server, a 

player device, a gaming device (e.g., a pressure sensor in a “spin” button on a 

gaming device), a controller, etc. Some examples of input devices include: a 

“spin” or “deal” button and / or a handle on a gaming device, a bar-code scanner, a 

magnetic stripe reader (e.g., to read a player tracking card), a computer keyboard, a

15 computer mouse, a point-of-sale terminal keypad, a touch-screen, a microphone, an 

infrared sensor, a sonic ranger, a computer port, a video camera, a motion detector, 

a digital camera, a network card, a universal serial bus (USB) port, a GPS receiver, 

a radio frequency identification (RFID) receiver, an RF receiver, a radio antenna 

(e.g., for receiving inputs from a second slot machine), a thermometer, a pressure

20 sensor, a biometric input device (e.g., a fingerprint or retinal seamier), a location 

sensor (e.g., a global positioning system card), a voice recognition module, a coin 

or bill acceptor, and a weight scale/pressure sensor. For game machines, examples 

of common input devices include: a button on a video poker machine, a lever on a 

slot machine, a touch screen on a video poker machine, a magnetic stripe reader to

25 read a player tracking card inserted into a slot machine, and a motion sensor to 

determine if a player is standing in front of a game machine.

[0143 J The term “output device” may refer to a device that is used to output

information. An output device may communicate with or be part of another device 

(e.g., a gaming device, a point of sale terminal, a point of display terminal, a player

30 device, a casino device, a controller, etc.). Some possible output devices include: a 

cathode ray tube ( CRT) video monitor, liquid crystal display (LCD) screen, light 

emitting diode (LED), an LED screen, a printer, an audio speaker, an infra-red
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8 transmitter/port (e.g., for communicating with a second slot machine), a radio

transmitter, an electric motor, a coupon or product dispenser, a Braille computer

monitor, a coin or bill dispenser. For game machines, examples of common output

devices include: a cathode ra v tube (CRT) monitor on a video poker machine; a

5 bell on a slot machine (e.g., rings when a player wins); an LED display of a 

player's credit balance on a slot machine; an LCD display of a personal digital 

assistant (PDA) for displaying keno numbers; a printer to provide a cashless 

gaming receipt; and a progressive jackpot meter bolted onto the top of a game 

machine.

10 [0144] The term “primary game screen” may refer to a screen or other display

device typically used to display game information (e.g., a video representation of 

one or more spinning reels). A primary game screen, in some embodiments, may 

be used to display information about primary as well as secondary games.

[0145] The term “secondary game screen” may refer to a screen or other

15 display device used in addition to a primary' game screen. A secondary game

screen may be used, for example, to display information about a secondary game, 

such as the animation and graphics associated with a bonus round, to display meta­

information about a gaming session (e.g., a number of game symbols accumulated 

by a player over a plurality of handle pulls), or to display confirmation

20 information. Of course, any type of information that may be displayed on a 

primary game screen may also be displayed on the secondary game screen, in 

addition to or in lieu of representing such information on the primary game screen, 
(and vice versa).

[0146] The terms “1/0 device” and “input/output device” shall be synonymous

25 and may refer to any combination of input and I or output devices.

[0147] The term “peripheral device” may refer to any device operatively 

connected to a gaming device. A peripheral device may be configured to assist in 

the operation of various functions, such as game-related functions. Various types 

of peripheral devices are discussed herein, and others will be readily apparent to

30 those of skill in the art in light of the present disclosure.

[0143] The term “player tracking card” may refer to a device that may be 

capable of identifying and / or storing information about a consumer who is a

14
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8 casino player. Many types of casinos issue player tracking cards to players as a

way of identifying the player at a gaming device (e.g., a slot machine) or table

game. Typically, player tracking cards may be accessed by gaming devices and by

magnetic card readers (e.g., operated by casino staff). The card may be readable

5 by a machine, for example, a gaming device. Some types of player tracking cards 

store information. The information stored on a player tracking card may include 

identifying information, as well as financial information, such as a number of 

gambling credits remaining. According to some embodiments of the present 

invention, a player tracking card may store player and / or membership and / or

10 player preference information such as a player’s desired rate of play.

Alternatively, information on the card may merely be a pointer to information 

stored on a server. Some types of player tracking cards have encoded thereon (in 

macliine-readable and / or human readable form) a player identifier (e:g., a six digit 

number) which uniquely identifies a player. For example, the player identifier is

15 associated with a record in a database that includes corresponding player

information. Some types of player tracking cards may be inserted (e.g., by a 

player, by a casino employee) into a reader device (e.g., of a slot machine or 

terminal). A player identifier is read from the card (e.g., magnetically). Based on 

the player identifier read by the reader device, corresponding player information

20 may in turn be retrieved and / or requested from a database, for example, via a 

network connection between the reader device and a device hosting the database. 

Some player tracking cards comprise plastic or paper cards. Other types of player 

tracking cards and information that may be stored on or accessible using such cards 

may be described herein, and other types may be readily apparent to those of skill

25 in the art in light of the present disclosure.

[0149] The term “gross winnings” may refer to a player’s total winnings for a 

session or time period, without regard to the amounts wagered during the session. 

[0150] The term “net winnings” may refer to a player’s total winnings for a 

session or time period, less the total amount wagered during that time period.

30 [0151] The terms “products,” “goods,” “merchandise,” and “ser/ices” shall be

synonymous and may refer to anything licensed, leased, sold, available for sale, 

available for lease, available for licensing, and / or offered or presented for sale,
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8 lease, or licensing including packages of products, subscriptions to products, 

contracts, information, services, and intangibles.

[0152] The term “message” may refer to any communication, in any form, 

intended to be presented to a player or other party. Messages may be of one or a

5 combination of types. For example, message types may include status messages,

confirmation messages, promotional messages, instructive messages, hypothetical 

information messages, activity-benefit offer messages, and / or communication 

messages. Combination messages may include messages that fall into multiple 

categories and / or include multiple types of messages. For example, a message

10 describing a feature and requesting if a player would like to play with the feature 

enabled may be both a confirmation message and a promotional message.

[0153] The term “response” may refer to an indication provided by a player 

that is based on a message. For example, a message may be a question. A player 

may provide a response of “Yes” or “No” to the question.

15 [0154] The term “representation” may refer to a method of outputting a

message and / or a format in which a message is presented. For example, a 

message may have a plurality of message representations (e.g., one in English, one 

in Spanish, one in green, one in yellow, one in audio, etc.).

[0155] The term “partition” may refer to a video screen or an area of a video

20 screen that is used to display related information. Some common examples of 

partitions include windows, split-screen displays, sidebars, headers, and footers. 

[0156] The term “presenter” may refer to an entity that presents a message to a 

player via a game machine. For example, a celebrity in a video message may be a 

presenter, or a cartoon character may present a message to a player.

25 [0157] The term “visual cue” may refer to an aspect of a visual display of a

message. Examples of visual cues include color, fonts, window borders, and 

location.

[0158] The term “outputting” may refer to presenting, displaying, revealing, 

and / or indicating information. Note that outputting a message may include

30 outputting a representation of the message.

[0159] The term “trigger” or “trigger condition” may refer to an event or 

condition that, upon its occurrence or satisfaction, results in a controller outputting
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8 a message at a game machine, or performing various other types of actions. For 

example, a confirmation message may be output to a player when the player 

presses a “Start Game” button on a game machine in a system, where “request to 

start play” is specified as an occurrence of a trigger condition.

5 [0160] The term “factor” may refer to information that may affect a process.

For example, various factors may affect whether a trigger condition occurs, or 

whether a message is output to a player.

[0161] The terms “suppressing” and “suppression” may refer to preventing, 

canceling, delaying, or not outputting information. For example, a message may

10 be suppressed if it is not relevant to a particular player and should not be output. 

[0162] The term “suppression condition” may refer to a condition that, upon its 

occurrence or satisfaction, results in a controller and / or a game machine 

suppressing a message. For example, a confinnation message may be suppressed 

if a player has played a type of multi-line slot machine game more than three times

15 in a game system where “multi-line game format played more than three times” is 

specified as an occurrence of a suppression condition.

[0163] The term “confinnation information” may refer to any type of 

information that has been or may be communicated to a player (e.g., displayed on a 

screen of a gaming device) for use in (i) requesting that the player confirm the

20 player’s acceptance or understanding of the information (e.g., the value of one or 

more game parameters) and / (ii) requesting the player’s approval to initiate or 

continue one or more actions or activities (e.g., initiating a handle pull, 

decrementing a credit balance by the cost of a game play). For example, 

confirmation information may include an indication of a cost to a player for a

25 prepaid session, a rule of a game, a game parameter value, or any combination 

thereof.

[0164] The terms “confirmation message” and “confirmation request” shall be 

synonymous and may refer to any communication to the player that includes 

confirmation information, regardless of the manner of communication. A

30 confirmation message may be represented or formatted in various ways and may 

include, without limitation, animation, text, video images, still images, and audio.

A confirmation message preferably includes an indication or prompt to the player
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8 to provide a response to the message. For example, according to some

embodiments, a player may be able to respond to a confirmation request by: (i)

indicating a desire or intent to initiate or continue play; (ii) indicating that he does

not want to initiate or continue play; (iii) indicting that he understands the

5 confirmation information; (iv) indicating that he does not understand the

confirmation information; (v) indicating that he would like to make an indicated 

wager; (vi) indicating that he would not like to make an indicated wager; and / or 

(vii) indicating that he would like to receive additional information. Some types of 

displayed confirmation messages may include one or more menu options or

10 buttons corresponding to various response options that may be selected by the 

player (e.g., by touching a touch screen, by selecting with a pointer device, by 

saying a number or word associated with an option into a microphone).

[0165] The terms “confirmation screen” and “confirmation page” shall be 

synonymous and may refer to a representation of confirmation information

15 displayed by a device. For example, a confirmation screen may refer to a pop-up 

message window including a request to a user to confirm acceptance or 

understanding of displayed information. A confirmation screen may comprise a 

partition. A confirmation screen may be presented, for example, at a device or 

display area designated for confirmation messages. Alternatively, or in addition, a

20 confirmation screen may refer to a physical display device (e.g., an LCD panel 

screen) used to present confirmation information.

1. SYSTEM

[0166] An example embodiment of the system 100 of the present invention is 

depicted in FIG. 1. The present invention can be configured to work as a system

25 100 in a network environment including a controller 102 (e.g., a slot server of a

casino) that is in communication, via a communications network, with one or more 

gaming devices 104, 106, 10S (e.g., slot machines, video poker machines). The 

controller 102 may communicate with the gaming devices directly or indirectly, 

via a wired or wireless medium such as the Internet, LAN, WAN or Ethernet,

30 Token Ring, or via any appropriate communications means or combination of

communications means. Each of the gaming devices 104, 106, 10S may comprise
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8 computers, such as those based on the Intel® Pentium® processor, that are adapted 

to communicate with the controller 102. Any number and type of devices 104,

106,108 may be in communication with the controller 102.

[0167] Communication between the devices 104, 106, 10S and the controller 

5 102, and among the devices 104, 106, 108, may be direct or indirect, such as over

the Internet through a Web site maintained by computer on a remote server or over 

an on-line data network including commercial on-line service providers, bulletin 

board systems and the like. In yet other embodiments, the devices 104,106, 108 

may communicate with one another and / or the controller 102 over RJF, cable TV,

10 satellite links and the like.

[016S] Some, but not all, possible communication networks that may comprise

the network or be otherwise part of the system 100 include: a local area network 

(LAN), a wide area network (WAN), the Internet, a telephone line, a cable line, a 

radio channel, an optical communications line, and a satellite communications link.

15 Possible communications protocols that may be part of the system include:

Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth™, and TCP/IP. Communication 

may be encrypted to ensure privacy and prevent fraud in any of a variety of ways 

well known in the art.

10169] Those skilled in the art will understand that devices in communication

20 with each other need not be continually transmitting to each other. On the

contrary, such devices need only transmit to each other as necessary, and may 

actually refrain from exchanging data most of the time. For example, a device in 

communication with another device via the Internet may not transmit data to the 

other device for weeks at a time.

25 [0170] In some embodiments, a controller 102 may not be necessary and / or

may not be preferred. For example, the present invention may, in one or more 

embodiments, be practiced on a stand-alone gaming device 104 and / or a gaming 

device 104 in communication only with one or more other gaming devices 106, 

108. In such embodiments, any functions described as performed by the controller

30 102 or data described as stored on the controller 102 may instead be performed by

or stored on one or more earning devices 104,106.108.

19



20
08

20
73

48
 

15
 A

ug
 2

00
8 [0171] In operation, the controller 102 and the gaining devices 104 may

exchange information about the use of the gaming devices 104 by individual

players, data about the players, messages, confirmation information, confirmation

criteria, and the like. In embodiments with a third-party server, the controller 102

5 and / or the gaming devices 104 may exchange information about the use of the 

gaming devices 104 by individual players, data about the: players, messages, 

confirmation information, confirmation criteria, and the like, via the third-party 

server. The gaming devices 104 may, for example, provide information related to 

parameters and conditions to the controller 102 (and / or a third-party server). The

10 gaming devices 104 may further provide gambling performance and player data to 

the controller 102 (and / or a third-party server). The controller 102 (and / or a 

third-party server) may provide confirmation information and messages for a 

player and / or historical information about the player to the gaming devices 104 in 

the casino location or to remote gaming devices.

15 [0172] It is worthwhile to note that the system 100 (and other systems

described herein) may be arranged into a variety of configurations, with 

functionality residing in various locations. Various types of information may be 

transmitted between different devices. For example, the controller 102 may 

control most aspects of outputting a confirmation message. It may determine a

20 message to output (e.g., what information is to be confirmed), determine when to 

output the message, and determine how to output the message. The message may 

then be transmitted to a gaming device 104 and output to the player by the gaming 

device 104.

[0173] In some embodiments as indicated above, the controller 102 may reside

25 in a gaming device 104. For example, a gaming device 104 may control most 

aspects of outputting a confirmation request. A gaming device 104 may not even 

have a network connection. In some embodiments, a request may be determined 

by the controller 102, but a gaming device 104 may control when to output the 
confirmation screen. For example, a gaming device 104 may suppress a message

30 that is transmitted by the controller 102.

[0174] In some embodiments, confirmation information may be determined by 

the controller 102, and the controller 102 may determine a representation for a
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8 confirmation message and a trigger condition. This information may be

transmitted to a gaming device 104. The gaming device 104 may then output the

representation of the message when a trigger condition occurs. In some

embodiments, a gaming device 104 may determine that a trigger condition has

5 occurred and query the controller 102 to determine a message or information to 

output. The controller 102 may then transmit a message to the gaming device 104 

for output by the gaming device 104. Note that a wide variety of other 

configurations are possible, some of which are discussed herein. It should be 

understood that methods of the invention may be implemented by one or more

10 gaming devices 104, one or more controllers 102, other devices, and / or any

combination thereof.

[017S] Turning to FIG. 2, an alternative system 200 according to some 

embodiments of the present invention includes a computer 202 (e.g., a slot server 

of a casino) that is in communication, via a communications network, with one or

15 more gaming devices 204, 206, 208 (e.g., slot machines, video poker machines). A 

difference between the aforementioned system 100 and this alternative system 200 

is that in this system 200 at least one gaming device 204 is also in communication 

with one or more peripheral devices 210, 212, 214. A peripheral device 210,212, 

214 may, in turn, be in communication with a peripheral device server 216 and, in

20 some embodiments, with the computer 202. In some embodiments the peripheral 

device server 216 may be in communication with one or more gaming devices 204, 

206, 20S and / or the computer 202.

10176] The computer 202 may communicate with the devices 204, 206, 20S 

and peripherals 210,212, 214 directly or indirectly, via a wired or wireless

25 medium such as the Internet, LAN, WAN or Ethernet, Token Ring, or via any 

appropriate communications means or combination of communications means.

For example, the computer 202 may communicate directly with one of the gaming 

devices 204,206,208 (e.g., via a LAN) and indirectly (e.g.. via a gaming device) 

with a peripheral device 210, 212,214. In another example, the computer 202 may

30 communicate with one of the gaming devices 204 via a LAN and with another of 

the gaming devices 20S via the Internet (e.g., if the particular gaming device 208 

comprises a personal computer in communication with an online casino).
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8 [0177] Each of the devices 202, 204, 206, 208, 210,212, 214, 216 of the

system 200 may comprise computers, such as those based on the Intel® Pentium®

processor, that are adapted to communicate with the computer. Further, each of

the devices 202,204,206,208, 210, 212,214,216 may comprise a gaming device

5 such as a mechanical or electronic slot machine, a video poker machine, a video 

blackjack machine, a video keno machine, a pachinko machine, a video roulette 

machine, and / or a lottery terminal. Further yet, each of the devices 202, 204, 206, 

20S, 210,212. 214, 216 may comprise an external or internal module associated 

with one or more of the gaming devices 204, 206, 20S that is capable of

10 communicating with one or more of the gaming devices 204, 206,208 and of 

directing the one or more gaming devices 204, 206, 20S to perform one or more 

functions. Any number of devices 204,206, 208, 210,212, 214,216 may be in 

communication with the computer 202. Any number and type of peripheral 

devices 210, 212, 214 may be in communication with a gaming device 204,

15 peripheral device server 216 and the computer 202.

[0178] Communication between the devices 204,206,208, 210, 212,214 and 

the computer 202, between each of the devices 204, 206,208, 210, 212,214, 

between the peripheral device server 216 and the devices 204, 206, 20S, 210, 212, 

214, and between the peripheral device server 216 and the computer 202, may be

20 direct or indirect, such as over the Internet through a Web site maintained by the 

computer 202 on a remote server or over an on-line data network including 

commercial on-line service providers, bulletin board systems and the like. In yet 

other embodiments, any and all of the devices 202, 204, 206, 208, 210, 212, 214, 

216 of the system 200 (i.e., the devices 204,206,208,210,212, 214, the computer

25 202, and the peripheral device server 216) may communicate with one another

over RF, cable TV, satellite links and the like.

[0179] Some, but not all, possible communication networks that may comprise 

the network or otherwise be part of the system include: a local area network 

(LAN), a wide area network (WAN), the Internet, a telephone line, a cable line, a

30 radio channel, an optical communications line, a satellite communications link. 

Possible communications protocols that may be part of the system include:

Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth'J, and TCP/IP. Communication
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8 may be encrypted to ensure privacy and prevent fraud in any of a variety of ways

well known in the art.

[01 SO) In some embodiments, the computer 202 may not be necessary and / or

preferred. For example, the present invention may, in one or more embodiments,

5 be practiced on a stand-alone gaming device 204, one or more gaming devices 204, 

206, 20S in communication with one or more peripheral devices 210, 212, 214, one 

or more gaming devices 204, 206, 208 in communication with a peripheral device 

server 216, one or more peripheral devices 210. 212, 214 in communication with a 

peripheral device server 216, and / or a gaming device 208 in communication only

10 with one or more other gaming devices 204, 206. In such embodiments, any

functions described as performed by the computer 202 or data described as stored 

in a memory of the computer 202 may instead be performed by or stored on one or 

more gaming devices 204, 206, 20S, one or more peripheral devices 210, 212, 214, 

and / or peripheral device server 216.

15 [0181] Similarly, a peripheral device server 216 may not be desired and / or

needed in some embodiments of the present invention. In embodiments that do not 

involve a peripheral device server 216, any or all of the functions described herein 

as being performed by a peripheral device server 216 may instead be performed by 

another server computer, the computer 202, one or more gaming devices 204, 206,

20 208, one or more peripheral devices 210,212,214, or a combination thereof.

Similarly, in embodiments that do not involve a peripheral device server 216 any 

data described herein as being stored in a memory of a peripheral device server 

216 may instead be stored in a memory of another server computer, the computer 

202, one or more gaming devices 204,206, 20S, one or more peripheral devices

25 210,212,214, or a combination thereof.

[0182] Any or all of the gaming devices 204, 206, 208 may, respectively, 

include or be in communication with a peripheral device 210. A peripheral device 

210 may be a device that receives information from (and / or transmits information 

to) one or more gaming devices 204, 206,208. For example, a peripheral device

30 210 may be operable to receive information about games being played on a gaming

device 204, such as the initiation of a game and / or a random number that has been 

generated for a game.
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8 [0183] In one or more embodiments, one or more such peripheral devices 210,

212,214 may be in communication with a peripheral device server 216. This

allows the peripheral device server 216 to receive information regarding a plurality

of games being played on a plurality of gaming devices 204,206, 20S. The

5 peripheral device server 216, in turn, may be in communication with the computer 

202. It should be understood that any functions described herein as performed by a 

peripheral device 210 may also or instead be performed by the peripheral device 

server 216. Similarly, any data described herein as being stored on or accessed by 

a peripheral device 210 may also or instead be stored on or accessed by the

10 peripheral device server 216.

[0184] A peripheral device 210 may be operable to access a database (e.g., of a 

peripheral device server 216) to provide benefits (e.g., cashless gaming receipts) 

based on, for example, an actual outcome of a game.

[0185] The peripheral device server 216 may also monitor player gambling 

15 history over time by associating gambling behavior with player identifiers, such as

player tracking card numbers. For example, information about the player obtained 

or accessed by a peripheral device server 216 may be analyzed, e.g., to identify 

those players that a particular gaming machine owner, operator, or manufacturer 

finds most desirable. Based upon desired objectives, the peripheral device· server

20 216 may direct the appropriate peripheral device 210 to issue customized

messages, offers, and games to specific players.

[0186] Information received by a peripheral device 210 from a gaming device 

204 may include gambling data such as number of games initiated per unit of time, 

outcomes displayed for games initiated, payouts corresponding to outcomes

25 displayed, a credit meter balance of the gaming device 204, and / or data associated 

with the player currently playing the gaming device 204.

[0187] The functions described herein as being performed by a peripheral 

device server 216 and / or a peripheral device 210 may, in one or more 

embodiments, be performed by the computer 202 (in lieu of or in conjunction with

30 being performed by a peripheral device server 216 and / or a peripheral device 

21 Of.
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8 [0188] In some embodiments, a peripheral device 210 may be useful for 

implementing the embodiments of the present invention into the operation of a 

conventional gaming device. For example, in order to avoid or minimize the 

necessity of modifying or replacing a program already stored in a memory of a

5 conventional gaming device, an external or internal module that comprises a

peripheral device 210 may be inserted in or associated with a conventional gaming 

device to transform it into a gaming device 204 of the present invention.

[0109] Thus, for example, a peripheral device 210 may be utilized to monitor 

play of the gaming device 204 and output messages and an outcome of a game. In

10 such embodiments the gaming device 204 with which the peripheral device 210 is 

in communication may continue to operate conventionally. In such embodiments 

the gaming device 204 may continue to output an outcome for each game played. 

The peripheral device 210, however, may output a second outcome or payout when 

appropriate. The peripheral device 210 may also output messages to the player.

15 The peripheral device 210 may also provide benefits to a player (e.g., coins,

tokens, electronic credits, paper receipts exchangeable for cash, services, and / or 

merchandise).

[0190] Accordingly, a peripheral device 210 may include (i) a communications 

port (e.g., for communicating with one or more gaming devices, peripheral device

20 server, another peripheral device, and / or computer; (ii) a display (e.g.. for

displaying messages and / or outcomes and payouts), (iii) another output means 

(e.g., a speaker, light, or motion device to communicate with a player), and / or (iv) 

a benefit providing means (e g., a printer and paper dispensing means, a credit 

meter, and / or a hopper and hopper controller).

25 [0191] In some embodiments, a peripheral device 210 may not output

outcomes and / or messages to a player but may instead direct the processor 300 of 

a gaming device 104 to perform such functions. For example, a program stored in 

a memory of peripheral device 210 may cause a processor 300 of a gaming device 

104 to perform certain functions. For example, a program stored in a memory' of

30 peripheral device 210 may cause a processor 300 of a gaming device 104 to output 

an outcome, determine an outcome, output a message, access a database, provide a 

benefit, refrain from providing a benefit (e.g., by not sending a signal to a hopper
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8 controller of the gaming device when it otherwise normally would), and / or

communicate with another device. Examples of peripheral devices 210, 212, 214

include (1) electronic apparatuses “retrofitted” to conventional gaming devices so

that inventive processes disclosed herein may be realized through game play at the

5 gaming device 104, (2) Personal Digital Assistants such as those manufactured by 

Palm, Inc., (3) lap top computers, (4) cellular telephones, (5) pagers, or (6) any 

combination thereof.

2. DEVICES

2.1. Gaming device

10 [0192] Turning to FIG. 3, a gaming device 104,204 may be implemented as a

system controller, a dedicated hardware circuit, an appropriately programmed 

general-purpose computer, or any other equivalent electronic, mechanical or 

electro-mechanical device. As indicated above, the gaming device 104 may 

comprise, for example, a slot maclrine, a video poker machine, a video blackjack

15 machine, a video keno machine, a video lottery machine, a pachinko machine or a

table-top game. In various embodiments, a gaming device 104 may comprise, for 

example, a personal computer (e.g., which communicates with an online casino 

Web site), a telephone (e.g., to communicate with an automated sports book that 

provides gaming services), or a portable handheld gaming device (e.g., a personal
20 digital assistant or Nintendo GameBoy®). The gaming device 104 may comprise 

any or all of the gaming devices of the aforementioned systems. In some 

embodiments, a user device such as a PDA or cell phone may be used in place of, 

or in addition to, some or all of the gaming device components. Further, a gaming 

device 104 may comprise a personal computer or other device operable to

25 communicate with an online casino and facilitate game play at the online casino.

In one or more embodiments, the gaming device 104 may comprise a computing 

device operable to execute software that simulates play of a reeled slot machine 

game, video poker game, video blackjack game, video keno game, video roulette 

game, or lottery game.
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8 ]0193] In some embodiments, a gaming device 104 may comprise a processor

300, such as one or more Intel® Pentium® processors. The processor 300 is

operable to communicate with a random number generator 302, which may be a

component of the gaming device 104 . The random number generator 302, in

5 accordance with some embodiments of the present invention, may generate data 

representing random or pseudo-random values (referred to as “random numbers'5 

herein). The random number generator 302 may generate a random number every 

predetermined unit of time (e.g., every thousandth of a second) or in response to an 

initiation of a game on the gaming device 104. In some embodiments, the

10 generated random numbers may be used as they are generated (e.g., the random

number generated at substantially the time of game initiation is used for that game) 

and / or stored for future use. A random number generated by the random number 

generator 302 may be used by the processor 300 to determine, for example, at least 

one of an outcome and payout. A random number generator 302, as used herein,

15 may be embodied as a processor separate from but working in cooperation with the

processor 300. Alternatively, the random number generator 302 may be embodied 

as an algorithm, program component, or software stored in the memory of the 

gaming device 104 and used to generate a random number.

[0194] Note that, although the generation or obtainment of a random number is

20 described herein as involving a random number generator 302 of a gaming device 

104, other methods of determining a random number may be employed. For 

example, a gaming device owner or operator may obtain sets of random numbers 

that have been generated by another entity. HotBits™, for example, is a service 

that provides random numbers that have been generated by timing successive pairs

25 of radioactive decays detected by a Geiger-Muller tube interfaced to a computer.

A blower mechanism that uses physical balls with numbers thereon may be used to 

determine a random number by randomly selecting one of the balls and 

determining the number thereof.

[0195] The processor 300 may also be operable to communicate with a benefit

30 output device 304. which may be a component of gaming device 104. The benefit 

output device 304 may comprise one or more devices for outputting a benefit to a 

player of the gaming device. For example, in some embodiments the gaming
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8 device 104 may provide coins and / or tokens as a benefit. In such embodiments,

the benefit output device 304 may comprise a hopper and hopper controller, for

dispensing coins and / or tokens into a coin tray of the gaming device. In another

example, the gaming device 104 may provide a. receipt or other document on

5 which there is printed an indication of a benefit (e.g., a cashless gaming receipt that 

has printed thereon a monetary value, which is redeemable for cash in the amount 

of the monetary value). In such embodiments, the benefit output device 304 may 

comprise a printing and document dispensing mechanism. In yet another example, 

the gaming device 104 may provide electronic credits as a benefit (which, e.g.,

10 may be subsequently converted to coins and I or tokens and dispensed from a

hopper into a coin tray). In such embodiments, the benefit output device 304 may 

comprise a credit meter balance and / or a processor that manages the number of 

electronic credits that is indicated on a display of a credit meter balance. In yet 

another example, the gaming device 104 may credit a monetary amount to a

15 financial account associated with a player as a benefit provided to a player. The 

financial account may be, for example, a credit card account, a debit account, a 

charge account, a checking account, or a casino account. In such embodiments, the 

benefit output device 304 may comprise a device for communicating with a server 

on which the financial account is maintained.

20 [0196] Note that, in one or more embodiments, the gaming device 104 may

include more than one benefit output device 304. For example, the gaming device 

104 may include both a hopper and hopper controller combination and a credit 

meter balance. Such a gaming device 104 may be operable to provide more than 

one type of benefit to a player of the gaming device 104. A single benefit output

25 device 304 may be operable to output more than one type of benefit. For example, 

a benefit output device 304 may be operable to increase the balance of credits in a 

credit meter and communicate with a remote device in order to increase the 

balance of a financial account associated with a player.

[0197] The processor 300 is also operable to communicate with a display

30 device 306, which may be a component of gaming device 104. The display device 

306 may comprise, for example, one or more display screens or areas for 

outputting information related to game play on the gaming device, such as a
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8 cathode ray tube (CRT) monitor, liquid crystal display (LCD) screen, or light 

emitting diode (LED) screen. In one or more embodiments, a gaming device 104 

may comprise more than one display device 306. For example, a gaming device 

may comprise an LCD display for displaying electronic reels and a display area

5 that displays rotating mechanical reels.

[01 ?G] The processor 300 may also be in communication with one or more

other devices (not pictured) besides the display device 306, for outputting 

information (e.g.. to a player or another device). Such other one or more output 

devices may also be components of a gaming device 104. Such other one or more

10 output devices may comprise, for example, an audio speaker (e.g., for outputting 

an outcome or information related thereto, in addition to or in lieu of such 

information being output via a display device), an infra-red transmitter, a radio 

transmitter, an electric motor, a printer (e.g., such as for printing cashless gaming 

vouchers), a coupon or product dispenser, an infra-red port (e.g., for

15 communicating with a second gaming device or a portable device of a player), a 

Braille computer monitor, and a coin or bill dispenser. For gaming devices 104, 

common output devices include a cathode ray tube (CRT) monitor on a video 

poker machine, a bell on a gaming device (e.g., rings when a player wins), an LED 

display of a player’s credit balance on a gaming device, an LCD display of a

20 personal digital assistant (PDA) for displaying keno numbers.

[0199] As indicated above, the display device 306 may comprise, for example, 

one or more display areas. For example, one of the display areas may display 

outcomes of games played on the gaming device 104 (e.g., electronic reels of a 

gaming device). Another of the display areas may display rules for playing a game

25 of the gaming device 104. Yet another of the display areas may display the

benefits obtainable by playing a game of the gaming device 104 (e.g., in the form 

of a payout table). In one or more embodiments, the gaming device 104 may 

include more than one display device 306, one or more other output devices, or a 

combination thereof (e.g., two display devices 306 and two audio speakers).

30 [0200] The processor may also be in communication with an input device 308,

which is a device that is capable of receiving an input (e.g., from a player or 

another device) and which may be a component of gaming device 104. An input
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8 device 308 may communicate with or be part of another device (e.g., a server 102,

a gaming device 104, etc.). Some examples of input devices 308 include: a bar­

code scanner, a magnetic stripe reader, a computer keyboard or keypad, a button, a

handle, a keypad, a touch-screen, a microphone, an infrared sensor, a voice

5 recognition module, a coin or bill acceptor, a sonic ranger, a computer port, a video 

camera, a motion detector, a digital camera, a network card, a universal serial bus 

(USB) port, a GPS receiver, a radio frequency identification (RFID) receiver, an 

RF receiver, a thermometer, a pressure sensor, an infrared port (e.g., for receiving 

communications from a second gaming device or from a another device such as a

10 smart card or PDA of a player), and a weight scale. For gaming devices 104,

common input devices 308 may include a button or touch screen on a video poker 

machine, a lever or handle connected to the gaming device, a magnetic stripe 

reader to read a player tracking card inserted into a gaming device, a touch screen 

for input of player selections during game play, and a coin and bill acceptor.

15 [0201] The processor 300 may also be in communication with a payment

system 310, which may be a component of the gaming device. The payment 

system 310 is a device capable of accepting payment from a player (e.g., a bet or 

initiation of a balance) and I or providing payment to a player (e.g., a payout). 

Payment is not limited to money, but may also include other types of

20 consideration, including products, services, and alternate currencies. Exemplary 

methods of accepting payment by the payment system 310 include (i) receiving 

hard currency (i.e., coins or bills), and accordingly the payment system 310 may 

comprise a coin or bill acceptor; (ii) receiving an alternate currency (e.g., a paper 

cashless gaming voucher, a coupon, a non-negotiable token), and accordingly the

25 payment system may comprise a bar code reader or other sensing means; (iii) 

receiving a payment identifier (e.g., a credit card number, a debit card number, a 

player tracking card number) and debiting the account identified by the payment 

identifier; and (iv) determining that a player has perfonned a value-added activity 

(e.g., participating in surveys, monitoring remote images for security purposes,

30 referring friends to the casino).

[0202] The processor 300 is in communication with a memory 312 and a 

communications port 314 (e.g., for communicating with one or more other
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8 devices). The memory 312 may comprise an appropriate combination of magnetic,

optical and / or semiconductor memory, and may include, for example, Random

Access Memory (RAM), Read-Only Memory (ROM), a compact disc and / or a

hard disk. The memory 312 may comprise or include any type of computer-

5 readable medium. The processor 300 and the memory 312 may each be. for 

example: (i) located entirely within a single computer or other device: or (ii) 

connected to each other by a remote communication medium, such as a serial port 

cable, telephone line or radio frequency transceiver. In some embodiments, the 

gaming device 104 may comprise one or more devices that are connected to a

10 remote server computer for maintaining, databases.

[0203] The memory 312 stores a program 316 for controlling the processor 

300. The processor 300 performs instructions of the program 316, and thereby 

operates in accordance with the present invention, and particularly in accordance 

with the methods described in detail herein. The program 316 may be stored in a

15 compressed, uncompiled and / or encrypted format. The program 316 furthermore

includes program elements that may be necessary, such as an operating system, a 

database management system and “device drivers” for allowing the processor 300 

to interface with computer peripheral devices 302, 304, 306, 308, 310, 312, 314. 

Appropriate program elements are known to those skilled in the art, and need not

20 be described in detail herein.

[0204] The terms “computer-readable medium” or “computer readable media” 

as used herein may refer to any media or medium that may participate in providing 

instructions to the processor 300 of the gaming device 104 (or any other processor 

of a device described herein) for execution. Such a medium may take many forms,

25 including but not limited to, non-volatile media, volatile media, and transmission 

media. Non-volatile media include, for example, optical or magnetic disks, such as 

memory. Volatile media include dynamic random access memory (DRAM), 

which typically constitutes the main memory. Transmission media include coaxial 

cables, copper wire and fiber optics, including the wires that comprise a system bus

30 coupled to the processor. Transmission media may carry acoustic or light waves, 

such as those generated during radio frequency (RF) and infrared (IR.) data 

communications. Common forms of computer-readable media include, for
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8 example, a floppy disk, a flexible disk, hard disk, magnetic tape, any other

magnetic medium, a CD-ROM, DVD, any other optical medium, punch cards,

paper tape, an}' other physical medium with patterns of holes, a RAM, a PROM, an

EPROM, a FLASH-EEPROM, any other memory chip or cartridge, a carrier wave

5 as described hereinafter, or any other medium from which a computer can read. 

[0205] Various forms of computer readable media may be involved in carrying

one or more sequences of one or more instructions to processor 300 (or any other 

processor of a device described herein) for execution. For example, the 

instructions may initially be borne on a magnetic disk of a remote computer. The

10 remote computer can load the instructions into its dynamic memory and send the

instructions over a telephone line using a modem. A modem local to a gaining 

device 104 (or, e.g., a server 102) can receive the data on the telephone line and 

use an infrared transmitter to convert the data to an infrared signal. An infrared 

detector can receive the data carried in the infrared signal and place the data on a

15 system bus for the processor. The system bus carries the data to main memory, 

from which the processor retrieves and executes the instructions. The instructions 

received by main memory may optionally be stored in memory either before or 

after execution by the processor.

[0206] In addition, instructions may be received via a communication port 314

20 as electrical, electromagnetic or optical signals, which are exemplary forms of 

carrier waves that carry data streams representing various types of information. 

Thus, the gaming device 104 may obtain instructions in the fonn of a carrier wave. 

[0207] According to some embodiments of the present invention, the 

instructions of the program 316 may be read into a main memory from another

25 computer-readable medium, such from a ROM. Execution of sequences of the 

instructions in the program 316 causes processor 300 to perform the process steps 

described herein. In alternate embodiments, hard-wired circuitry may be used in 

place of, or in combination with, software instructions for implementation of the 

processes of the present invention. Thus, embodiments of the present invention are

30 not limited to any specific combination of hardware and software. As discussed 

with respect to aforementioned systems 100, 200, execution of sequences of the 

instructions in a program 316 of a peripheral device 210 in communication with
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8 the gaming device 104 may also cause the processor 300 to perform some of the

process steps described herein.

[0203] The program 316 may be operative to execute a number of invention-

specific. objects, modules and / or subroutines which may include (but are not

5 limited to) one or more routines to identify a player at the gamine device 104; one 

or more routines to receive information about a user; one or more routines to 

output requests for confirmation; one or more routines to receive a response to a 

confirmation message from a user; one or more routines to implement rules 

regarding adjusting parameters; one or more routines to implement rules regarding

10 outputting confirmation information; one or more routines to implement rules 

regarding suppressing confirmation messages; one or more routines to adjust 

parameters; one or more routines to receive confinnation information from a 

controller 102; one or more routines to receive signals from a controller 102 to 

adjust parameters; one or more routines to receive signals from a controller 102 to

15 output confirmation information; one or more routines to send information to a 

controller 102; one or more routines to determine a cost for game play; one or 

more routines to store player performance information; one or more routines to 

store player preference information; one or more routines to facilitate and control 

communications between the gaming device 104 and / or third-party servers; one

20 or more routines to restore the gaming device 104 to using its default parameter 

values; and / or one or more routines to control databases or software objects that 

track information regarding users, casinos, merchants supplying prizes, other third- 

parties, gambling results, other gaming devices, and awarding prizes. Examples of 

some of these routines and their operation are described below in conjunction with

25 the flowchart depicted in FIG. 11.

[0209] The memory 312 may also store one or more databases, including a 

probability database 318, a payout database 320, a parameter value database 322, 

and a confirmation message database 324. The program 316 may include 

instructions for retrieving, manipulating, and storing data in the databases as may

30 be useful in performing various methods of the invention, as will be further

described below. Examples of some or all of the data stored in each database 3 IS, 

320, 322, 324 is described herein. The described entries of the databases 318, 320,
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8 322, 324 represent exemplary information only; those skilled in the art will

understand that the number and content of the entries can be different from those

illustrated herein. Further, despite any description of the databases 318, 320,322,

324 as tables, an object-based model could be used to store and manipulate the data

5 types of the present invention and likewise, object methods or behaviors can be 

used to implement the processes of the present invention.

[0210] Note that, although these databases 31S, 320, 322, 324 may be 

described as being stored in a gaming device 104, in other embodiments of the 

present invention some or all of these databases 318, 320, 322, 324 may be

10 partially or wholly stored in another device, such as one or more of the peripheral 

devices 210,212. 214, the peripheral device server 216 and / or the server 

controller 102,202. Further, some or all of the data described as being stored in 

the databases 318, 320, 322, 324 may be partially or wholly stored (in addition to 

or in lieu of being stored in the memory 312 of the gaming device 104) in a

15 memory of one or more other devices, such as one or more of the peripheral 

devices 210, 212,214, the peripheral device server 216 and / or the server 

controller 102, 202.

[0211] As discussed herein, in at least one embodiment the gaming device 104 

may be configured as a slot machine enabled to operate in conjunction with one or

20 more processes the present invention. A more specific description of an exemplary 

slot machine suitable for use with at least one embodiment of the present invention 

follows. Of course, where appropriate, the slot machine may include fewer, 

different and / or additional components besides those discussed in this section. 

Also, it will be readily understood that some or all of the components and features

25 described with respect to the exemplary slot machine may be used with one or 

more other types of gaming devices.

[0212] Generally, a slot machine comprises a three-reel or five-reel slot 

machine. The slot machine comprises a display area in which an outcome for a 

game of the slot machine is displayed to the player. The display area may, for

30 example, be a video display that displays graphical representations of reels. In 

another example, the display area comprises glass, behind which mechanical reels 

are located. Within the display area, typically, is at least one payline, hi some

34



20
08

20
73

48
 

15
 A

ug
 2

00
8 types of slot machine games, the player may choose to play using one or more 

available paylines. In accordance with one or more embodiments of the present 

invention, an outcome of a game comprises a set of symbols displayed along a 
payline of a reeled slot machine.

5 [0213] The slot machine may further comprise a handle. A player may initiate

the movement of the reels in the display area by pulling on the handle. 

Alternatively, a player may initiate the movement of the reels in the display area by 

actuating a start button. Either or both of the handle and start button are exemplary 

embodiments of the input device 308, described herein. However it may be

10 initiated, single play at a slot machine or other type of gaming device may be 

referred to herein as a “handle pull,” whether or not a handle is involved in the 

play, and whether or not a handle is even included in the gaming device. In some 

embodiments a handle pull or single play may describe a single complete game and 

/ or a single wager. For example, a handle pull might represent a single spin of the

15 reels and / or a series of reel spins (e.g., which may culminate in a final aggregate 

outcome). In a video poker embodiment, a handle pull may be associated with the 

result of a first hand and a second hand, both in the same game.

[0214] Where appropriate, the slot machine may also include an alternate, 

secondary game screen, for outputting information to a player. The secondary 

20 game screen may be utilized, for example, to inform a player of game information, 

provide an offer, output a message, or to indicate which outcome is an actual

outcome or that an outcome that is currently being output is not the actual 

outcome. In another example, a secondary game screen may be used to output 
confirmation information.

25 [0215] The exemplary slot machine may also include a payment system

comprised of a bill acceptor, a credit card reader, and a coin acceptor. A player 

may utilize the payment system to provide a wager for playing a game or game 

session. This payment system is an exemplary embodiment of the payment system 

310, described herein.

30 [0216] The slot machine may further comprise a credit meter balance, which is

an exemplars' embodiment of a benefit output device 304 described herein. The 

credit meter balance reflects the amount of electronic credits currently available to
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8 a player. The electronic credits may be used by a player, for example, as wagers

for games played on the gaming device. The electronic credits may also be

“cashed out” as coins, bills, tokens, a cashless gaming receipt, and / or credits to

another financial account associated with the player, as will be readily7 understood

5 by those skilled in the art.

[0217] Finally, the slot machine may comprise a coin tray. As discussed 

herein, payment to the player may be rendered by dispensing coins into the coin 

tray. Such coins may be dispensed based on, for example, a player’s indication 

that the player would like to cash out his credit meter balance and / or a payout

10 obtained by a player as a result of playing a game on the slot machine. The coin

tray is an exemplary embodiment of the benefit output device 304, described 

herein.

2.2. Controller

[0218] Referring now to FIG. 4, illustrated therein is a block diagram of an

15 example of controller 102 (FIG. 1) or computer 202 (FIG. 2). The controller 102 

may be implemented as a system controller, a dedicated hardware circuit, an 

appropriately programmed general-purpose computer, or any other equivalent 

electronic, mechanical or electro-mechanical device. The controller 102 may 

comprise, for example, a server computer operable to communicate with one or

20 more client devices, such as the gaming device 104, 204. The controller 102 is 

operative to manage the system 100 and the system 200 and to execute various 

methods of the present invention.

[0219] In operation, the controller 102 may function under the control of a 

casino, a merchant, or other entity that may also control use of the gaming devices

25 104, peripheral devices 210, and / or peripheral device server 216. For example,

the controller 102 may be a slot server in a casino. In some embodiments, the 

controller 102 and slot server may be different devices. In some embodiments, the 

controller 102 may comprise more than one computer operating together. In some 

embodiments, the controller 102 and peripheral device server 216 may be the same
30 device.
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8 [0220] The controller 102 comprises a processor 400, such as one or more 

Intel® Pentium® or Centrino® processors. The processor 400 is in 

communication with a memory 412 and one or more communications ports 414 

(e.g., for communicating with one or more other devices). The memory 412 may

5 comprise an appropriate combination of magnetic, optical and / or semiconductor

memory, and may include, for example. Random Access Memory (RAM), Read- 

Only Memoty (ROM), a compact disc and / or a hard disk. The processor 400 and 

the memory 412 may each be, for example: (i) located entirely within a single 

computer or other device; or (ii) connected to each other by a remote

10 communication medium, such as a serial port cable, telephone line or radio

frequency transceiver. In one embodiment, the controller 102 may comprise one 

or more devices that are connected to a remote server computer for maintaining 

databases.

[0221] The memory 412 stores a program 416 for controlling the processor

15 400. The processor 400 performs instructions of the program 416, and thereby

operates in accordance with the present invention, and particularly in accordance 

with the methods described in detail herein. The program 416 may be stored in a 

compressed, uncompiled and / or encrypted format. The program 416 furthermore 

includes program elements that may be necessary, such as an operating system, a

20 database management system and “device drivers” for allowing the processor 400 

to interface with computer peripheral devices. Appropriate program elements are 

known to those skilled in the art, and need not be described in detail herein, hi 

some embodiments, the program 416 may be located remotely from the memory 

412 and / or on another server.

25 [0222] The program 416 may be operative to execute a number of invention-

specific, objects, modules and / or subroutines which may include (but are not 

limited to) one or more routines to identify a player at the gaming device 104; one 

or more routines to receive information about a user; one or more routines to 

output requests for confirmation; one or more routines to receive a response to a

30 confirmation message from a user; one or more routines to implement rules

regarding adjusting parameters; one or more routines to implement rules regarding 

outputting confirmation infonnation; one or more routines to implement rules
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8 regarding suppressing confirmation messages; one or more routines to adjust

parameters; one or more routines to receive confirmation information from a

gaming device 104 or other device; one or more routines to receive signals from,

another device to adjust parameters; one or more routines to receive signals from

5 another device (e.g., a peripheral device) to output confirmation information; one 

or more routines to send information to a gaming device 104; one or more routines 

to determine a cost for game play; one or more routines to store player information 

(e.g, player performance information, player preference information): one or more 

routines to facilitate and control communications between any number of gaming

10 devices and / or third-party servers; one or more routines to restore a gaming

device 104 to using its default parameter values; and / or one or more routines to 

control databases or software objects that track information regarding users, 

casinos, merchants supplying prizes, other third-parties, gambling results, other 

gaming devices, and awarding prizes. Examples of some of these routines and

15 their operation are described below in conjunction with the flowchart depicted in

FIG. 11.

[0223] According to at least one embodiment of the present invention, the 

instructions of the program 416 may be read into a main memory from another 

computer-readable medium, such as from a ROM to a RAM. Execution of

20 sequences of the instructions in program 416 causes processor 400 to perform the 

exemplary process steps described herein. In alternate embodiments, hard-wired 

circuitry may be used in place of, or in combination with, software instructions for 

implementation of the processes of the present invention. Thus, embodiments of 

the present invention are not limited to any specific combination of hardware and

25 software. As discussed with respect to system 200 of FIG. 2, execution of 

sequences of the instructions in a program of a peripheral device 210 in 

communication with a gaming device 104 may also cause processor 400 to 

perform some or all of the process steps described herein.

[0224] Various forms of computer-readable media, some of which are

30 discussed herein, may be involved in carrying one or more sequences of one or 

more instructions to processor 400 (or any other processor of a device described 

herein) for execution.
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8 [0225] The memory 412 also may store one or more databases, including a

player database 418 and a confirmation criteria database 420. Each of these

databases is described in detail below and example structures are depicted with

sample entries in the accompanying, figures. As will be understood by those

5 skilled in the art, the schematic illustrations and accompanying descriptions of the 

sample databases presented herein are exemplar/ arrangements for stored 

representations of information. Any number of other arrangements may be 

employed besides those suggested by the tables shown. For example, even though 

six separate databases are illustrated, the invention could be practiced effectively

10 using any number of more or fewer functionally equivalent databases. Similarly,

the illustrated entries of the databases represent exemplary' information only; those 

skilled in the art will understand that the number and content of the entries can be 

different from those illustrated herein. Further, despite the depiction of the 

databases as tables, an object-based model could be used to store and manipulate

15 the data types of the present invention and likewise, object methods or behaviors 

can be used to implement the processes of the present invention.

[0226] Note that, although these databases are described as being stored in a 

gaming device, in other embodiments of the present invention some or all of these 

databases may be partially or wholly stored in another device, such as one or more

20 of the peripheral devices 210, the peripheral device server 216, one or more of the 

gaming devices 104, a slot server (if different from the controller 102), another 

device, or a combination thereof. Further, some or all of the data described as 

being stored in the databases 418, 420 may be partially or wholly stored (in 

addition to or in lieu of being stored in the memory 412 of the controller 102) in a

25 memory of one or more other devices, such as one or more of the peripheral

devices 210, one or more of the gaming devices 104, the peripheral device server 

216 and / or a slot server (if different from controller 102).

[0227] The processor 400 may also include or be in communication with one 

or more clocks or timers (not shown), one or more input devices 40S, and / or one

30 or more output devices 410. Various types of input and output devices are

discussed herein, and others will be readily apparent to those having ordinary' skill 

in the art in light of the present disclosure.
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[0228] Although databases 318, 320, 322,324 are depicted as residing at the 

gaming device 104 in the example embodiment of FIG. 3, and databases 418,420 

are depicted as residing at the controller 102 in the example embodiment of FIG. 4,

5 it will be understood that one or more of these databases could just as easily be 

implemented on one or more other devices.

[0229] Further, the individual database files could be stored on any number of 

different devices (e.g., located on different storage devices in different geographic 

locations, such as on a server 102 or a gaming device 104). For example, a gaming

10 device may store a redundant copy of a controller’s databases to protect against 

data loss or for any number of other reasons, and vice versa.

[0230] In embodiments in which, for example, the controller 102 serves / 

controls multiple casinos operated by different entities, a casino may wish to have 

a local copy of the portions of the databases that include entries related to that

15 casino and may wish to exclude other casinos’ access to that casino’s information. 

Thus, some embodiments of a gaming device 104 may include local copies of 

some portions of one or more of the databases stored at a controller. Such a 

redundant configuration may provide enhanced system performance by reducing 

network communications. A distributed configuration may provide enhanced

20 system security by allowing different casinos to store and maintain their own

databases. A gaming device program (e.g., program 316) may include one or more 

routines to respond to requests from other gaming devices for player data, message 

data, trigger condition data, representation data, formatting data, queue data, 

suppression condition data, and message history data. In some embodiments, local

25 versions of the databases are not stored on the gaming devices 104 at all and 

instead, the game device program accesses casino server databases which are 

stored and maintained exclusively on the controller 102. Likewise, in some 

embodiments, the databases may only exist on a third-party server and thus, both 

the controller 102 and the gaming devices 104 may access a third-party server for
30 the data.

[0231] As will be understood by those skilled in the art, the· schematic 

illustrations and accompanying descriptions of the sample databases presented
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8 herein are exemplary arrangements for stored representations of information.

Other database arrangements may be used which would still be in keeping with the

spirit and scope of the present invention. Amy number of arrangements may be

employed besides those suggested by the accompanying figures. For example,

5 even though a particular number of separate databases are illustrated, various 

embodiments of the invention could be practiced effectively using any number of 

functionally equi valent databases. In other words, the present invention could be 

implemented using any number of different database files or data structures, as 

opposed to the number depicted. Similarly, the illustrated entries of the databases

10 represent exemplary information only; those skilled in the art will understand that 

the number and content of the entries can be different from those illustrated herein. 

Further, despite the depiction of the databases as tables, an object-based model 

could be used to store and manipulate the data types of the present invention and 

likewise, object methods or behaviors can be used to implement the processes of

15 the present invention. These processes are described below in detail with respect 

to FIG. 11.

3.1. Probability Database

[0232] FIG. 5 depicts a tabular representation of an example of a probability 

database 318 according to some embodiments of the present invention. Where

20 appropriate, a probability database 31S may be utilized in the performance of the 

inventive processes described herein. A probability database 318 may be stored in 

the memory 312 in tabular form, or any other appropriate database form, as is well 

known in the art. The data stored therein may include a number of exemplary 

records or entries, each defining a random number. Those skilled in the art will

25 understand that the probability database 31S may include any number of entries. 

The tabular representation also defines, for each of the entries or records, fields 

that specify: (i) a random number 500 or range of random numbers that may be 

generated by the random number generator 302; and (ii) an outcome 502, that 

indicates the one or more indicia comprising the outcome that corresponds to the
30 random number of a particular record.
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8 [0233] A gaming device 104 may utilize a probability database 318 to 

determine, for example, what outcome corresponds to a random number generated 

by a random number generator 302 and to display the determined outcome. The 

outcomes may comprise, for example, the three symbols to be displayed along the

5 payline of a three-reel slot machine.

3.2. Payout Database

[0234] FIG. 6 depicts a tabular representation of an example of a probability 

database 320 according to some embodiments of the present invention. Where 

appropriate, a payout database 320 may be utilized in the performance of the

10 inventive processes described herein. A payout database 320 may be stored in the 

memory 312 in tabular form, or any other appropriate database form, as is well 

known in the art. The data stored therein includes a number of example records or 

entries, each defining an outcome that may be obtained on a gaming device 104 

that corresponds to a payout. Those skilled in the art will understand that the

15 payout database 320 may include any number of entries. The tabular

representation also defines fields for each of the entries or records. The fields 

specify: (i) an outcome 600, which indicates the one or more indicia comprising a 

given outcome; and (ii) a payout 602 that corresponds to each respective outcome. 

The outcomes may be those obtained, for example, on a three reel slot machine.

20 [0235] A gaming device 104 may utilize the payout database 320 to determine

whether a payout 602 should be output to a player as a result of an outcome 600 

obtained for a game. For example, after determining the outcome 600 to output on 

the gaming device, the gaming device may access the payout database 320 to 

determine whether the outcome 600 for output is one of the outcomes stored as

25 corresponding to a payout 602, e.g., “BAR, BAR, BAR” or “CHERRY, CHERRY, 

CHERRY” in FIG. 6. If it is, the gaming device 104 may provide the 

corresponding payout 602 to the player.

[0236] Of c ourse, man)' other arrangements of the probability database 318 and

the payout database 320 are possible. For example, Winning at Slot Machines, by

30 Jim Regan (Carol Publishing Group Edition, 1997), illustrates examples of payout
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incorporated by reference herein for all purposes.

3.3. Parameter V alue Database

[022-7] FIG. 7 depicts a tabular representation of an example of a parameter 

5 value database 322 according to some embodiments of the present in vention.

Where appropriate, a parameter value database 322 may be utilized in the 

performance of the inventive processes described herein. A parameter value 

database 322 may be stored in the memory 312 in tabular form, or any other 

appropriate database form, as is well known in the art. The data stored therein

10 includes a number of example records or entries, each defining the current

parameter value associated with a given parameter, as well as possible parameter 

values and / or the respective probabilities associated with the possible parameter 

values. Those skilled in the art will understand that the parameter value database 

322 may include any number of entries. The tabular representation also defines

15 fields for each of the entries or records. The fields specify: (i) a type of parameter 

700; (ii) parameter values 702 that may be associated with the parameter; (iii) 

probabilities 704 associated with the possible parameter values; and (iv) a current 

value 708 associated with the corresponding parameter.

[0238] According to some embodiments, the parameter value database 322

20 may include information that indicates a cost (to the player) for changing a value 

of a corresponding game parameter. For example, the parameter value database 

322 may include an indication that it will cost a player ten credits to double the 

number of a type of game symbol appearing on the reels (e.g., the “Fox” symbol in 

the confirmation trigger example below). Such costs may be used, for example, in

25 a message comprising an offer to the player to change a game parameter value 

(e.g., “Would you like to double the number of Foxes for only 5 coins?”).

[0239] A gaming device 104 may utilize the parameter value database 322, for 

example, to manage, track, and store parameter values during a gaming session. In 

accordance with some embodiments, a gaming device 104 may utilize the

30 parameter value database 322 to generate a confirmation screen that asks if a user 

wishes to continue after a parameter value changes.
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[0240] FIG. 8 depicts a tabular representation of an example of a confirmation 

information database 324 according to some embodiments of the present invention. 

This particular tabular representation of a confirmation information database 324

5 includes sample records or entries that each includes data regarding information 

that may be output to a player in a confirmation request. In some embodiments of 

the invention, a confirmation information database 324 is used to store, track, and / 

or manage confirmation information. Those skilled in the art v/ill recognize that 

such a confirmation information database 324 may include any number of entries

10 or additional fields.

[0241] The particular tabular representation of a confirmation information 

database 324 depicted in FIG. 8 also defines fields for each of the entries or 

records. The fields specify: (i) an information identifier field 800 that may store a 

representation uniquely identifying the confirmation information; (ii) an

15 information field 802 that may store a representation of a description of the 

information to be output (or, in some embodiments, the actual confirmation 

message to be output); and (iii) an information type field 804.

[0242] As depicted in the tabular representation, information may be of various 

types, including instructional (e.g., “RULE”), promotional or offer-related (e.g,

20 “OFFER”), cost-related (e.g., “COST”), or any combination of types of

information (e.g., “COMBO”). Other types of information are discussed herein, 

and still other types of confirmation infonnation may be readily apparent to those 

having ordinary skill in the art. Apparatus and methods which, among other 

tilings, permit and enable various ways of communicating various types of

25 messages to players, and which are appropriate for use in accordance with the

present invention are disclosed in pending LT.S. Patent Application No. 10/685,143, 

filed October 14, 2003, entitled “METHOD AND APPARATUS FOR 

OUTPUTTING A MESSAGE AT A GAME MACHINE,” the entirety of which is 

incorporated herein by reference for all purposes.

30 [0243] The example confirmation information database 324 depicted in FIG. S

provides example data to illustrate this database embodiment. An infonnation 

identifier 800 (e.g., “INFO-1-642985152”) may be used to identify and index
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one example, “INFO-1-642985152” identifies information that reads “RABBITS 

EAT CARROTS FROM THE GARDEN! KEEP SPINNING AT NO EXTRA 

COST AS LONG AS YOU HAVE A CARROT IN YOUR GARDEN.” The type

5 of information is “RULE.” The information may be used, for example, in a

confirmation message output to a player to confirm that the player understands 

how a game is played before play is initiated.

[0244] In another example data entry, “INFO-3-6429S5152” identifies 

infonnation about the cost of a game to a player. The type of information is

10 “COST.” The information may be used, for example, in a confinnation screen that 

asks a user to indicate whether or not he would like to initiate play of the game 

(i.e., whether or not he would like to have the indicated cost deducted from his 

available credit balance). In other example data entries, each of “INFO-2- 

642985152” and “INFO-4-642985152” (having type “COMBO”) identifies a

15 combination of cost and instructional information.

[0245] FIGs. 13A - 13E depict examples of confirmation screens presented at 

a gaming device 104. Each confirmation screen represents exemplary types of 

infonnation displayed using a display device (e.g., display device 306) of the 

gaming device 104. The exemplary information and / or any of the exemplary

20 confirmation screens could be stored, for example, in the confinnation infonnation 

database 324.

[0246] FIG. 13A shows a confinnation screen 1300 that displays confirmation 

infonnation including cost information 1315 (“GAME COST IS 20 CREDITS”) 

and instructive infonnation 1320 that indicates some of the rules of the game and

25 defines the end of the game. Confirmation screen 1300 further includes a button 

1305 labeled “YES, I’LL PLAY” that a user could use to indicate he would like to 

proceed with play of the gaming device. The confirmation screen 1300 also 

includes a button 1310 labeled “NO THANKS,” that a user could actuate to 

indicate he would not like to proceed (e.g., if he does not approve of the wager

30 amount or does not understand the game). As discussed herein, either of buttons 

1305 and 1310 may be selectable by touch (e.g., if the gaming device 104 

comprises a touch screen). FIG. 13B depicts a similar type of confirmation screen
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caiTot garden and rabbit symbols on the slot machine reels, and indicates some of 

the rules of the game.

[0247] FIG. 13C shows a confirmation screen 1330 that displays confirmation 

5 information including promotional information 1345. The promotional

information 1345 includes an offer to the player to pay ten additional credits in 

order to increase the player’s number of “Carrot” symbols, and also includes a 

brief indication of why the additional symbols will be beneficial to the player. As 

in the confirmation 1300, the confirmation screen 1330 also includes two buttons.

10 Button 1335 may be used by the player to accept the offer (“YES, I’LL PAY THE 

10 CREDITS”). In this way, the player can confirm that he would like to play 

using the additional five symbols, and agrees to pay the required additional ten 

credits. Alternatively, the player could use the button 1340 labeled “NO 

THANKS” in order to indicate that he does not accept the offer.

15 [0248] FIG. 13D shows a confirmation screen 1350 that displays confirmation

information including cost information 1365. The cost information 1365 includes 

an indication of the size of a wager in comparison to the user’s total credit balance. 

In this example, the confirmation screen 1350 indicates that the wager is more than 

half of the total credit balance. Such a message could be output based on a rule or

20 trigger condition (e.g., stored in confirmation criteria database 420) specifying that 

a player must confirm the wager if it is more than half of his credit balance, for 

example, hi this way, the player may be given an opportunity to back out of a 

wager before fully committing to it. For instance, the player may not have fully 

appreciated the size of the wager, the amount of his remaining balance, or both.

25 Button 1355 may be used by the player to respond affirmatively and make the 

wager. Alternatively, the player could use the displayed button 1360 to indicate 

that he does not wish to proceed with the wager. In this example, button 1360 may 

be used to indicate that the player would like to receive additional information 

about how to make a smaller wager.

30 [0249] FIG. 13E shows a confirmation screen 1370 that displays confirmation

information 1385. The confirmation information 13S5 includes information about 

the current and future wager values of the player’s cashless gaming ticket. For
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inserting a cashless gaming ticket into a cashless gaming ticket reader of the

gaming device 104. According to the confirmation information 1385. the player is

being asked to confirm whether he wishes to use the cashless gaming ticket today

5 (when it is worth J15 in value for wagering), or if he would prefer to use the ticket 

tomorrow instead (when it will be worth J20). In this way, the player may be 

asked to confirm whether he wants to use his cashless gaming ticket for wagering 

at the present time. The confirmation information 1385 may also be described as 

containing an offer to the player to put off use of the cashless gaming ticket until

10 tomorrow, in exchange for an increase in the value of the ticket Some types of 

players may find such an option appealing. Exemplary button 1375 may be used 

by the player to indicate that the player wants to use the ticket today, and the 

button 1380 is associated with a signal from the player that he does not wish to use 

the ticket today. If the button 1380 is pressed, the ticket might be returned to the

15 player.

[0250] The preceding exemplary confirmation screens 1300,1325, 1330,1350, 

1370 illustrate only some embodiments and features of the present invention, and 

should not be construed as limiting the scope of the invention in any way. For 

example, the text of the represented buttons is merely exemplary, and many other

20 types of descriptive labels could be used to indicate to the player his options for 

responding to a confirmation message. Various other embodiments and examples 

of embodiments are discussed in further detail herein, and others will be apparent 

to those skilled in the art in light of the present disclosure.

3.5. Player Database

25 [0251] FIG. 9 depicts a tabular representation of an example of a player

database 418 according to some embodiments of the present. This particular 

tabular representation of a player database 418 includes sample records or entries 

which each include information regarding a particular player. In. some 

embodiments of the invention, a player database 418 is used to track information

30 about players including identity, contact information, preferences, performance 

history, comp points, current activity, and demographics. Those skilled in the art
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or additional fields.

[0252] The particular tabular representation of a player database 418 depicted

in FIG. 9 defines fields for each record or entry. The fields include: (i) a player

5 identifier 900 that may store a representation uniquely identifying the player (e.g.. 

as may also be indicated on a player tracking card); (ii) a name 902 that may store 

a representation of the player’s name; (iii) contact information 904 that may store 

information about how the corresponding player may be contacted; (iv) a gaming 

history 906 that may store information about gaming activity of the player (e.g., a

10 number of games the player has played in a current gaming session); (v) an

experience level 90S that may include an indication of how experienced the player 

is (e.g., as a rating or rank); and (vi) a language preference 910 that may include an 

indication of in what language(s) a player prefers to receive confirmation 

messages.

15 [0253] Various types of contact or address information may be received and

stored about a player (e.g., when a player applies for a player tracking card, when a 

player checks into a hotel), including a street address, an e-mail address, a 
telephone number, and / or a local address (e.g., a hotel).

[0254] Gaming history 906 may be based on any gaming activity of the player.

20 For example, the insertion of the player’s player tracking card may define the start 

of a session. The system may then track the number of games the payer has played 

in a current gaming session and store this information in a corresponding record of 

the player database 418. Historical information related to play of the player with 

respect to any number of different games, gaming machines, and / or types of

25 games (e.g., prepaid, multi-coin, multi-line) may be stored and tracked, as will be 

readily appreciated by those of skill in the art.

10255] The experience level 90S may be represented as a number (e.g., in a 

range from 1 to 10) or a status (e.g., “gold”) that is based on, for example, the 

number of visits the player had made to the casino, the number of total hours of

30 slot play hv the player to date, or some other relative measure of ho'.v much a 

player has played.
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data to illustrate the meaning of the information stored in this database 

embodiment. A player identifier 900 (e.g., “PLAYER-1-02834555”) may be used 

to identify and index players listed in the player database 41S. In tins example,

5 “PLAYER-l-02334555” identifies a player named “Anne Red’1 as indicated by the

player name field 902. According to the database, “Anne Red” has indicated an 

address of “223 MAIN ST., SPRINGFIELD.” The gaming hi stop/ 906 indicates 

that “Anne Red” has played “3” games during her current gaming session, and has 

an experience level 90S of “7.” “ENGLISH” is the preferred language 910 for

10 confirmation information.

]0257] Of course, various other types of information may be stored and tracked

in a player database. For example, in some embodiments a player may indicate a 

preference relating to output of confirmation information (e.g., a preference for 

when messages should be suppressed and / or presented, a preference for how

15 messages are represented). In one or more embodiments, a player could be offered 

the opportunity to customize confirmation information while registering at a slot 

club booth, a hotel check-in, or other service location. The player might indicate to 

casino personnel, for example, that his preferred language is German, that he wants 

to see confirmation screens only when the total cost of the game is seventy-five

20 credits or more, and that he wants to be notified at least thirty minutes in advance 

of any pending restaurant reservation that he had made.

[0258] A gaming device 104 may utilize information in the player database 

418 when determining, for example, whether to provide confirmation information 

to a player, how to provide confirmation information, and / or what type of

25 confirmation information to show.

3.6. Confirmation Criteria database

[0259] FIG. 10 depicts a tabular representation of an example of a 

confirmation criteria database 420 according to some embodiments of the present 

invention. This particular tabular representation of a player database 420 includes

30 sample records or entries which each include information about criteria that may 

be used for determining whether to output confirmation information to a player. A
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8 confirmation criteria database may be stored in the data storage device of the

gaming device in tabular form, or any other appropriate database form, as is well

known in the art. The data stored therein may include a number of records or

entries, each defining a particular criteria that must be satisfied before confirmation

5 information is displayed to the player. Those skilled in the art will understand that 

the confirmation criteria database may include any number of entries. The tabular 

representation also defines fields for each of the entries or records. The fields 

specify: (i) a criteria identifier 1000 that uniquely identifies at least one criterion; 

and (ii) a criteria description 1002 that includes a representation of the criteria.

10 [0260] xAs discussed herein, a confirmation criteria database may be utilized in

the performance of some of the inventive processes described herein. In some 

embodiments, the gaming device 104 and / or controller 102 may utilize the 

confirmation criteria database 420 prior to the initiation of each game at the 

gaming device 104. For example, the gaming device 104 may calculate a cost for a

15 prepaid session and transmit the required cost and a player identifier to a slot

server 102. The slot server 102 then determines, based on the received information 

and criteria in the confirmation criteria database 420, whether to output a 

confirmation message. Additionally, or alternatively, in some embodiments the 

criteria may be used in determining what confirmation information (if any) to

20 output to a player.

[0261] In some embodiments, confirmation criteria may be associated (e.g., 

using an additional record field) with one or more particular games or types of 

games. The type of game may be the subject of a criterion. In one or more 

embodiments of the invention, a confirmation criteria database 420 is used to store,

25 manage, and track information about criteria.

4. PROCESSES

[0262] The exemplary system discussed above, including the hardware 

components, software components, and the databases, are useful to perform 

various methods of the invention. Ho wever, it should be understood that not all of

30 the above-described components and databases are necessary to perform any of the 

methods of the present invention. In fact, in some embodiments, none of the
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8 above-described system is required to practice the methods of the present 

invention. The system described above is merely an example of a system that 

would be useful in practicing the invention’s methods.

[0263) For example, the confirmation information database 324 described 

5 above with respect to FIG. 8 is usefi.il for storing confirmation information, but it is

not absolutely necessary to have such a database in order to perform the methods 

of the invention. For example, the methods described herein may be practiced 
using a game device program that is able to create information for confirmation 

screens without having to access a database.

10 4.1. Exemplar}' Trigger Condition Process

[0264] Referring to FIG. 11, a flow chart 1100 is depicted that represents some 

embodiments of the present invention that may be performed by a controller 102, a 

gaming device 104, a peripheral device 210, a peripheral device server 216, and / 

or a casino. It must be understood that the particular arrangement of elements in
15 the flow chart 1100 of FIG. 11, as well as the number and order of example steps 

of various methods discussed herein, is not meant to imply a fixed order, sequence, 

quantity, and / or timing to the steps. Embodiments of the present invention can be 

practiced in any order, sequence, and / or timing that is practicable. Likewise, the 

labels used to reference the individual steps of the methods are not meant to imply

20 a fixed order, sequence, quantity, and / or timing to the steps.

[0265] In general terms and still referring to FIG. 11, method steps of some 

embodiments of the present invention may be summarized as follows. In step 

1102, the system waits for a trigger condition to occur. In step 1104, a 

confirmation message is output at a gaming device. In step 1106, a response to the

25 confirmation message is determined. In step 110S, the system determines whether 

to initiate play at the gaming device. In step 1110, play at the gaming device is 

initiated. As indicated above, in some embodiments these steps may be performed 

in a different order, and more, fewer, and / or alternative steps may be used as well. 

[0266] In the discussion that follows, each of these exemplary·' steps will be

30 discussed in greater detail. Note that not all of these steps are required to perform 

the methods of the present invention and that additional and / or alternative steps
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8 are also discussed below. Also note that the above general steps represent features

of only some of the embodiments of the present invention. Such steps may be

combined and / or subdivided in any number of different ways so that methods of

the present invention include more or fewer actual steps. For example, in some

5 embodiments additional steps may be added to update and maintain the databases 

described above. As indicated, however, it is not necessary to use the above- 

described databases in all embodiments of the invention. In some embodiments, a 

described step may be performed by or with respect to any number of devices or 

entities. For example, a step may be subdivided into sub-steps, some of which are

10 performed by one device, and some of which are performed by or otherwise

involve a different device. In other words, the methods of the present invention 

may contain any number of steps performed by any number of entities that are 

practicable to implement the various different inventive processes described 

herein.

15 4.1.1. Awaiting a Trigger Condition

[0267] In step 1102, the system waits for a trigger condition to occur. The 

trigger condition (e.g., a confirmation trigger) may be associated, for example, 

with a confinnation message. Thus, one way to control the output of confirmation 

infonnation is to output a confinnation message based on a trigger condition. A

20 trigger condition may be a condition that causes a message to be output at a game 

machine.

[0268] In some embodiments, a message may be output to a player based on a 

trigger condition. For example, a message may be output to a player when a 

trigger condition occurs, thereby ensuring that the message is output at an

25 appropriate time (e.g., when the player would be interested in viewing the 

message). Messages may be output based on a variety of different factors, 

including a player’s gaming activities (e.g., what games are played and when), a 

player’s other activities (e.g., inserting a player tracking card at a slot machine), 

preferences (e.g., no messages after the first half hour of gaming at a game

30 machine), and other messages (e.g., similar messages, or messages that have been 

output recently).
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[0269] Note that trigger conditions may be useful in enabling a variety of

different functions, including:

(i) determining when to output a message

(ii) determining an appropriate time to output a message

(iii) determining what message to output (e.g., v/hat confirmation 

information should be included)

(iv) determining how to output a message. For example, a trigger condition 

may be used to determine a representation of a message.

(v) delaying output of a message until a trigger condition occurs. For 

example, it may be annoying to output a confirmation message to a 

player while he is in the middle of a winning streak or busy configuring 

features on a game machine. Therefore, outputting a confirmation 

message to a player may be delayed until an appropriate time.

[0270] Confirmation information could be displayed to the player based on one 

of the following triggering events:

(i) At the beginning of each game

(ii) When the player inserts his player tracking card

(iii) When the player inserts a bill into the bill validator

(iv) When the credit balance of the player reaches a predetermined level

(v) When the player makes a wager

(vi) When the player selects a number of paylines to play

(vii) When the player selects a wager to make per payline

(viii) When the player chooses an action in a bonus round

[0271] A trigger condition may be based on one or more factors. Some general 

categories of factors include:

(i) activities by a player (including a player’s gaming activities and non­

gaming activities)

(ii) characteristics of a player

25

53



20
08

20
73

48
 

15
 A

ug
 2

00
8 (iii) indications provided by the player

(iv) indications provided by other parties (e.g., a casino rep, a friend of a 

player)

(v) time-related factors

5 (vi) characteristics of a game machine or game

[0272] In some embodiments, the controller 102 and / or gaming device 104 

may store a trigger condition database that stores information about trigger 

conditions and one or more types of information to output if the trigger condition is 

true. For example, the information associated with “INFO-1-6429S5152” may be

10 output if a trigger condition is satisfied by a player inserting his player tracking 

card into a player tracking card reader of a slot machine. Note that a given set of 

trigger conditions may be active only certain times, for certain players, and I or for 

certain confirmation content.

[0273] According to some embodiments, a confirmation message may be

15 output based on factors relating to a player’s gaming activities. For example, a 

message may be output to a player if a game parameter value has changed. 

Examples of factors relating to a player’s gaming activities include:
(i) an amount of play

(ii) a rate of play

20 (iii) a credit balance

(iv) events at a game machine that is operated by a player

(v) statistics relating to usage of a game machine by a player

(vi) characteristics of a game machine

[0274] 

25 (i)

Examples of factors relating to an amount of play include: 

a duration of play (e.g., how many minutes a player has operated a 

game machine)

(ii) how many games a player has played

(iii) how many comp points a. player has earned
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how long a player uses a feature on the game machine (e.g, how long a 

player operates a game machine in 3D Graphics Mode)

(v) how long a condition has been true (e.g., How long has the player 

maintained a rate of play of more than 7 games per minute? For how 

many games has the player’s credit balance been above 40 coins?)

(vi) how many spins in a row have been winners

[0275] Note that an amount of play may be measured in a variety of different 

units, including:

time (e.g., seconds, minutes, hours) 

occurrences (e.g., number of spins, number of games) 

currency (e.g., number of coins, dollar value, comp points)

(i)

(ii)

(iii) 

[0276]

15

(i)

(ii)

20

(iii)

(iv)

(v)

(vi)

[0277]

(i)

(ii)

Examples of factors relating to a player’s rate of play include: 

amount of currency per minute (e.g., coins per minute, dollars per 

minute)

average amount of currency per minute (e.g., on a game machine that 

he is currently operating, on all game machines that he has played since 

acquiring a player device)

average amount of currency per spin

average number of games per minute

whether a player is currently operating a game machine (i.e., is his rate 

of play greater than zero?)

reel resolution time as set by the casino or in some embodiments, by the 

player

Examples of factors relating to a player’s credit balance include: 

current credit balance on a eame machine

a current credit balance on a plurality of game machines (e.g., in an 

embodiment in which a player may operate a plurality of game 

machines simultaneously, or store a credit balance on a game machine)

25
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operating, on all game machines that he has played since acquiring a 

player device)

[0270] Examples of factors relating to events at one or more game machines 

5 include:

(i) outcomes that are generated by a game machine

(ii) payouts that are provided by a game machine (e.g., 10 coin payout, a 

$100 jackpot)

(iii) money is inserted into a game machine by a player (e.g., using a bill

10 acceptor or a coin slot)

(iv) money is removed from a game machine by a player (e.g., a player 

presses the ‘cash out’ button)

(v) a player identifies himself (e.g., a player may insert a player tracking

card into the game machine)

15 (vi) a feature is activated or deactivated. According to some embodiments, 

a player may receive a confirmation message when the player chooses 

to enable a particular feature.

(vii) a player operates an input device on a game machine (e.g., a player

presses the ‘spin’ button on a slot machine; a player uses a touch screen

20 to select a card on a video poker machine)

(viii) indications from sensors - For example, a game machine may have a 

weight sensor that determines when a player is standing in front of the 

game machine. In a second example, a game machine may have a 

microphone that may be used to determine when a player is speaking
25 (e.g., with a friend).

(ix) navigation of menus on a game machine. For example, a player may

use one or more menus on a game machine to select a feature or 

indicate his preferences.
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(i) what event, occurred

(ii) when the event occurred (e.g., what date, what time of day, ordering of 

events)

(iii) how often an event occurred (e.g., 14 times, an average of 32.6 times 

per hour)

(iv) how much money was added/removed/involved in the event (e.g., How 

much money did a player insert into a game machine? How large was a 

payout provided to a player?)

(v) results of the event (e.g., What was a player’s credit balance after he 

won a jackpot? What is the state of a program on a game machine after 

the game machine’s software is upgraded?)

(vi) what caused an event to occur (e.g., why did a player win a jackpot of 

100 coins?)

(vii) other information describing the event (e.g., what authentication code 

was provided, what activation code was provided)

[0280] 

20 (i)

Examples of characteristics of a game machine include:

output devices of the game machine (e.g., is an output device currently 

in use and therefore not available to output a message)

(ii) input devices of the game machine (e.g., is an input device currently in 

use and therefore not available for a player to use to respond to a 

message)

(iii) hardware of the game machine (e.g., does the game machine have 

enough memory or the correct type of device to display a message?)

[02G1] Examples of characteristics of players include:

(i) a player’s preferences (e.g., a player may indicate his preferences for

receiving confirmation messages)
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(iii) information stored in a player database (e.g., player database 418)

(iv) information determined by a casino representative (e.g., by talking to 

the player)

(v) the player’s hobbies and interests (e.g., sailing, golf)

(vi) psychological characteristics of the player (e.g., creativity, risk- 

aversion)

[0282] Indications by various parties may be factors in outputting a 

confirmation message. Examples include:

10 (i) A player may provide an indication. For example, a player may press a

button on a game machine to indicate that he would like to play a game.

(ii) A casino employee may provide an indication. For example, a casino

employee reviews information about a player that is stored in a database 

(e.g., the player database shown in Figure 4). Based on this review, the

15 casino employee may indicate that a player seems confused and should

receive assistance in learning how to play a game.

(iii) An associate of a player (e.g., a friend or relative) may provide an 

indication.

[0283] A confirmation message may be output based on a player’s gaming 

20 activities. Alternatively, or in addition, a message may be output to a player based

on gaming activities at a casino that are not necessarily performed by the player. 

For example, a message may be output to a player based on the average utilization 

of a game machine over the last month. Examples of factors relating to gaming 

activities at a casino include:

25 (i) overall usage of a game machine that a player is operating (z.e.,

including usage by other players). See below for examples of factors

‘ relating to usage of at least one game machine.

(ii) usage of other game machines at a casino (e.g., nearby game machines, 

game machines of the same type, game machines that share a

30 progressive jackpot, game machines with a common theme, game
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player). See below for examples of factors relating to usage of at least 

one game machine.

(iii) gaming activities at a casino that do not involve game machines (e.g., 

table games, betting on horse races and other sporting events)

[0234] Examples of factors relating to usage of one or more game machines 

include:

(i) whether a game machine is currently in use. For example, an

unoccupied game machine may output a message to a nearby player

10 (e.g., a player who is walking by the game machine).

(ii) when a game machine was last used (e.g., a player just stopped using a 

game machine)

(iii) overall utilization of one or more game machine (e.g., measured as 

what percentage of time a game machine is in use).

15 (iv) events at one or more game machines. For example, a message may be 

output to a player if the game machine determined that one or more 

game parameters should be changed.

(v) statistics relating to usage of one or more game machines. For

example, a message may be output to a player if the player’s average

20 rate of play is higher than a threshold amount (e.g., in order to give the

player a chance to confirm the rules of the game).

[0285] According to some embodiments of the present invention, output of 

confirmation messages may be prevented or suppressed. For example, the 

controller 102 or a game device 104 may prevent a message from being output to a

25 player if the message would be distracting to the player or would be unnecessary

(e.g., if the player is an experienced player, if the player has indicated he does not 

want to receive any messages). Suppression of confirmation screen may be 

appropriate when, for example, a player has played a game at least twice, the 

player is considered an expert, or the player has requested not to receive any

30 confirmation messages.
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[0286] Suppressing a message may include:

(i) preventing the message from being output

(ii) not outputting the message

(iii) canceling output of the message

(iv) delaying output of the message

(v) outputting a message through a different device

[0237] Benefits of suppressing a confirmation message may include:

(i) Players may no longer be annoyed or bothered by inappropriate 

messages.

(ii) Players may not be distracted from their gaming as often.

(iii) Since inappropriate messages may be suppressed, players may pay 

closer attention to those messages that are output.

[0288] One way to control the suppression of confirmation messages is to 

suppress a message based on a suppression condition. Note that a suppression 

condition may be thought of as the opposite of a trigger condition. For example, a 

message may be output when a trigger condition is true, and a message may not be 

output when a suppression condition is true.

[0289] A suppression condition may be based on one or more factors. General 

categories of factors that may cause a message to be suppressed include the same 

factors listed for trigger conditions discussed in detail above. A message may be 

suppressed based on any of the factors listed for trigger conditions. For example, a 

message may be suppressed based on various confirmation criteria, as discussed 

herein. In some embodiments, suppressing a message may comprise determining 

that one or more confirmation criteria are not satisfied (e.g., a message is 

suppressed if tire player experience level is not less than “8”). Of course, 

suppressing a message may comprise determining that one or more criteria are 

' satisfied (e.g., a message is suppressed if a cost of a game is less than fifty credits). 

In one example, output of confirmation information may be suppressed for a player 

who has indicated he does not want to receive any messages. In another example, 

based on information about a player in the player database 418 (e.g., the player’s30
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suppressed (but infonnation about the cost of the game may still be presented in a 

confirmation message).

[0290] Suppressing a message may include delaying output of the message.

5 Output of a message may then be delayed until a trigger condition occurs.

Suppressing a message may include canceling or deleting the message. That is, 

confirmation information may be completely removed from a confirmation 

infonnation database 324. Optionally, a controller 102 or gaming device 104 may 

store a suppression condition database.

10 [0291] Additional examples of trigger conditions, suppression conditions,

factors related to conditions, storage, management, and tracking of conditions, as 

well as appropriate ways in which such types of conditions may be used in 

practicing methods of the present invention, are described in U.S. Patent 

Application No. 10/685,143 (incorporated by reference). Other various types of

15 conditions, factors, and their uses may be apparent to those having skill in the art in 

light of the present disclosure.

[0292] According to some embodiments of the present invention, the 

occurrence of a trigger condition includes receipt of a game initiation signal. For 

example, a slot machine receives a game initiation signal from a player. In one

20 embodiment, the game initiation signal is a signal generated when the player

presses a “start game” button or a “play game” button of the gaming device. The 

button might be, for example, a physical button depressed by the player, or an area 

of a touch-sensitive screen (e.g., an “OK” button of a pop-up dialog box).

[0293] In some embodiments, a game initiation signal may be received, for

25 example, after the player has selected a number of paylines to play, selected a 

number of coins to wager per selected payline, or indicated a selection of any of 

various types of game parameter values (e.g., a number of carrot game symbols to 

start with in a game).

[0294] In some embodiments, the receipt of the game initiation signal may be

30 sufficient to trigger output of a confirmation message. In other embodiments, the 

receipt of a game initiation signal may be necessary but not sufficient for a trigger 

condition. For example, as discussed below, confirmation criteria may also need to
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be based only on whether one or more confirmation criteria (e.g., as stored in the

confirmation criteria database 420) have been satisfied.

[0295] According to some embodiments, determining whether a trigger

5 condition has occurred includes determining whether confirmation information

should be provided based on the satisfaction of criteria related to a particular player 

and / or the game or gaming device to be played. Other types of factors on which 

confirmation criteria may be based are discussed above with respect to trigger 

conditions.

10 [0296] In one exemplary embodiment, the slot machine retrieves information

stored within the confirmation criteria database 420. As discussed herein, a 

confirmation criteria database 420 could be stored at a slot server and / or stored 

locally within the memory of the slot machine.

[0297] According to one embodiment, if all of the criteria stored in the

15 database are satisfied, then confirmation information may be presented to the

player. If, however, one or more of the criteria are not satisfied, then confirmation 

information is not presented to the player. For example, in order to determine 

whether all three exemplary criteria depicted in confirmation criteria database 420 

were met in order for the confirmation information to be displayed, the slot

20 machine would retrieve (or otherwise determine) values corresponding to the cost 

of the game, the player experience level, and the number of games played by the 

player in this session. The values would then be compared to the exemplary stored 

criteria limits to see if the criteria had been satisfied.

[0298] The following example refers to exemplary criteria infonnation

25 depicted in the tabular representation of the confirmation criteria database 420

(FIG. 10). According to the example, a player requests a prepaid game costing ten 

credits per payline activated, with six paylines activated. The slot machine 

determines the number of credits required by the player for the prepaid session 

would be a prepaid cost of sixty' credits. Because the cost of sixty credits is greater

30 than or equal to fifty credits, the criterion “CRIT-l” would be satisfied. The slot 

machine also accesses the player database 418 stored at the slot server and 

retrieves the value stored in the experience level field 908 of the record associated
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player). For example, the record of the player database 418 corresponding to the

player might indicate an experience rating of “2,” indicating relatively little

gaming experience (with a possible maximum of “10”). Since this experience

5 ranking is less than or equal to “7,” the criterion “CRIT-2” is satisfied. Finally, the 

slot machine determines that no games have been played so far in this gaming 

session as the player has just sat down at the machine. Since the number of games 

played is less than or equal to three, the “CRIT-3” criterion is met. In this 

example, since all three of the confirmation criteria had been met, the slot machine

10 determines that confirmation information should be shown to the player. Thus, the 

occurrence of a trigger condition for outputting a confirmation message may be 

based on one or more confirmation criteria.

[0299] In the previous example, all of the confirmation criteria needed to be

met. In other embodiments of the present invention, only one or more of the

15 confirmation criteria need be satisfied in order to trigger output of a confirmation 

message to the player. Also, some types of confirmation criteria may be applicable 

to some games and not to others. Of course, more or fewer than three criteria 

could be checked, and the determination that confirmation information should be 

shown to the player might require only a majority of the criteria to be met, or all

20 but one of the criteria.

[0300] In some embodiments, instead of a binary indication (e.g., “TRUE” or 

“FALSE”) of whether or not a criterion had been met, each criterion could be 

associated with a respective number of points if the criterion is satisfied. The total 

number of points tallied for any satisfied criteria could then be used to determine

25 whether or not to show confirmation information to the player. For example, a 

confirmation message might be appropriate only if the total number of points 

exceeded a predetermined threshold. Thus, different criteria may be given 

different values, influence or weight in determining whether to output confirmation 

information at a gaming device.

30 [0301] According to some embodiments, in addition to or in lieu of

determining whether to output any information at all, confirmation criteria may be 

used to determine what confirmation information (or type of confirmation
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exceeds a predetermined experience level, it may indicate that the player does not

need to see any information about how a game is played. It may still be

appropriate, however, to display cost information in a confirmation request based

5 on the calculated cost that must be prepaid by the player. For e?:ample, the 

player’s confirmation screen would then indicate the cost the player is about to 

incur and request the player’s approval, but would not bother the player with any 

unnecessary instructive information. Also, portions of the confirmation 

information may be shown to the player based on a point score-based criteria

10 system, as discussed above.

[0302] According to some embodiments, confirmation criteria may be satisfied 

(and thus a trigger condition may have occurred) when a player is new or relatively 

inexperienced. A player may be considered inexperienced if, for example, the 

player has recently registered with a casino (e.g., has just received a player

15 tracking card), is using a player tracking card for the first time, is using a type of 

slot machine or playing a particular game (or type of game) for the first time. As 

described herein, an indication of the player’s experience level may be stored and 

tracked in a player database.

[0303] According to the exemplary process 1100, if in step 1102 the system

20 determines that a trigger condition has occurred, the process proceeds to step 1104. 

Otherwise, the system continues to await the occurrence of a trigger condition.

4.1.2. Outputting a Confirmation Message

[0304] In step 1104, the confirmation message is output at a gaming device. 

The gaming device may be operated by a player, who may or may not be

25 identified. For example, a player may or may not have inserted a player tracking 

card into the gaming device. Variations of outputting a message at a gaming 

device may include:

(I) outputting an indication of a message

(ii) outputting a representation of a message

(iii) displaying a message30
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(iv) revealing a message

(v) indicating a message

(vi) outputting a message through a gaming device

(vii) outputting a message on a gaming device

(viii) outputting a message using a gaming device

(ix) outputting a message using an output device at a gaming device

(x) outputting a message by transmitting it to a gaming device

(xi) a gaming device outputs a message

(xii) outputting a message using a device associated with a gaming device 

(e.g., a player tracking card reader)

(xiii) outputting a message using a device associated with a plurality of 

gaming devices (e.g., a central display for progressive jackpot)

[0305] A player may customize how messages are output to him, when 

messages are output to him, or what type of messages are output to him. For

15 example, a player may indicate that he prefers to receive confirmation messages

when he presses the “Spin” button on a gaming device. In order to customize how 

messages are output to him, a player may indicate his preferences. Various ways 

that a player may indicate his preferences and thereby customize how messages are 
output to him are now described.

20 [0306] One way for a player to indicate a preference is by indicating a rule or

condition for outputting one or more messages. A rule may be a trigger condition, 

a suppression condition, or an indication that is convertible to a trigger condition or 

suppression condition (e.g., a text phrase or a selection from a list of options). 

[0307] A player may indicate a preference for at least one specific type of

25 message. Examples include:

(i) A. player may indicate that he only wants to receive confirmation 

messages at the beginning of his gaming sessions.

(iii A player may indicate that he that he would like confirmation messages 

to be output to him in audio format.
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[0303]

(0

(ii)

[0309]

A player may indicate that instructive information should not be output 

to him after he has been playing a gaming device for more than ten 

minutes.

A. player may request that she receive instructions any time she starts 

playing a game that she has never played before.

A player may indicate a preference for all messages. Examples include 

A player may indicate that no messages of any type should be output to 

him while he is playing a bonus round.

“All messages should be output in pop-up windows.”

A player may indicate a preference of when to output one or more

messages. Examples include:

(i) “Output confirmation messages at the beginning of a gaming session 

when I insert my player tracking card.”

15
(ii)

(iii)

(iv)
20

[0310]

“Output an instructive message the first time I win access to a bonus 

round on a gaming device.”

“Instructive messages should be output in between game plays (i.e., 

after the end of a game play and before the beginning of the next game 

play).”

25

A player may indicate that he would like to receive messages at the 

present time (e.g., “Now is a good time to output messages.”)

A player may indicate a preference of when to not output one or more

confirmation messages. In some cases, rules for when messages should not be 

output may be more common than rules for when messages should be output. 

Examples include:

(i) “Don’t output a message in the middle of a winning streak.”

(ii) A player may indicate, “It’s okay to output messages anytime except 

when Γrn in the middle of composing an instant message.”
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(iii) A player may operate an input device on a gaming device to indicate 

that he would not like to receive any promotional information until after 

he has won a payout of at least ten coins on a gaming device.

(iv) A player may indicate that he does not want to receive any messages at 

the present time (e.g., “Don’t output any messages for the next 5 

minutes.” or “Postpone any messages for 5 minutes.”) This feature may 

be particularly useful if a player is in the middle of a winning streak on 

a gaming device, is busy conversing with a friend, or other.vise would 

not be able to devote his full attention to a message that is output.

[0311] A player may indicate a preference of how to output one or more 

confirmation messages. Examples include:

(i) “Confirmation messages should be output in audio format.”

(ii) “Instructive information should be output in green text in the header 

window on my gaming device.”

(iii) “Pop-up windows that display confirmation messages should close 

automatically in ten seconds.”

[0312] A player may indicate a preference of how not to output one or more 

messages. Examples include:

(i) “If a gaming device that I’m operating has a music soundtrack, don’t 

output messages in audio format.”

(ii) “If a message is longer than 50 words, don’t output it using the footer 

partition. Output it in a pop-up window.”

[0313] An indication of a player’s preference relating to at least one message 

may be stored in a database, such as the player database 306 shown in FIG. 4. For 

example, the player database may store an indication that a player prefers to 

receive instructive information at the start of his gaming session, but not during the 

middle of his gaming session.

[0314] A. player may indicate his preferences using an input device on a 

gaming device. The game device may in turn transmit an indication to the 

controller. Examples include:
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more menus and select what types of messages he would like to receive 

and when he would like to receive these messages.

(ii) A player may press a button on a slot machine marked “Give me an

5 offer/''

(iii) A player may use a touch screen on a slot machine to indicate that he 

would like help in understanding how to play a game.

(iv) A player may pick up a telephone on the side of a gaming device, 

thereby identifying himself and initiating a telephone call to check the

10 phone messages in his hotel room.

[0315] A player may indicate his preferences using a computer terminal. Note 

that computer terminals may take various forms, including: a personal computer, a 

set-top box, a kiosk, a notebook computer, a tablet computer, a personal digital 

assistant (PDA), a cellular telephone.

15 (0316] A player may indicate his preferences by filling out a form. For

example, a player may fill out a registration form at a casino’s front desk. These 

preferences may then be entered into a computer system (e.g., the controller 102), 

so that messages may be output to the player based on the preferences. A player 

may indicate one or more preferences by selecting a preference from a multiple-

20 choice menu. For example, a gaming device or computer terminal may display a 

list of preferences on a touch screen. To indicate his preferences, a player may 

select preferences from the list using the touch screen.

[0317] An indication of a player’s preference may be stored, for example, in a

player database 418. Alternatively, a player may not be able to customize the

25 output of confirmation messages.

[0318] Outputting a confirmation message may include outputting a 

representation of confirmation information. Outputting a confirmation message 

may also comprise determining a representation of the confirmation information 

(e.g., a formatting of the confirmation information). A particular representation

30 may be determined from among a varied/ of different representations and may be

based upon many different factors. In other words, any given confirmation
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message may be output in a variety of different ways. For example, confirmation

information may be output in English or in Spanish, in text or in audio, or in green

or in blue. The term “representation” is used to refer to a method of outputting

confirmation information and may refer to a particular confirmation message.

5 Confirmation information may ha ve one or more possible representations. For 

example, the same confirmation, information may be communicated in any of four 

available representations:

(i) a text representation in English

(ii) a text representation in Spanish
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10 (iii) an audio representation in English

(iv) an audio representation in Spanish

(0319] According to some embodiments, a plurality of representations of 

confirmation information may be output. Examples include:

(i) For example, a text confirmation message, “You get a free spin each 

15 time you insert a $10 bill” may be displayed in a pop-up window (a first

representation), and an audio recording describing the confirmation 

information may be played (a second representation).

(ii) Confirmation information may include a movie with an audio

soundtrack that describes the confirmation information. In addition, a

20 text version of the confirmation information (e.g., closed captioning)

may be output along with the movie.

(iii) Confirmation information may be output on a plurality of game

machines. For example, a text confirmation message may be output on 

both of two game machines that are right next to each other, hi a

25 second example, a first half of confirmation information may be output

on a first game machine and a second half of confirmation information 

may be output on a second game machine.

[0320] Representations of confirmation information may differ from each other 

in variety of ways, including:

30 (i) media format (e.g., text, audio, video)
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(iii) presenter (e.g., a celebrity, a man with a Texas accent)

(iv) partitions (e.g., pop-up windows, sidebars)

(v) visual cues (e.g., color, font, animation)

5 (vi) categories (e.g., reservation confirmation messages, instructive 

confirmation messages)

(vii) output devices (e.g., CRT screen, LCD screen, audio speaker, on the 

video reels of a slot machine, on another are of a gaming device).

Some of these varia tions of representations are described in detail below.

10 [0321] Different representations of confirmation information may optionally be

stored in a database, such as the confirmation information database 324 (FIG. 8). 

Alternatively, or in addition, different representations of confirmation information 

may be generated (e.g., as necessary) by a computer system (e.g., the controller 
102, or a gaming device 104).

15 [0322] It will be readily understood that a confirmation message may be

communicated in a variety of different media formats, including:

(i) text - For example, a text confirmation message may be displayed on a 

video screen.

(ii) audio - For example, a ‘beep’ sound may be output anytime

20 confirmation information is displayed on a video screen. In a second

example, a recorded voice may describe confirmation information to a 

player. According to some embodiments, confirmation infonnation 

may be output in audio form only and may not have a video component.

(iii) video - For example, a sequence of images (e.g., a movie) may be

25 displayed to a player using a video screen. For instance, a demo of a

game play may be output to a player.

(iv) binary - For example, an LED on a slot machine may act as a warning 

light- lighting up to indicate confirmation information to a player and 

turning off to indicate no confirmation message.
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example, a status confirmation message indicating that a player’s table 

reservation is ready may be represented by a picture of a plate of food.

[0323] Confirmation information may be presented in a plurality of ways. For 

5 example, a confirmation message may include both a text component and an audio

component.

[0324] Confirmation information may have a plurality' of representations in 

different languages. For example, confirmation information may have a first 

representation in English and a second representation in Spanish. In a second

10 example, confirmation information may have a text representation in English, a 

text representation in Chinese, an audio representation in English, and an audio 

representation in Chinese. Representing confirmation information in multiple 

languages may be particularly helpful for foreign players who are visiting a casino. 

Examples of languages for a representation of confirmation information include:

15 (i) spoken languages (e.g., English, Spanish, French, German, Chinese,

Arabic, Hindi)

(ii) written languages (e.g., Braille, Latin)

(iii) computer languages (e.g., HTML, XML, binary)

[0325] It may be particularly useful to have representations of confirmation

20 information for users with a disability. Examples include:

(i) for the vision-impaired - For example, confirmation information may 

be output in Braille or large font text.

(ii) for the hearing-impaired - For example, a video confirmation message 

may have closed-captioning text, or confirmation information may be

25 transmitted to a player’s hearing aid using a Bluetooth radio channel.

In a second example, confirmation information may include a video of 

a presenter describing confirmation information in sign language.

[0326] Confirmation messages may have a presenter (e.g.. a character that 

presents the confirmation information to a player). Examples of presenters

30 include:
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(i) a person speaking in an audio confirmation message

(ii) a synthesized voice in an audio confirmation message

(iii) a person in a video confirmation message

(iv) a plurality of speakers in an audio confirmation message

(v) an animated character in a video confirmation message - For example, 

an avatar, virtual assistant or other on-screen character may be 

displayed to a player in conjunction with confirmation information. For 

example, an animated rabbit may be displayed on video screen and 

“talk” to a player, thereby outputting one or more confirmation 

messages. Indications from the rabbit may be provided as text (e.g., 

displayed using a speech bubble as a partition), and / or as audio (e.g., 

an audio recording may be played, allowing the rabbit to “speak” to the 

player.)

[0327] It is anticipated that players may pay more attention to representations 

15 of confirmation message that include certain presenters. For example, a player

may pay more attention to confirmation information that is presented by his 

favorite celebrity.

[0328] According to some embodiments, a game machine may include 

multiple video screens or multiple “windows” represented on a single video screen,

20 as will be readily understood by those having ordinary skill in the art. A partition 

may refer to a video screen, or to an area of a video screen, that is used to display 

information, including confirmation information. Some common examples of 

partitions include windows, split-screen displays, sidebars, headers, and footers. 

[0329] According to some embodiments, confirmation information may be

25 output using a partition. For example:

(i) A game machine may include a video screen, and a partition of the 

video screen may be used to output confirmation information to a 

player.

(ii) Confirmation information may be output in a partition on a game

30 machine.
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(iii) A partition on a game machine may display confirmation infonnation.

(iv) A partition on a game machine may output confirmation infonnation.

[0330] Some examples of partitioning include:

(i) A slot, machine may have a single video screen that is split in half. The

left side of the screen (i.e., a first partition) may show confinnation 

messages and the right side of the screen (i.e., a second partition) may 

show an image of slot machine reels used in playing games on the slot 

machine.

(ii) A slot machine may have two video screens, each one corresponding to 

a partition. The first video screen displays slot machine reels and is 

used to indicate outcomes during games played on the slot machine.

The second video screen is used to output confirmation messages to 

players.

(iii) A game machine may have a single video screen that is split into three 

partitions: a header, a sidebar, and a main window.

(iv) sidebar - For example, a portion of a video screen along the left or right 

side of the video screen may be designated as a partition.

(v) header - For example, a portion of a video screen along the top of the 

video screen may be designated as a partition.

(vi) footer - For example, a portion of a video screen along the bottom of 

the video screen may be designated as a partition. For example, a 

footer on a video screen may be reserved to display confinnation 

messages and alert to a player based on the player’s current activities.

(vii) windows - A video screen may be subdivided into one or more movable 

partitions (a.k.a. “windows”) and an immovable partition (a.k.a. “a 

desktop”). Each window may be a different partition, and it may be 

possible to have partitions overlap (i.e., a first partition may obscure 

some or all of a second partition).

(viii) picture-in-picture - A video screen may be divided into two partitions. 

The first partition may take up most of the video screen, except that a
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portion of the first partition may be obscured by the second partition, 

which is overlaid on top of the first partition. The second partition may 

be significantly smaller than the first partition.

(ix) pop-up-window - A new partition may be created on a video screen and 

tliis partition may display confirmation information to a player.

(x) pay table - A game machine may include a pay table (e.g., that 

describes one or more payouts that may be provided to players based 

on. Confirmation information may he displayed to a player overlaid on 

the pay table or on a partition associated with the pay table (e.g., a 

header or footer).

(xi) progressive meter - A game machine may include an auxiliary display 

screen like a progressive meter, which may be bolted onto the top of the 

game machine or huilt-into the game machine. This auxiliary display 

may be used to display confirmation information to a player.

[0331] A partition may be created to output confirmation information. That is, 

the following steps may be performed:

(i) creating a partition

(ii) outputting confirmation infonnation in the partition

[0332] Partitions may be on separate video screens. For example, a slot 

machine that has two video monitors may have three partitions: two partitions on 

the first monitor and a third partition on the second monitor. In some 

embodiments, the displayed content of separate partitions may be controlled by 

separate devices. For example, a slot machine may have two partitions: a primary 

game screen and a secondary game screen. The first screen may be controlled by 

the slot machine, and the second screen may be controlled by the controller or a 

peripheral device server.

[0333] If confirmation information is output in a visual format (e.g., text, 

images, video), then a representation of the confirmation infonnation may include 

various visual cues. Examples of visual cues that may vary between 

representations include:

74



20
08

20
73

48
 

15
 A

ug
 2

00
8 (i) color - For example, promotional information may be output in red text 

and instructive information may be output in blue text.

(ii) windows — For example, a first window may show confirmation 

information relating to features, a second window may show

5 confirmation information related to costs.

(iii) titles - For example, confirmation information may display in a window 

with a title bar that indicates the topic of the confirmation information.

(iv) fonts - For example, confirmation messages that offer changes to a 

game parameter may be in bold, while confirmation messages relating

10 only to instructive information may be in italics.

[0334] A representation of confirmation information may include an indication 

of a category of the confirmation information. Some examples of categories of 

confirmation information are discussed herein and may also include:

(i) promotional information 

15 (ii) instructive information

(iii) cost information

(iv) information relating to features

(v) information relating to changes to a rule

(vi) information relating to a change to a game parameter

20 [0335] Confirmation information may be output using an output device.

Examples include:

(i) An LCD screen may display text representation of confirmation

information.

(ii) A CRT monitor may display a video confirmation message to a player.

(iii) An audio speaker may output an audio representation of confirmation 

information.

[0336] According to various embodiments, the method of the invention may 

include one or more of the following steps:
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(ii) identifying a representation of confirmation information

(iii) selecting a representation of confirmation information

(iv) generating a representation of confirmation information

5 (v) creating a representation of confirmation information

(vi) detennining how to present confirmation infonnation

(vii) determining what way to present confinnation information

(viii) determining a manner of presenting confinnation information

[0337] Note that detennining a representation of confirmation information may

10 include one or more of the following:

(i) detennining a media format for the confinnation information (e.g., text,

audio, video)

(ii) determining a language for the confirmation infonnation (e.g., Chinese,

German)

15 (iii) determining a presenter for the confirmation information (e.g., a

celebrity, an animated character)

(iv) determining a partition for the confirmation information (e.g., a pop-up 

window, a sidebar)

(v) determining at least one visual cue the confirmation information (e.g.,

20 color, highlighting, font)

(vi) determining a category for confirmation information

[0338] A confirmation message that is output to a player may be determined 

based on a variety of factors. Some general categories of factors include:

(i) content of the confirmation information

25 (ii) characteristics of the player

(iii) other confirmation messages

(iv) indications provided by the player
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friend of a player)

(vi) time-related factors

(vii) activities by a player

5 10339] Note that these categories of factors are also factors listed for trigger

conditions and are discussed in detail below in the text describing trigger 

conditions. To avoid repetition, these categories of factors are not discussed in 

detail here.

[0340] The controller may store confirmation information representation 

10 database 324, such as the one shown in FIG. 12. Note that, for any given

confirmation message, one or more representations may be available. For 

example, PROMO-1-85923475 is available as an English text version, a Spanish 

text version, and an English audio version. Determining a representation for 

confirmation information may include selecting a representation from the

15 confirmation information representation database.

[0341] The controller may store an optional message formatting database. 

Information stored in a message formatting database may be useful in formatting 

confirmation information to generate a representation of the confirmation 

information (e.g., a confirmation request). For example, the message formatting

20 database may indicate (e.g., in a record) that a preferred representation of features 

on game machines for player “PLAYER-1-02S34555” is to have the confirmation 

information output in a header with a green border and confirmation infonnation 

title of “Would you like to proceed?” Note that there may only be one 

representation of confirmation information, in which case the controller may

25 simply output the representation of the confirmation information to a player at a 

gaming device.

[0342] According to one embodiment of the present invention, a slot machine 

104 displays confirmation infonnation at a gaming device player if a triggering 

condition has occuned. The following is a sample screen of confirmation

30 information that might be displayed:
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Collect the Fruit Game

* Game costs 20 credits for 25 spins.

o Receive at least one fruit per spin. All fruit is placed in your basket.

After each spin, fruit in your basket can ripen and increase in value, or spoil 

and lose value.

o Game ends when all 25 spins are complete.

e Payouts are awarded based on the amount and ripeness of fruit you have in 

your basket at the end of the game.

c- You have elected to play 3 lines.

• Total cost: 60 credits.

Yes, I’ll play! No thanks

[0343] The two possible responses listed at the bottom of the screen allow the 

player to respond to the confirmation request by touching a touch-sensitive

5 location on the screen.

[0344] As discussed variously herein, some types of confirmation messages 

may only contain a request that the user indicate whether he wants to proceed with 

play (e.g., “Would you like to start now?”; “Do you understand how the game is 

played?”). Some types of messages may include information about some or all of

10 the rules of the game. Still other types of messages may include infonnation about 

a cost of a game (“This game will cost you 20 credits.”).

[0345] In some embodiments, a confirmation message may indicate any 

number of possible responses. For example, a third option might be “Yes, I will 

play - but please walk me through a two minute game demo first.”

15 [0346] Some embodiments allow for a player to request additional information.

For example, the player may be able to respond to a confirmation request by asking 

for additional infonnation about the cost and / or one or more rules. In one or 

more· embodiments, a player may be presented with an option to receive an 

instruction book for the game (e.g., “No thanks, but please print an instruction

20 book for me to review later”). Depending on the desired implementation, the
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proceed with play or indicates he understands how the game is played.

[0347] According to some embodiments, instructions for a game could be

printed via a cashless gaming receipt printer of the gaming device 104. The

5 instruction book may comprise, for example, a comic book relating how the game 

is played, or a series of storyboards describing how the gaming device works. 

[0345] Additional examples of outputting messages and representing 

information for confirmation by a player, as well as appropriate ways for their use 

in practicing various methods of the present invention, are described in U.S. Patent

10 Application No. 10/685,143 (incorporated by reference). Other examples of 

confirmation screens and confirmation messages are described herein, and still 

others will be understood by those having ordinary skill in the art in light of the 

present disclosure.

4.1.3. Determining a Response

15 [0349] In step 1104, a response to the confirmation message is determined. In

some embodiments, after a message is output at a gaming device, the player may

respond or react to the message. Responding to a message may include:

(i) providing an indication

(ii) indicating a response

20 (iii) inputting a response

(iv) accepting an offer

[0350] Accordingly, a method of the invention may include one or more of the 

following steps:

(i) determining a response by a player

25 (ii) receiving a response from a player

(iii) receiving an indication of a response from a player
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[0351] The player may respond or react to a confirmation message in various

ways, including:

(i) acknowledging that the message was received (e.g., pressing an “OK” 

or “Continue” button on a touch screen)

(ii) removing, hiding, or deleting the message (e.g., closing or minimizing a 

pop-up window that displays the message)

(iii) accepting or declining an offer (e.g., pressing an “I accept, double the 

number of symbols!” button on a touch screen)

(vi) requesting additional information (e.g., “Please give me more 

infonnation about how carrots disappear.”)

(vii) indicating an opinion about the message (e.g., “I don’t need to see any 

more instructions.”)

(viii) storing the message for later review

[0352] A player may respond to a message using a game machine. Examples 

include:

(i) A player may use an input device (e.g., a touch screen) on a game 

machine to indicate his response to a message.

(ii) A player may speak a response (e.g., by saying ‘Tes” or “No”) and a 

voice recognition module on a game machine may process the response.

(iii) A game machine may present a list of possible responses to a player 

and a player may select at least one response from the list.

[0353] A player might not respond to a confirmation message, or may not 

respond in a manner the game machine 104 can interpret or understand. Thus, in 

some embodiments, determining a response may comprise determining that the 

player has not provided a response, determining that no response was received by 

the gaming device, and / or determining that a valid response was not indicated. 

Various actions may be taken based on a player not responding to a message, 
including:

(i) outputting the message again
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(iii) outputting a different message

(iv) hiding, removing, or otherwise concealing the message. For example, a 

pop-up window that displays a message may automatically be closed if 

a player does not respond to the message.

[0354] If a player does not respond to a confirmation message, an action (e.g., 

outputting a second message, closing a pop-up window) may be performed based 

on a trigger condition. Examples include:

(i) A pop-up window for a message may be closed automatically when a

10 player starts a new game on a game machine (e.g., the player presses

the spin button)

(ii) A message may be removed from a header on a video screen after 15

seconds (a time-based trigger condition)

(iii) A sidebar window on a game machine may display one message at a

15 time.

(iv) A first message may be hidden from view when a second message is

output.

(v) An audio message may be output again if a player does not respond to

the message within 15 seconds.

20 [0355] According to some embodiments, if no response (or an improper

response) is received for a confirmation message, then play of a game will not be 

initiated. According to some additional or alternative embodiments, if no response 

(or an improper response) is received for a confirmation message, then a wager 

will not be accepted from a player (e.g., the credit balance of the player will not

25 decremented). For example, before initiating game play and / or before accepting a 

wager from a player, some casinos may find it appropriate to require that a user 

respond affirmatively (e.g., provide some indication) that the user would like to 

proceed with play, understands on or more rules, is informed of a rule change, etc. 

[0356] According to one embodiment, a slot machine 104 receives a selection

30 from the player (e.g., a “Yes” or “No”) in response to a confirmation message. For
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“Yes, I’ll play” button by touching the appropriate location on the confirmation 

screen. Of course, as described herein, a player could use a physical button on the 

console of the gaming device, or verbally respond “Yes,” for example.

5 [0357] Some embodiments of the present invention provide for a default

response. For example, if the player takes more than sixty seconds to respond, the 

game machine may automatically assume that the answer is “No.” The game 

machine may then go back into an attract mode or wait for another triggering 

condition to occur. In some embodiments, when the player presses the cashout

10 button, or removes his player tracking card from the player tracking card reader, it 

is assumed that the player does not wish to proceed or does not understand the 

game (i.e., a negative response is assumed).

[0358] Additional examples of responses to a message and determining such

responses appropriate for use in practicing various methods of the present

15 invention are described in U.S. Patent Application No. 10/685,143 (incorporated 

by reference). Other examples of responses are described herein, and still others 

will be understood by those having ordinary skill in the art in light of the present 

disclosure.

4.1.4. Determining Whether to Initiate Play

20 [0359] In step 1108, the system determines whether to initiate play at the

gaming device. Determining whether to initiate play of a game may be based on 

the response determined in step 1106. Various types of responses are discussed 

herein. According to some embodiments, as discussed herein, a confirmation 

message comprises a prompt to a player to indicate whether or not he understands

25 confirmation information provided in the message, and / or whether he would like 

to proceed with play (e.g., to start or continue a gaming session). Play may be 

initiated, for example, if a player responds affirmatively to a confirmation request 

by indicating acceptance or approval of the information communicated, or 

indicating a desire to proceed with play. For example, if a player’s response to a

30 confirmation message indicates that he would like to proceed with pla.v, that he 

understands or authorizes the cost of the game, that he understands ho w long the
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understands a rule of the game, then the gaming device may determine that play 

should proceed. In some embodiments, play may not be permitted unless the 

player responds affirmatively that he would like to proceed and / or that he

5 understands the rules of the game.

[0360] In another example, if a player responds to a confirmation message by 

indicating that he would not like to proceed with play, or that he does not approve 

of or understand some of the information in the confirmation message, then the 

gaming device may determine that play will not be initiated. In this way, the

10 system may help a player avoid committing to play of a game that may be 

confusing or frustrating to the player or might require a larger wager than the 

player feels comfortable with. If play is not initiated, then processing may then 

return to wait for a trigger condition to occur (step 1102). Optionally, a message 

may be output to a player (e.g., “Would you like some additional information?”;

15 “Would you like to place a smaller wager?”).

4.1.5. Initiating Play

[0361] In step 1110 play at the gaming device is initiated. For example, the 

slot machine presenting the example confirmation screen discussed above might 

now remove the confirmation information fr om display and begins normal game

20 play.

[0362] For example, the player might then be able to press a “Spin” button in 

order to engage a set of reels to generate the next outcome. In some embodiments, 

game initiation may not require any action (or additional action) by the player. For 

example, the player may have already hit a “Start game” or “Spin” button that

25 triggered the output of the confirmation message. In another example, some types 

of games may not require more or any input by the player (or may have at least one 

stage that does not require input by the player). For instance, the player may 

simply watch as the game plays out and collect any coins won during the game and 

ί or at the end of the game.

30 [0363] According to some embodiments, in addition to or in lieu of generating

an outcome, initiating play may comprise decrementing a credit balance of a
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has positively affirmed the confinnation infonnation, a gaming device 104 may

decrement the credit balance stored in the gaming device by the total cost of the

session.

5 [036-:] Note that in embodiments v.-here games are not prepaid, but are paid for

on a per-spin basis, a player’s credit balance may be decremented by the cost of 

one handle pull, and then decremented by the same amount for each subsequent 

handle pull as long as the game conditions remain the same (e.g., the number of 

paylines activated and the wager per payline stay the same).

10 [0365] After play of the game is initiated, the exemplary method 1100 ends.

Alternatively, the system (e.g.·, the gaming device 104) may return to step 1102 to 

await the occurrence of another trigger condition.

4.2. Exemplary Player Information Process

[0366] Referring now to Fig. 12, a flowchart illustrates a process 1200 that is

15 consistent with one or more embodiments of the present invention. The process 

1200 is a method for outputting confirmation infonnation based on infonnation 

about a player. For illustrative purposes only, the process 1200 is described as 

being performed by a slot machine. Of course, the process 1200 may be performed 

by a controller 102, a gaming device 104, a peripheral device 210, a peripheral

20 device server 216, and / or a casino or casino personnel.

[0367] In step 1202 the slot machine determines infomiation about a player.

As discussed herein, the slot machine may determine information about a player 

based on a player identifier (e.g., received from a player tracking card). The slot 

machine may use the player identifier to retrieve information from a player

25 database, such as may be stored at the slot machine or at a slot server. For

example, the slot machine may transmit the player identifier to the slot server and 

receive information about the player from the slot server. In another example, the 

player tracking card may include information about the player (e.g., one or more 

player preferences, experience level, number of times the player tracking card has

30 been used) that may be used in determining whether to output a confirmation 

message to a player.
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respect to player database 418), and other types of information will be readily

apparent to those having skill in the art in light of the present disclosure. For

example, player information may include one or more of: an experience level of

5 the player: a gaming history of the player; a number of games the player has played 

in a session; a number of times the player has played a particular game, type of 

game, or type of gaming device; a total amount wagered; an average amount 

wagered (e.g., per gaming session, per handle pull); a total coin-in amount; gross 

winnings; net winnings; and the like.

10 [0369] According to some alternative embodiments, as discussed herein, in

addition to or in lieu of determining player information, confirmation information 

may be output at a gaming device based on infonnation about a game (e.g., the 

prepaid cost of a game; the level of difficulty of a game).

[0370] In step 1204, the slot machine determines whether to output

15 confirmation infonnation to the player. As discussed herein, this may comprise 

determining what type of confinnation information, if any, to output to the player. 

Various ways of determining whether to output confinnation infonnation are 

discussed herein. For example, based on infonnation detennined about the player, 

such as the player’s relatively high level of experience, the slot machine may

20 determine that a confinnation screen is not necessary. In another example, based 

on a player preference to always receive a confirmation screen if the cost of the 

game is above a particular threshold, the slot machine may determine to output a 

confirmation page to the player.

[0371] According to some embodiments, the controller 102, a peripheral

25 device 210, or peripheral device server 214 may transmit a signal to the slot

machine to output a confirmation message and thus may control the slot machine 

to output a message. For example, a slot server may determine that a confirmation 

screen should be displayed to the player (e.g., based on the confirmation criteria 

database 420) and sends a signal to the slot machine. In other embodiments, the

30 slot machine has received or othenvise has determined information about the

player and determines whether to output infonnation based on confirmation criteria 

or indications of trigger conditions stored at the slot machine. As discussed herein,
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whether to suppress a confirmation message (e.g., based on a level of experience of 

the player; based on a preference of the player).

[0372] If no information is to be output (e.g., based on a player preference 

5 related to suppression), then the process ends. Otherwise, if the slot machine

determines to output information, in step 1206 the slot machine outputs 

confirmation information at the slot machine (e.g., using a component display 

device; via an audio speaker). A' arious ways of outputting information are 

discussed herein. For example, the slot machine may retrieve information from the

10 confirmation information database 324 for communicating to the player. After 

outputting the information, the process ends.

4.3. Other Examples

[0373] The following examples illustrate some additional embodiments and 

features of the present invention. The following examples are provided merely to

15 illustrate some embodiments of the present invention, and should not be construed 

as limiting the scope of the invention in any way. Various other embodiments and 

examples of embodiments are discussed in further detail herein, and others will be 

apparent to those skilled in the art in light of the present disclosure.

4.3.1. Example: Confirmation Trigger

20 [0374] According to one or more embodiments of the present invention, a

confirmation trigger may be used to determine when to present a confirmation 

screen to a player. The following exemplary scenario involves a confirmation 

trigger. A player inserts a bill into a bill validator of a slot machine and establishes 

a balance of eighty credits. He chooses to play a game in which the object is to

25 assemble a twelve-piece puzzle within twenty-five spins of the reels. The game 

may pay credits during some of the twenty-five spins, but most of the payback in 

the game comes at the end, in the form of bonuses that are based on how much of 

the puzzle has been completed. The game requires a prepayment of twenty coins 

for each payline activated. The player chooses to activate three paylines. Before

30 the machine subtracts the sixtyz credits (twenty credits multiplied by three
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because the total (prepaid) cost will be greater than fifty coins. The determination

that the cost exceeds fifty coins is thus acts as a trigger to have the gaming

machine display the confirmation screen. The exemplary confirmation screen

5 presents a simplified set of instructions for the game, and also includes two touch- 

sensitive locations at the bottom of the screen, labeled “Yes” and “No,” 

respectively. The player is to use the selectable buttons to indicate whether or not 

he wants to go ahead and pay the sixty credits for the prepaid session. According 

to this exemplary scenario, the player had not realized that the game was of a

10 prepaid format. Accordingly, the player selects the “No” button. In response, the 

machine automatically cashes out the player’s eighty credit balance.

[0375] Alternatively, the game machine may not have automatically cashed out 

the player’s credit balance, and may have allowed the player to select fewer 

paylines, review instructional information, and / or select a different game.

15 4.3.2. Example: Confirmation Suppression

[0376] According to one or more embodiments of the present invention, output 

of confirmation information may be suppressed (e.g., in accordance with a 

suppression condition). The following example involves confirmation 

suppression. According to the example, an experienced slot machine player sits

20 down to his favorite “Pirate Treasure Game machine” and inserts $40 to establish a 

balance of one hundred sixty credits with the gaming device. She inserts her 

player tracking card into the player tracking card reader of the gaming device in 

order to identify herself to the network. The “Pirate Treasure Game” is a prepaid 

game and costs ten credits for each line played. The player selects a five-line

25 version, and the gaming device calculates the corresponding total cost of fifty 

credits. Before displaying any confirmation information, however, the gaming 

device first checks with the slot server to determine whether or not the player is an 

experienced player. A record corresponding to the player and stored in a player 

database indicates that she has played nearly twenty-fi ve hours on five-reel gaming

30 devices featuring prepaid games (e.g, as stored in a field of the record). The 

amount of experience of the player satisfies an exemplary suppression rule or
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8 condition (e.g., stored in a database) indicating that messages are not to be 

provided to players having more than fifteen hours experience on games of that 

type. Based on this information, the output of the confirmation information is 

suppressed. The player begins the game and 50 credits are deducted from his 

credit balance. Before determining whether the player is an experienced player, 

the gaming device may have first determined that a confirmation message might be 

necessary (e.g., based on a confirmation trigger related to the total cost, as 

discussed in the example above).

4.3.3. Example: Confirmation of Rule or Parameter Change

10 [0377] According to one or more embodiments of the present invention, a

gaming device may be operable to confirm a player’s understanding of a rule 

change and / or to request that a player agree to begin or continue play when a rule 

has changed. A rule change may include a change to one or more game 

parameters, for example. In another embodiment of the present invention, the

15 confirmation information serves to allow the player to confirm what parameter 

values will govern the game session. In some embodiments, the player may be 

able to approve or confirm a change to a parameter value.

[0378] Some examples of game parameters include, without limitation:

(i) Number of game symbols to start a session with (e.g., a number of

20 carrots that a player is awarded as an initial starting value in a game

spanning a number of spins)

(ii) Number of game symbols retained and I or collected by a player during 

a session (e.g., the number of carrot symbols that a player currently has)

(iii) Number of game symbols available for play (e.g., the number of fox

25 symbols appearing on a reel of a slot machine)

(iv) Multiplier values of payouts (e.g., all payouts over the next ten spins 

multiplied by some value)

(v) Maximum number of spins allowed before a player is ineligible for a 

puzzle completion bonus

30 (vi) Number of reels used in a game
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(vii) Number of bonus symbols on each reel that initiate a bonus round

(viii) Rate of expiration of collected cherry symbols (e.g., a player might be 

paid ten coins for each cherry accumulated over a twenty-five spin 

game, but the cherries gradually lose value after ever? handle pull - the 

expiration rate could be based on the number of credits in lost value per 

handle pull, for example)

(ix) Rate of accumulation of comp points

(x) Progression rate of a progressive jackpot

(xi) Payout for certain outcomes such as “ORANGE-ORANGE-ORANGE”

(xii) Probability of certain outcomes such as “BAR-BAR-BAR”

(xiii) Amount of wager required per spin

(xiv) Probability of a player getting into a bonus round

(xv) Number of puzzle pieces that need to be collected by a player during a 

puzzle game

(xvi) Probability of bonus round payouts being made (e.g., the ratio of 

treasure chests that award one or more coins compared to the number of 

chests that contain no coin awards)

[0379] Almost any game parameters may be modified by the player, by game 

events, and / or by the gaming device. Some parameter changes might require the

20 player to pay more money. Some parameter changes may enable the player to 

collect additional coins.

[0380] According to some embodiments, a player might identify one or more 

parameters to change (e.g., by selecting from a menu of options). In other 

embodiments, the process of changing one or more game parameters (which would

25 require confirmation by the player) could be triggered by actions of the player and 

/ or triggered by game events. Such triggers may include, without limitation:

(i) Player loses more than X spins in a row

(ii) Player gets X “close calls” in a row (e.g.. two of the reel svmbols 

match)
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(iv) Player deposits more than $X into the machine

(v) Player speeds up play

(vi) Player slows down play

5 [0331J The following e?:ample involves a request by a gaming device that a

player agree to and / or indicate understanding of a rule change. According to the 

e?<ample, a player inserts a bill into the bill validator of a slot machine and 

establishes a balance of eighty credits. The player chooses to play a game in which 

he is allocated a number of carrots, which populate a virtual garden represented on

10 a secondary game screen. The carrots are periodically stolen by a rabbit game 

character. The animated rabbit steals a carrot every time a rabbit symbol appears 

on the payline of one of the reels. The game costs twenty credits, and the player is 

allowed to spin until all of his carrots are stolen. After the player chooses the 

game, the gaming device displays confirmation infonnation to the player,

15 prompting the player to indicate whether or not the player understands that the 

game requires a prepayment of twenty credits. The player presses a “Yes” button 

to indicate that he understands the cost of the prepaid session.

[0382] Continuing with the exemplary scenario, the gaming device then asks 

the player (e.g., in a pop-up message window) whether or not he would like to pay

20 an additional seven credits in order to start the game with twice as many carrots, 

pay an additional three credits to double the number of fox symbols (which scare 

away the rabbits) on the third reel, or pay an additional ten credits for both options. 

The player accepts both of the offered options (e.g., by pressing a corresponding 

button or buttons). Because the player has agreed to the rule changes, the slot

25 machine displays another page of confirmation infonnation to the player in order

to confirm that the player understands the changes made to the game play and 

understands the cost of the wager (which has increased). This second exemplary 

page of confirmation infonnation conveniently indicates the basic cost of the game 

(twenty credits), the cost of the options selected by the player (seven and three

30 credits, respectively), and a summary of the starting game parameter values 

(indicating twice the ordinary number of starting carrots and twice the ordinary
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displayed at the bottom of the confirmation screen, along with text asking the

player to “Press ‘Yes’ if you agree to the above changes or ‘No’ to cancel this

game.” The information provided to the player thus made it clear what had

5 changed from the basic game. The player selects a “Yes” button and the game 

begins after subtracting thirty credits from the player’s established credit balance. 

Thus, in this exemplary scenario, the player received two confirmation messages. 

The second confirmation screen prompted the player to confirm rule changes 

desired by the player, as well as the new total cost of the game that would be

10 required based on the requested changes.

10383] The preceding example was explained as taking place before play of a 

session began. Some embodiments of the present invention allow for a player to 

request a change to a parameter value at any time during play. In one example, in 

the middle of a prepaid game a player may decide that he wants to pay more

15 money in order to double the number of fox symbols appearing on the third reel 

(i.e., fox symbols in this exemplary game are helpful to the player). The player 

requests the change (e.g., by pressing a corresponding button). The slot machine 

may display to the player: “You have requested to double the number of fox 

symbols (active through the end of the prepaid game) for an additional payment of

20 5 credits. Do you agree to this change in the game?” If the player accepts, the

number of fox symbols is updated and the game continues.

4.3.4. Example: Game Instruction Book

[0384] According to one or more embodiments of the present invention, a 

gaming device may provide instructive information about a game to a player in the

25 form of an instruction book or other printed matter. The following example

involves the outputting of an instruction book by a game machine. According to 

the example, a player inserts a bill into the bill validator of a slot machine and 

establishes a balance of eighty credits. The player chooses to play a game in which 

the goal is to win an election for President of the United States. The game requires

30 a prepayment of twenty coins for each payline activated by the player. The player 

chooses to activate three paylines, but before the machine subtracts the sixty
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will be above fifty coins). The confinnation screen includes the cost and

instructions for the game. The player understands that it is a prepaid game and that

the prepaid cost will be sixty credits, but the player is confused by some of the

5 rules of the game indicated on the confirmation page. Accordingly, the player 

decides to select the “Cancel” button on the gaming device. After receiving the 

indication that the player does not want to play, the machine then asks the player 

whether he would like to receive a printed set of instructions for the game. The 

player is about to go eat lunch, so he decides to get the offered instruction book.

10 The cashless gaming receipt printer connected to the slot machine prints out an

instruction book for the game, in the form of a series of storyboards. The player 

takes the printout and reviews it while waiting for lunch. The instruction book 

includes sample screens from the game, with brief explanatory text. The player 

quickly understands how the game is played, has a better idea of what he might

15 experience during the game, and has a better understanding of how long the game 

might take to play. The player is excited to get back onto the casino floor to try it 

out.

5. ADDITIONAL EMBODIMENTS

[0385] As discussed herein, some embodiments of the present invention

20 provide for outputting a confirmation message based on a wager amount. For

example, a player may establish a balance of funds (e.g., by providing cun’ency to 

a slot machine). The slot machine determines the wager amount required for play, 

and detennines whether the required amount is greater than a predetermined 

threshold amount (e.g., as indicated in confirmation criteria database 420). If it is

25 greater, then the slot machine confinns the amount with the player. In some

respects, this type of confirmation is similar to that of a consumer checking out at 

an on-line merchant site. In other words, the player is offered the opportunity to 

review the price or cost of what he intends to purchase (e.g., one or more game 

plays).

30 [03S6] According to some embodiments, a confinnation message may include

an indication of the player’s available balance. In some cases, the message may
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8 also include an indication of the required wager compared to the balance. For 

example, the wager may be expressed as a percentage of the available balance, or 

the player may be told: “The wager for this game is a large portion of your 

balance! Are you sure you want to continue?”

5 [0337] A ccording to one or more embodiments, if a player elects not to

proceed (i.e., does not confirm), the slot machine may automatically cash out the 

player’s balance of credits.

[0338] According to some embodiments, the gaming device uses one or more 

tests to determine whether or not the player is paying attention when he is

10 presented with (or is agreeing to) information displayed on a confirmation 

information page. For example, the player might be asked to touch the “Yes” 

button three times in quick succession in order to confirm his intention to proceed. 

In another example, the player is asked to touch three locations in numeric order, 

rather than location order. For instance, the gaming device displays the number

15 “2,” “1,” and “3” and requests that the player touch the numbers in numeric order

rather than touching from left to right. Thus, confirmation information may 

include information about how to respond to a confirmation request. Such 

requirements may help to ensure that the player pays attention when responding to 

the confirmation information. Such tests may also be helpful in discouraging

20 intoxicated players from playing gaming machines.

[0389] hi those embodiments in which additional security is desired, a player 

might be required to initial one or more locations on the confirmation information 

screen in order to indicate confirmation. For example, he might be required to 

trace out his initials on a touch screen area adjacent to the total coin cost that he

25 was agreeing to. Such initials could be stored within the gaming device or at the 

slot server for later review. According to some embodiments, audit infonnation 

could be stored for all accepted confirmations (e.g., in a database), for example, 

with a corresponding time I date and player identifier associated with each.

[0390] In addition to providing a “Yes” / “No” response to displayed

30 confirmation information, players might be required to present biometric

infonnation as well. For example, a player choosing to play a game costing more 

than one hundred credits might be required to place his thumb onto the screen in
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storage device (e.g., memory 312) of the gaming device for later retrieval (e.g., in

case of a player dispute). Alternative biometrics include a voice print (e.g., a

player says “Yes” in addition to touching the “Yes” button) or having the player

5 give an “OK” sign to one of the security cameras in the area. Other types of 

biometrics and devices for use in receiving and storing biometric data will be 

understood by those of skill in the art in light of the present disclosure.

[0391] According to some embodiments, a player may be required to “qualify"’ 

to play a game. Players might be asked questions, for example, to test their

10 knowledge or understanding of a how the game is played. In an election game, for 

example, the player might be presented with various rules of the game on the 

confirmation information page. After confirming his intention to play (e.g., by 

pressing the “Yes” button), the gaming device might ask a series of multiple choice 

questions to verify that the player had reviewed the game rules included on the

15 confirmation screen. Simple questions could be asked of the player, such as “How 

many credits are required to play this game?” Failure to answer one or more 

questions correctly might result, for example, in the player being required to watch 

a tutorial sequence, or outputting of the same confirmation page, followed by 

another series of questions.

20 (0392] As discussed herein, players reviewing confirmation information could

be offered the opportunity to get more information about any one of the 

information items displayed. For example, the confirmation infonnation page 

might indicate that the game involves an election in which the player must win a 

majority of three state regions in order to win the state. If the player is contused, in

25 lieu of or in addition to indicating that he does not wish to continue, he could be 

allowed to touch or click on (e.g., using a pointer device) a statement that he does 

not understand, bringing up more textual information or perhaps a short video clip 

demonstrating that particular game rule (much like a hyperlink).

(0393] In some embodiments, the confirmation information page may also

30 include a “Call” button which could summon casino personnel to e?;plain a 

particular feature or cost to a player.
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For example, players might be informed that if they activate one more paylines,

they will be eligible for a bonus payout or double comp points. According to some

embodiments, it may be advantageous to use a confirmation infonnation screen to

5 promote other offerings of a casino property, such as restaurants, shows, and 

shopping.

[0395] Although various embodiments are described herein as being directed 

to infonnation about a game, confirmation messages could include requests to 

confirm any type of information. For example, a confirmation screen could be

10 displayed to a player during a game in order to confirm that the player has a dinner 

reservation within fifteen minutes.

[0396] Confirmation infonnation might take the form of a warning or reminder 

to the player, and may not request or require a response or signal of confirmation. 

For example, whenever the player inserts a bill into the bill validator of a machine

15 which offers prepaid games, confirmation information may be displayed, such as 

“Reminder - this is a prepaid game with a minimum of 25 reel spins. It requires 

initial funding of at least 20 credits to play.”

[0397] Various embodiments of the present invention contemplate applications 

to table games, such as blackjack, roulette, or craps. In the game of blackjack, for

20 example, a player might indicate to the dealer that he always wants insurance 

whenever he has a hand of eighteen or better against a dealer Ace. In such an 

embodiment, a peripheral device could be attached to the table. The device could 

allow the player to electronically indicate that he accepts the rule (i.e., that he 

wishes to play in accordance with the rule). In a video poker embodiment, for

25 example, confirmation infonnation could include a screen asking the player to 

confirm the number of hands that he wanted to play in a fifty-play video poker 

game. In addition, a description could be displayed of the number of wild cards in 

the deck, or the difference in payout between a natural royal flush and a royal flush 

containing wild cards.

30 [0393] According to some embodiments of the present invention, a player’s

response to a confirmation request may include the player providing a signature.

For example, the player may provide a signature using a stylus on a touch screen of
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the gaming device, or using a peripheral device, such as those used at point-of-sale 

terminals for providing authorization for credit card charges. The signature may be 

stored electronically for auditing purposes. In another example, the player may 

provide a written signature on a printed substrate. For instance, the gaming device

5 104 may output a confirmation form using a cashless gaming receipt printer. The

player may then use the form to indicate his response (e. g., by marking an 

appropriate check box) and/or to provide his signature. This form could then be 

provided to casino personnel at a slot club desk or change booth. Alternatively, the 

form may be inserted back into the machine via a cashless gaming receipt acceptor.

10 In this way the form may be retained for future reference if a dispute arises regarding 

whether the player provided confirmation.

[0399] While the method and apparatus of the present invention have been described 

in terms of its presently preferred and alternate embodiments, those skilled in the art 

will recognize that the present invention may be practiced with modification and

15 alteration. The specifications and drawings are, accordingly, to be regarded in an 

illustrative rather than a restrictive sense. Further, even though only certain 

embodiments have been described in detail, those having ordinary skill in the art will 

certainly appreciate and understand that many modifications, changes, and 

enhancements are possible within the scope of the accompanying claims. All such

20 modifications are intended to be encompassed within the following claims.
It is understood that any acknowledgement of any prior art in this specification is not to

be taken as an admission that this acknowledged prior art forms part of the common general 

knowledge in Australia or elsewhere.
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The claims defining the invention are as follows:

1. A method of operating a gaming system, said method comprising:

(a) establishing a balance of funds for a player;

5 (b) enabling the player to select a wager amount on a play of a game at a

gaming device;

(c) causing at least one processor to execute a plurality of instructions to 

determine whether the selected wager amount is greater than a predetermined 

amount associated with a confirmation message triggering condition, said

10 predetermined amount being distinct from a minimum wager amount associated with 

the play the game;

(d) prior to deducting the selected wager amount from the balance of funds:

(i) causing at least one display device to display a confirmation 

message if the selected wager amount is greater than the predetermined

15 amount, and

(ii) enabling the player to indicate a confirmation to place the 

selected wager amount on the play of the game;

(e) if the player indicated the confirmation to place the selected wager 

amount on the play of the game:

20 (i) causing the at least one processor to execute the plurality of

instructions to deduct the selected wager amount from the balance of funds, 

and

(ii) causing the at least one processor to execute the plurality of 

instructions to initiate the play of the game; and

25 (f) if the player did not indicate the confirmation to place the selected wager

amount on the play of the game:

(i) causing the at least one processor to execute the plurality of 

instructions to not deduct the selected wager amount from the balance of 

funds, and

30 (ii) causing the at least one processor to execute the plurality of

instructions to not initiate the play of the game.

2. The method of claim 1, in which the game comprises a plurality of plays.
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3. The method of claim 1, in which the game comprises a flat rate session.

4. The method of claim 1, in which the game comprises a prepaid session.

5 5. The method of claim 1, in which the selected wager amount corresponds to a

plurality of plays.

6. The method of claim 1, in which the selected wager amount corresponds to a 

predetermined period of time.

10

7. The method of claim 1, in which the confirmation message comprises a 

confirmation screen.

8. The method of claim 7, in which the confirmation screen comprises at least one 

15 selectable location.

9. A method of operating a gaming system, said method comprising:

(a) enabling a player to input a request to initiate a play of a game at a 

gaming device;

20 (b) causing at least one processor to execute a plurality of instructions to

determine whether to display confirmation information to the player; and

(c) if the determination is to display confirmation information to the player:

(i) causing the at least one processor to execute the plurality of 

instructions to determine confirmation information to display to the player prior

25 to an initiation of the play of the game;

(ii) causing at least one display device to display the determined 

confirmation information to the player;

(iii) prior to the initiation of the play of the game, enabling the player 

to indicate a confirmation of the confirmation information;

30 (iv) if the player indicated the confirmation of the confirmation

information:

(A) causing the at least one processor to execute the plurality 

of instructions to decrement a credit balance associated with the player; 

and
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(B) causing the at least one processor to execute the plurality 

of instructions to initiate the play of the game; and

(v) if the player did not indicate the confirmation of the confirmation

information:

5 (A) causing the at least one processor to execute the plurality

of instructions to not decrement the credit balance associated with the 

player, and

(B) causing the at least one processor to execute the plurality of instructions to not 

initiate the play of the game.

10

10. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to

determine at least one confirmation criteria.

15 11. The method of claim 10, which comprises:

causing the at least one processor to execute the plurality of instructions to

determine whether at least one of the at least one confirmation criteria is satisfied.

12. The method of claim 10, which comprises:

20 causing the at least one processor to execute the plurality of instructions to

determine information associated with the player; and

causing the at least one processor to execute the plurality of instructions to 

determine whether to display confirmation information to the player based on the at 

least one confirmation criteria and the information associated with the player.

25

13. The method of claim 10, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine to display confirmation information to the player only if all of the at least 

one confirmation criteria are satisfied.

30

14. The method of claim 10, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine to display confirmation information to the player if at least one of the at 

least one confirmation criteria is satisfied.
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15. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine a cost to play the game; and

causing the at least one processor to execute the plurality of instructions to

5 determine whether the cost to play the game is greater than a predetermined cost.

16. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine a level of experience of the player; and

10 causing the at least one processor to execute the plurality of instructions to

determine whether the level of experience is greater than a predetermined level of 

experience.

17. The method of claim 9, which comprises:

15 causing the at least one processor to execute the plurality of instructions to

determine a number of games played by the player; and

causing the at least one processor to execute the plurality of instructions to 

determine whether the number of games played is greater than a predetermined 

number of games played.

20

18. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine a number of times the player has played the game; and

causing the at least one processor to execute the plurality of instructions to 

25 determine whether the number of times is greater than a predetermined number.

19. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine information associated with the player; and

30 causing the at least one processor to execute the plurality of instructions to

determine the confirmation information to display based on the information associated 

with the player.
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20. The method of claim 19, in which the information associated with the player 

comprises at least one of:

a number of times the player has played the game, 

a number of games played by the player in a gaming session, and

5 a level of experience of the player.

21. The method of claim 9, which comprises:

causing the at least one processor to execute the plurality of instructions to 

determine information associated with the game; and

10 causing the at least one processor to execute the plurality of instructions to

determine the confirmation information to display based on the information associated 

with the game.

22. The method of claim 21, in which the information associated with the game

15 comprises at least one of:

a cost to play the game; 

a level of difficulty of the game; 

a number of paylines selected by the player; 

a game parameter;

20 a game parameter value;

a rule of the game; and 

a rule change.

23. A method of operating a gaming system, the method substantially as herein

25 described with reference to the accompanying figures.
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