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(57) ABSTRACT 

A method is disclosed for providing entry into a bonus game 
at a gaming device, where the bonus games may occur at 
predictable times and may payout predictable amounts. In 
one or more embodiments, a gaming device may provide a 
guaranteed entry into a bonus game every hour on the hour, 
So long as a player meets one or more criteria. Criteria may 
include a total amount wagered, a total number of handle 
pulls completed, or a total amount of time spent at a gaming 
device. One or more embodiments provide a method for 
withholding value from a player in order that the value may 
delivered later in the form of a guaranteed entry into a bonus 
game. One or more embodiments provide a method whereby 
multiple gaming devices may provide entry in bonus rounds 
simultaneously, thereby creating mutually reinforcing 
Sounds and visual displays. 

418 

400 GUARANTEED S50 
BONUS PAD 
EVERY HOUR 
ON THE HOUR 

NEXT BONUS 
IN 55 MINUTES. 

PGKUPHE 
PACE CAUTOM QNTRACK TEREMANNG INSERT 

le. 
CARHRE 422 25:1040 "EO "SO "862 

40 

408 C) 
40 

406 

BET BET2 
:- r 

4.04 404 

BE3 START 
r Go 

44 407 
402 

  

    

    

  

  

  

  

  

    

    

  

  

  

  

  

  

  

  

  

  

  

  



Patent Application Publication Jan. 4, 2007 Sheet 1 of 14 US 2007/0004505 A1 

100A 
1. 

GAMING 
DEVICE 

GAMING 
DEVICE 

GAMING 
DEVICE 

104. 106 108 

CASNO 
SERVER 

102 
milm 

FIG. 1A 

  

  

    

  

  

  
  



Patent Application Publication Jan. 4, 2007 Sheet 2 of 14 US 2007/0004505 A1 

100B 
N 

GAMING 
DEVCE 

GAMING 
DEWCE 

GAMENG 
DEVICE 

106 108 104 

CASINO 
SERVER 

02 

THIRD-PARTY 
SERVER 

110 

GAMING 
DEWCE 

GAMING 
DEVICE 

11 11 

FIG. 1B 

    

  

  

  
  

  

    

  

      

  

  

  

  

  

  



Patent Application Publication Jan. 4, 2007 Sheet 3 of 14 US 2007/0004505 A1 

102 

COMMUNICATIONS 
PORT 

202 

PROCESSOR 

PROGRAM 206 

PLAYER DATABASE 
GAMING DEVICE 
DATABASE 210 

player Database 

FG.2 

    

  

  

  

  

  

  

  



Patent Application Publication Jan. 4, 2007 Sheet 4 of 14 US 2007/0004505 A1 

104 

TracNEA COMMUNICATIONS PLAYER INPUT 
PORT DEVICE 

READER 310 302 312 

DISPLAY 
SCREEN 

308 
PROCESSOR 

PROGRAM 
306 

CURRENT SESSION 
DATABASE 34 

PROPORTION 
DATABASE 

GUARANTEED PAYMENT 
AMOUNT DATABASE 31 

FIG 3 

  



Patent Application Publication Jan. 4, 2007 Sheet 5 of 14 US 2007/0004505 A1 

418 

$50 GUARANTEED HOURLY BONUS 

GUARANTEED $50 
BONUS PAD 
EVERY HOUR 
ON THE HOUR 

400 

NEXT BONUS 
IN 55 MINUTES. 

PCKUPTHE 
PACE CAUTON ONTRACK TIME REMAINING 

408 
406 

BET, BET2 BET3 START 

4.04 402 404 404 407 

FIG. 4 

  



Patent Application Publication Jan. 4, 2007 Sheet 6 of 14 US 2007/0004505 A1 

418 

$50 GUARANTEED HOURLY BONUS 

400 WAGER 
AMOUNT 
WTHHELD 
ON ANY 
PAYOUT 

OF 5. TIMES 
THE WAGER 
AMOUNT 
OR 

HGHER 

502 
CRETS CREDIT 

CREDITS WON CREDITS PAC WHEELD BAANCE 

PICK UP THE 
PACE 

*O “O "e2 22 
CAUTION ONTRACK TEME REMAINING 

4.08 
406 

BET, 1 
402 

404 

FIG. 5 

  



9 914 

US 2007/0004505 A1 

9999-GGG (###) 
| 9 

Patent Application Publication Jan. 4, 2007 Sheet 7 of 14 

  

    

  

  

  

  

  



US 2007/0004505 A1 Jan. 4, 2007 Sheet 8 of 14 Patent Application Publication 

| • · • 
?J? 

  



US 2007/0004505 A1 Jan. 4, 2007 Sheet 9 of 14 Patent Application Publication 

| s | a 
HS?ld W SI NIM BA||1ñOBSNOO CINCOHS 

TTER-NOWIET-8}\#5 EWOOLTIC) 

  



Patent Application Publication Jan. 4, 2007 Sheet 10 of 14 US 2007/0004505 A1 

316 N 

PERCENTAGE 
OF BONUS TO 

BE PAD 

MINUTES PAST 
THE HOUR 

100% - PAID THE 
FOLLOWINGHOUR 

FIG.9 

  



Patent Application Publication Jan. 4, 2007 Sheet 11 of 14 US 2007/0004505 A1 

? 
s 
s 

.. 
- 

- 
. 

t 
e 

l 
O 

d 

s 

2 

s 

  



Patent Application Publication Jan. 4, 2007 Sheet 12 of 14 US 2007/0004505 A1 

1100 
1. 

START 

ADWERTISEAGUARANTEED 
AMOUNT TO BE PAID 

1110 

GENERATE OUTCOMES FOR A PAYER 
1120 

TAXTHE PLAY OF THE PLAYER 

INFORM THE PLAYER OF HIS 
PROGRESS TOWARDS RECEIVING 
THE GUARANTEED PAYMENT 

RECEIVE CONFIRMATION OF 
THE PLAYERS PRESENCE 

DETERMINEA PAYMENT AMOUNT 
FOR THE PLAYER 

PAYTHE PAYMENTAMOUNT 
TO THE PLAYER 

END 

FIG 11 

  



Patent Application Publication Jan. 4, 2007 Sheet 13 of 14 US 2007/0004505 A1 

1200 y 

START 

DETERMINE AFRST GAMINGOEWCE 

1210 

DEERMINE A SECONO GAMENG DEVICE 

1220 

DETERMNE AREFERENCE TIME 
1230 

INSTRUCT THE FIRST GAMING DEVICE 
TO PROVIDEAGUARANTEED PAYMENT 

AT THE REFERENCE TIME 1240 

INSTRUCT THE SECOND GAMING DEVICE 
TO PROVIDEA PAYMENTAT THE 

REFERENCE TIME 1250 

ENO 

F.G. 12 

  



Patent Application Publication Jan. 4, 2007 Sheet 14 of 14 US 2007/0004505 A1 

1300 1. 

START 

ADWERTISE ENTRY INTO 
A BONUS ROUND 

GENERATE OUTCOMES 

FOR A PLAYER 

TAXTHE PLAY OF THE PLAYER 

INFORM THE PLAYER OF HIS 
PROGRESS TOWARES GANING ENTRY 

INTHE BONUS ROUND 1340 

RECEIVE CONFIRMATION OF THE 
PLAYERS PRESENCE 

1350 

ENTER THE PAYER INTO 
THE BONUS ROUND 

END 

F.G. 13 

  



US 2007/0004505 A1 

METHOD AND APPARATUS FOR PROVIDING 
REGULAR ENTRANCE INTO A BONUS GAME 

RELATED APPLICATIONS 

0001. This application claims priority to commonly 
owned, co-pending U.S. Provisional Patent Application Ser. 
No. 60/451,607, filed Mar. 3, 2003, entitled “METHOD 
AND APPARATUS FOR PROVIDING REGULAR 
ENTRANCE INTO A BONUS GAME” which is incorpo 
rated herein by reference in its entirety for all purposes. 
0002 This application is a continuation-in-part of: 
0003 commonly-owned, co-pending U.S. patent appli 
cation Ser. No. 10/419,303, filed Apr. 18, 2003, entitled 
METHOD AND APPARATUS FOR PROVIDING A 
TIME BASED PAYMENT FROM A GAMING DEVICE: 
and is also a continuation-in-part of 
0004 commonly-owned, co-pending U.S. patent appli 
cation Ser. No. 10/420,066, filed Apr. 21, 2003, entitled 
METHOD AND APPARATUS FOR EMPLOYING FILAT 
RATE PLAY'; and is also a continuation-in-part of: 
0005 commonly-owned, co-pending U.S. patent appli 
cation Ser. No. 10/414,934, filed Apr. 15, 2003, entitled 
METHOD AND APPARATUS FOR LINKED PLAY 
GAMING WITH COMBINED OUTCOMES AND 
SHARED INDICIA'; and is also a continuation-in-part of: 
0006 commonly-owned, co-pending U.S. patent appli 
cation Ser. No. 10/420,981, filed Apr. 22, 2003, entitled 
“GAMING DEVICE METHOD AND APPARATUS 
EMPLOYING ALTERNATE PAYOUT FEATURES”; and 
is also a continuation-in-part of 
0007 commonly-owned, co-pending U.S. patent appli 
cation Ser. No. 10/ (Attorney docket No. 03-005), 
filed Feb. 26, 2004, entitled “METHOD AND APPARATUS 
FOR PLAY OF A GAME WITH NEGATIVE OUT 
COMES. 

0008 Each of the above-referenced applications is incor 
porated herein by reference in its entirety for all purposes. 

FIELD OF THE INVENTION 

0009. The present invention relates to gaming devices. 
More specifically, the present invention relates to methods 
and apparatus for providing scheduled benefits, including 
scheduled payouts and Scheduled entries into a bonus game. 

BACKGROUND OF THE INVENTION 

0010 Slot machines generate more than S15 billion in 
revenue per year for US casinos. Most casinos generate 
more than half of their gaming revenue from slot machines. 
Some casinos offer three or four thousand slot machines in 
a single location. Many slot players believe that if they just 
play long enough, they will be rewarded with a significant 
payout. However, after a long session of play, most end up 
disappointed. Methods are needed for alleviating player 
disappointment. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0011 FIG. 1A is a block diagram illustrating an example 
system according to Some embodiments of the present 
invention. 

Jan. 4, 2007 

0012 FIG. 1B is a block diagram illustrating an alterna 
tive example system according to Some embodiments of the 
present invention. 
0013 FIG. 2 is a block diagram illustrating an example of 
the details of a casino server 102 as depicted in FIG. 1 
according to some embodiments of the present invention. 
0014 FIG. 3 is a block diagram illustrating an example of 
the details of a gaming device 104 as depicted in FIG. 1 
according to some embodiments of the present invention. 
0015 FIG. 4 is a diagram illustrating an example of the 
external appearance of a gaming device 104 as depicted in 
FIG. 1 according to some embodiments of the present 
invention. 

0016 FIG. 5 is a diagram illustrating an example of the 
external appearance of a gaming device 104 as depicted in 
FIG. 1 according to some other embodiments of the present 
invention. 

0017 FIG. 6 is a table illustrating an example data 
structure of an example player database 208 as depicted in 
FIG. 2 for use in some embodiments of the present inven 
tion. 

0018 FIG. 7 is a table illustrating an example data 
structure of an example gaming device database 210 as 
depicted in FIG. 2 for use in some embodiments of the 
present invention. 
0.019 FIG. 8 is a table illustrating an example data 
structure of an example current session database 314 as 
depicted in FIG. 3 for use in some embodiments of the 
present invention. 
0020 FIG. 9 is a table illustrating an example data 
structure of an example proration database 316 as depicted 
in FIG. 3 for use in some embodiments of the present 
invention. 

0021 FIG. 10 is a table illustrating an example data 
structure of an example guaranteed payment size database 
318 as depicted in FIG. 10 for use in some embodiments of 
the present invention. 
0022 FIG. 11 is a flow diagram illustrating an exemplary 
process for facilitating a payment according to and for use 
in Some embodiments of the present invention. 
0023 FIG. 12 is a flow diagram illustrating an exemplary 
process for facilitating synchronized payments among mul 
tiple gaming devices according to and for use in some 
embodiments of the present invention. 
0024 FIG. 13 is a flow diagram illustrating an exemplary 
process for facilitating entry into a bonus round according to 
and for use in Some embodiments of the present invention. 

DETAILED DESCRIPTION OF SOME 
EMBODIMENTS OF THE INVENTION 

0025. One or more embodiments of the present invention 
provide a gaming device. Such as a slot machine, that pays 
a guaranteed payment at fixed time intervals, regardless of 
the outcomes a player achieves. Exemplary gaming devices 
might pay $50 every hour on the hour, S25 every half hour, 
or S10 every fifteen minutes. In one or more embodiments, 
a player at a gaming device is required to meet predeter 
mined criteria before he may receive the guaranteed pay 
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ment. For example, in the one-hour period prior to the 
payment of a guaranteed payment, a player must make at 
least four hundred handle pulls in order to receive the 
payment. Another exemplary criterion would require a 
player to play for at least fifty minutes in the hour-long 
period prior to the payment of a guaranteed payment. A 
significant benefit of the present invention is that a player 
need not rely upon good fortune in order to receive a sizable 
payment. Rather, if the player meets certain criteria, all of 
which are under his control, the player will assuredly receive 
a sizable payment at a predictable time (i.e., at a predictable 
time on the clock, or at a predictable time since commencing 
play). Therefore, this invention provides a large measure of 
control to gamblers who feel they are unlucky and unlikely 
to win anything. 

0026. The criteria that a player must fulfill in order to 
receive the payment may ensure that the gaming device can 
afford to pay the guaranteed payment while still maintaining 
profitability. For example, a gaming device might have a 
payment structure such that, on average, the gaming device 
retains 10% of a player's wagers. If a player is required to 
make handle pulls on a S1 denomination gaming device in 
order to receive the guaranteed payment, then the gaming 
device will have profited from the player by an average of 
at least S40 by the time of the guaranteed payment. The 
gaming device may then use the money retained from the 
player's play to pay the guaranteed payment. In this case, the 
payment might be S25, resulting in at least an average of S15 
profit per player. 

0027. In some embodiments, the gaming device applies a 
tax to the player. The tax is used to collect money that, 
statistically, will be enough to find a later guaranteed pay 
ment. In some exemplary tax embodiments, the gaming 
device withholds one coin from any payout of five coins or 
more. By the time a player has met the criteria for receiving 
a payment, e.g., played for fifty minutes, the amount of taxes 
collected may, statistically, be enough to pay a S50 payment 
back to the player 

0028. Another aspect of the invention is that multiple 
gaming devices in a given location, Such as on a casino floor, 
may be synchronized as to when they pay guaranteed 
payments. For example, there may be one hundred gaming 
devices on the floor of a casino, each of which pays a 
guaranteed payment on the hour. As each gaming device 
pays the payment, it may drop coins into the coin tray, flash 
lights, play music, and otherwise call attention to itself. 
When ninety-nine other Such gaming devices are doing the 
same thing, the whole casino floor may seem to erupt in 
pandemonium. The commotion is likely to serve as an 
effective advertising mechanism for the gaming devices 
paying guaranteed payments, and for the casino as a whole. 

0029. In some embodiments, a bank of gaming devices 
may, on a periodic basis, pay a single guaranteed payment at 
one randomly chosen gaming device within the bank. The 
amount of the guaranteed payment may be dependent on the 
total amount of play at the bank of gaming devices within 
the time period prior to the payment of the guaranteed 
payment. Also, although the gaming device selected to 
receive the payment is chosen at random, the choice may be 
biased in favor of those gaming devices that have contrib 
uted more play or more value to a centralized fund. Alter 
natively, the gaming device chosen to make the payment 
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may pay only a fraction of the payment, proportional to the 
amount of play at the chosen gaming device within the 
period prior making the payment. With this embodiment, 
players can win significantly larger payments, yet still feel as 
if the payments are within their reach, since the paying of the 
payment is still guaranteed. 
0030 Applicants have realized that a player at a gaming 
device may become frustrated when, after prolonged play, 
he does not obtain a significant payout. Applicants have 
realized that frustrated players may be likely to leave a 
casino, thereby depriving the casino of potential business. 
One or more embodiments of the present invention may 
alleviate the frustration of a player who feels his gaming 
device is unlucky. The present invention may also attract 
new players to gaming devices and may thereby increase 
business at the casino. The present invention may also 
encourage a player to remain for longer periods at a gaming 
device in anticipation of a guaranteed payment, in which 
case a casino may also benefit from increased player busi 
CSS. 

A. Terms 

0031. Throughout the description that follows and unless 
otherwise specified, the following terms may include and/or 
encompass the example meanings provided in this section. 
These terms and illustrative example meanings are provided 
to clarify the language selected to describe embodiments of 
the invention both in the specification and in the appended 
claims. 

0032) The terms “player” and “user” shall be synony 
mous and may refer to any person or entity that operates a 
user device, a gaming device, a player device, and/or a user 
terminal. 

0033. The terms “gaming device' and “gaming machine' 
shall be synonymous and may refer to any electrical, 
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 gener 
ated through a combination of randomness and user skill, as 
with video poker, or may be generated entirely 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, video blackjack machines, arcade 
games, video games, pinball machines, skill crane machines, 
Video lottery terminals, online gaming systems, sports bet 
ting machines, game consoles, personal computers logged 
into online gaming sites, gaming device simulations, etc. 
Gaming devices may or may not be owned and/or main 
tained 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 bet, wager, deal, 
start, go, hit, and/or the like buttons), pulling a handle, 
and/or any other method to initiate the generation of an 
OutCOme. 

0034) 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. 
0035. The term “casino location' may refer to the physi 
cal geographic site, complex, or building where gaming 
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devices owned and/or operated by a casino 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. 
0036) The terms “handle pull” and “spin' shall be syn 
onymous and may refer to a single play at a gaming device. 
In some embodiments, a handle pull may refer to a single 
complete game (or hand) or 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 sevens, requiring an additional wager. This 
single game may be considered to include one or multiple 
handle pulls in different embodiments. 
0037. The terms “server” and “casino server” shall be 
synonymous and may refer to any device that may commu 
nicate with one or more one or more gaming devices, one or 
more third-party servers, one or more remote controllers, 
one or more player devices, and/or other network nodes, and 
may be capable of relaying communications to and from 
each. 

0038. The term “user terminal” and “remote controller” 
shall be synonymous and may refer to any device that may 
communicate with one or more casino servers, one or more 
gaming devices, one or more third-party service provider 
servers, one or more player devices, and/or other network 
nodes. User terminals may, for example, include personal 
computers, laptop computers, handheld computers, tele 
phones, kiosks, automated teller machines, gaming devices, 
game consoles, and/or vending machines. They may include 
facilities to support secure communications using encryp 
tion or the like. 

0039. The terms “player device” and “user device' shall 
be synonymous and may refer to any device owned or used 
by a user or consumer capable of accessing and/or display 
ing online and/or offline content. Player devices may com 
municate with one or more casino servers, one or more 
gaming devices, one or more third-party service provider 
servers, one or more user terminals, and/or other network 
nodes. In some embodiments, player devices may, for 
example, include gaming devices, personal computers, per 
Sonal digital assistants, point-of-sale terminals, point of 
display terminals, kiosks, telephones, cellular phones, auto 
mated teller machines (ATMs), pagers, and combinations of 
Such devices. 

0040. The term “input device' may refer to a device that 
is used to receive an input. An input device may commu 
nicate with or be part of another device such as a point of 
sale terminal, a point of display terminal, a user terminal, a 
server (e.g., a pressure sensor in a 'spin' button on a gaming 
device), a player device, 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, a computer keyboard, a 
point-of-sale terminal keypad, a touch-screen, a micro 
phone, 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 thermometer, a pressure sensor, and a weight 
scale. 

0041. The term “output device' may refer to a device that 
is used to output information. An output device may com 
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municate with or be part of another device (e.g., a gaming 
device, a point of sale terminal, a point of display terminal, 
a player device, a casino device, a controller, etc.). Some 
examples of output devices include: a cathode ray tube 
(CRT) monitor, liquid crystal display (LCD) screen, light 
emitting diode (LED) screen, a printer, an audio speaker, an 
infra-red transmitter, a radio transmitter. 
0042. The terms “I/O device' and “input/output device' 
shall be synonymous and may refer to any combination of 
input and/or output devices. 
0043. 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 casino player. 
Typically player tracking cards may be accessed by gaming 
devices and magnetic card readers operated by casino staff. 
The information stored on the player tracking card may 
include identifying information, as well as financial infor 
mation, such as a number of gambling credits remaining. 
The card may be machine readable, for example, by a 
gaming device. According to some embodiments of the 
present invention, a player tracking card may store player 
and/or membership and/or player preference information. In 
Some embodiments, player tracking cards merely store a 
pointer to information stored on a server. 
0044) The term “gross winnings’ may refer to a players 
total winnings for a session or time period, without regard to 
the amounts wagered during the session. 
0045. The term “net winnings' may refer to a players 
total winnings for a session or time period, less the total 
amount wagered during that time period. 
0046) The term “parameter may refer to a physical 
characteristic of a gaming device, its displayed text or 
graphics, its emitted Sounds, or any aspect of the way in 
which a gaming device operates. For example, the amount of 
time the gaming device allows its reels to spin after a single 
handle pull is a parameter of the gaming device. The 
sensitivity of a button of the gaming device is another 
parameter. A third parameter is the volume at which the 
gaming device produces sound. A 'game play' parameter 
may refer to a parameter related to a characteristic of a 
gaming device specific to the experience of playing the 
game of the gaming device. For example, the pace of the 
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. 
0047 The terms "session.”gaming session,”“gambling 
session,” and play session' shall be synonymous and may 
refer to a series of plays at one gaming device, a series of 
plays at multiple gaming devices, and/or a continuous period 
of time spent gambling in a casino. 
0048. The terms “products,”“goods,”“merchandise.” and 
'services' 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, 
lease, or licensing including packages of products, Subscrip 
tions to products, contracts, information, services, and intan 
gibles. 

0049. The term “merchant may refer to an entity who 
may offer to sell, lease, and/or license one or more products 
to a consumer (for the consumer or on behalf of another) or 
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to other merchants. For example, merchants may include 
sales channels, individuals, agents, companies, manufactur 
ers, distributors, direct sellers, re-sellers, and/or retailers. 
Merchants may transact out of buildings including stores, 
outlets, malls, casinos, and warehouses, and/or they may 
transact via any number of additional methods including 
mail order catalogs, vending machines, online web sites, 
and/or via telephone marketing. Note that a producer or 
manufacturer may choose not to sell to customers directly 
and in Such a case, a retailer may serve as the manufacturers 
or producer's sales channel. 
0050. The terms “guaranteed payment,”“payment,” and 
'guaranteed payout’ shall be synonymous and may refer to 
a payment provided by a gaming device that is independent 
of the particular outcomes achieved by the gaming device. 
A guaranteed payment may typically be paid according to a 
predetermined schedule, and may be paid to any player who 
meets predetermined criteria for receiving the payment 
during the period prior to paying the scheduled payment. 
The payment may be in the form of cash, credits, tokens, or 
other consideration. 

0051. The term "scheduled payment may refer to a 
guaranteed payment that is to occur at a particular time, or 
on a recurring basis at a predictable time (e.g., every hour on 
the hour). 
0.052 The terms “outcome-dependent payout' and “con 
ventional payout' shall be synonymous and may refer to 
payments provided by a gaming device that are of random 
sizes and/or that occur at random times due to the random 
nature of outcomes upon which the are based. For example 
the outcome “BAR-BAR-BAR may be associated with the 
“outcome dependent payout of S10, wherein the outcome 
dependent payout is made only during the random times 
when the outcome “BAR-BAR-BAR’ is generated. An 
outcome dependent payout may thus be contrasted with a 
guaranteed payment, which may be of a predictable size and 
which may occur at a predictable time. 
0053) The term “synchrony” may refer to the state of 
multiple gaming devices when all provide guaranteed pay 
ments at the same time, or on the same schedule. 

0054 The term “tax, when used as a noun, may refer to 
a rule or set of rules for collecting money from a player 
and/or for withholding money from a player at a gaming 
device. According to one exemplary tax, a gaming device 
retains one coin of any payout won by the player when the 
payout is four coins or more. 
0055. The term “tax,” when used as a verb may refer to 
the act of applying the rules of a tax, i.e. to collect money 
from a player, or withhold money from a player at a gaming 
device. 

B. System 

0056. An example embodiment of the system 100A of the 
present invention is depicted in FIG. 1A. The system 100A 
according to some embodiments of the present invention 
may include a casino server 102 (an example of which is 
depicted in FIG. 2) in one or two-way communication with 
one or more gaming devices 104, 106, 108 (an example of 
which is depicted in FIG. 3) via a network such as, for 
example, the Internet or via another communications link. 
Although not pictured, other casino devices besides gaming 
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devices 104,106, 108 may be connected to the casino server 
102. Likewise, servers of other casinos and other establish 
ments may be in direct or indirect communication with the 
casino server 102. 

0057. In operation, the casino server 102 may function 
under the control of a casino, a merchant, or other entity that 
may also control use of the gaming devices 104, 106, 108. 
For example, the casino server 102 may be a server in a 
merchant’s network. In some embodiments, the casino 
server 102 may also be a merchant's server. 
0.058 Referring to FIG. 1B, an alternative system 100B 
according to some other embodiments of the present inven 
tion further includes one or more third-party servers 110. A 
third-party server 110 may also be in one or two-way 
communication with the casino server 102. However, as 
shown in the embodiment depicted in FIG. 1B, the third 
party server 110 may be disposed between the casino server 
102 and gaming devices 112, 114. Alternatively (not pic 
tured), the third-party server 110 may be disposed between 
the casino server 102 and casino servers of other casinos. 

0059) The primary difference between the two alternative 
embodiments depicted in FIGS. 1A and 1B is that the 
embodiment of FIG. 1B includes the third-party server 110 
which may be operable by an entity distinct and/or physi 
cally remote from the entity operating the casino server 102. 
In operation, the third-party server 110 may perform the 
methods of the present invention by sending signals to the 
casino server 102 to be relayed to the gaming devices 104. 
106, 108. For example, a marketing company may operate 
the third-party server 110 to direct gaming devices 104,106, 
108, 112, and 114 to provide synchronized payments, all at 
a particular time that is significant for the marketing com 
pany (e.g., at a time that represents the opening time of a 
business being promoted by the marketing company. In the 
embodiment of FIG. 1A, the functions of the third-party 
server 110 may be consolidated into the casino server 102. 
0060 An additional difference between these two 
embodiments relates to the physical topology of the systems 
100A and 100B. In both of the depicted embodiments, each 
node may securely communicate with every other node in 
the system 100A, 100B via, for example, a virtual private 
network (VPN). Thus, all nodes may be logically connected. 
However, the embodiment depicted in FIG. 1B allows the 
third-party server 110 to optionally serve as a single gateway 
between the nodes 102, 104, 106, 108 that will typically be 
under the control of a casino (and players within the casinos 
location) and the other nodes in the system 100B, i.e., nodes 
112, 114 that may be operated by players outside of the 
casinos location. In some embodiments of the present 
invention, the centralization, security, and control that natu 
rally results from this topology is useful in operating, 
maintaining, and monitoring use of the system 100B. 

0061. In both embodiments pictured in FIGS. 1A and 1B, 
communication between the casino server 102, the gaming 
devices 104, 106, 108, (112, 114), and/or the third-party 
server 110, may be direct and/or via a network such as the 
Internet. 

0062) Referring to both FIGS. 1A and 1B, each of the 
casino server 102, (the third-party server 110 of FIG. 11B), 
and the gaming devices 104, 106, 108, (112, 114) may 
comprise, for example, computers, such as those based on 
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the Intel(R) Pentium(R) processor, that are adapted to commu 
nicate with each other. Any number of third-party servers 
110, external casino servers (not pictured), and/or gaming 
devices 104, 106, 108, (112, 114) may be in direct or 
indirect, one or two-way communication with the casino 
server 102. The third-party server 110, the casino server 102. 
and/or the gaming devices 104, 106, 108, (112, 114) may 
each be physically proximate to each other or geographically 
remote from each other. The third-party server 110, the 
casino server 102, and/or the gaming devices 104,106, 108, 
(112, 114) may each include input devices and output 
devices. 

0063 As indicated above, communication between the 
casino server 102, the third-party server 110, and the gaming 
devices 104, 106, 108, (112, 114) may be direct or indirect, 
such as over an Internet Protocol (IP) network such as the 
Internet, an intranet, or an extranet through a web site 
maintained by the casino server 102 (and/or the third-party 
server 110) on a remote server or over an online data 
network including commercial on-line service providers, 
bulletin board systems, routers, gateways, and the like. In 
Some embodiments, the nodes may communicate with each 
other over local area networks including Ethernet, Token 
Ring, FDDI Full Duplex Technology (FFDT), and the like, 
radio frequency communications, infrared communications, 
microwave communications, cable television systems, sat 
ellite links, Wide Area Networks (WAN), Asynchronous 
Transfer Mode (ATM) networks, Public Switched Telephone 
Network (PSTN), other wireless networks, and the like. 
0064. Those skilled in the art will understand that devices 
in communication 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 or months at a time. 

0065. The casino server 102 (and/or the third-party server 
110) may function as a “Web server that presents and/or 
generates Web pages which are documents stored on Inter 
net-connected computers accessible via the World Wide 
Web using protocols such as, e.g., the hyper-text transfer 
protocol (“HTTP). Such documents typically include one 
or more hyper-text markup language (“HTML') files, asso 
ciated graphics, and script files. A Web server allows com 
munication with the casino server 102 in a manner known in 
the art. The gaming devices 104, 106, 108, (112, 114) may 
use a web browser, such as NAVIGATORR) published by 
NETSCAPE(R) for accessing HTML forms generated or 
maintained by or on behalf of the casino server 102 and/or 
the third-party server 110. 

0.066 As indicated above, any or all of the casino server 
102, the third-party server 110, and/or the gaming devices 
104, 106, 108, (112, 114) may include or be part of, e.g., 
processor based cash registers, telephones, interactive voice 
response (IVR) systems such as the ML400-IVR designed 
by MISSING LINK INTERACTIVE VOICE RESPONSE 
SYSTEMS, cellular/wireless phones, vending machines, 
pagers, gaming devices including slot machines, personal 
computers, portable types of computers, such as a laptop 
computer, a wearable computer, a palm-top computer, a 
hand-held computer, a Smart card, and/or a Personal Digital 
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Assistant (PDA). Further details of the casino server 102. 
the third-party server 110, and the gaming devices 104,106, 
108, (112, 114) are provided below with respect to FIGS. 2 
through 5. 

0067. As indicated above, in some embodiments of the 
invention, the casino server 102 (and/or the third-party 
server 110) may include gaming devices 104,106, 108, (112. 
114). In addition, the casino server 102 may communicate 
with users directly instead of through the gaming devices 
104,106, 108, (112, 114). Although not pictured, the casino 
server 102, the third-party server 110, and/or the gaming 
devices 104, 106, 108, (112, 114) may also be in commu 
nication with one or more consumer and/or merchant credit 
institutions to effect currency transactions and may do so 
directly or via a secure financial network such as the Fedwire 
network maintained by the United States Federal Reserve 
System, the Automated Clearing House (ACH) Network, the 
Clearing House Interbank Payments System (CHIPS), or the 
like. 

0068. In operation, the gaming devices 104, 106, 108, 
(112, 114) and/or the third-party server 110 may exchange 
information about times during which two or more gaming 
devices will provide guaranteed payments, the sound effects 
that will be produced by two or more gaming devices when 
providing guaranteed payments, about the visual effects that 
will be produced by two or more gaming devices, and so on. 
In embodiments with a third-party server 110, the casino 
server 102 and/or the gaming devices 104, 106, 108, (112. 
114) may exchange information about the times, Sound 
effects, and/or the visual effects, etc., via the third-party 
server 110. The gaming devices 104, 106, 108, (112, 114) 
may for example, provide information related to a particular 
time at which the respective gaming devices will provide a 
guaranteed payment. 
C. Devices 

0069 FIG. 2 is a block diagram illustrating details of an 
example of the casino server 102 of FIGS. 1A and 1B 
(and/or an example of a third-party server 110 of FIG. 1B). 
The casino server 102 is operative to manage the system 
100A, 100B and execute the methods of the present inven 
tion. The casino server 102 may be implemented as one or 
more system controllers, one or more dedicated hardware 
circuits, one or more appropriately programmed general 
purpose computers, or any other similar electronic, mechani 
cal, electro-mechanical, and/or human operated device. For 
example, in FIG. 1B, the casino server 102 is depicted as 
being in communication with a third-party server 110. In the 
embodiment of FIG. 1B, these two servers may provide the 
same functions as the casino server 102 alone in the embodi 
ment of FIG. 1A. 

0070 The casino server 102 (and/or the third-party server 
110) may include a processor 200, such as one or more 
Intel(R) Pentium(R) processors. The processor 200 may 
include or be coupled to one or more clocks or timers (not 
pictured) and one or more communication ports 202 through 
which the processor 200 communicates with other devices 
such as the gaming devices 104,106, 108, (112, 114) and/or 
the third-party server 110. The processor 200 is also in 
communication with a data storage device 204. The data 
storage device 204 may include any appropriate combina 
tion of magnetic, optical and/or semiconductor memory, and 
may include, for example, additional processors, communi 
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cation ports, Random Access Memory (“RAM), Read-Only 
Memory (“ROM), a compact disc and/or a hard disk. The 
processor 200 and the storage device 204 may each be, for 
example: (i) located entirely within a single computer or 
other computing device; or (ii) connected to each other by a 
remote communication medium, Such as a serial port cable, 
a LAN, a telephone line, radio frequency transceiver, a fiber 
optic connection or the like. In some embodiments for 
example, the casino server 102 may comprise one or more 
computers (or processors 200) that are connected to a remote 
server computer operative to maintain databases, where the 
data storage device 204 is comprised of the combination of 
the remote server computer and the associated databases. 
0071. The data storage device 204 stores a program 206 
for controlling the processor 200. The processor 200 per 
forms instructions of the program 206, and thereby operates 
in accordance with the present invention, and particularly in 
accordance with the methods described in detail herein. The 
present invention may be embodied as a computer program 
206 developed using an object oriented language that allows 
the modeling of complex systems with modular objects to 
create abstractions that are representative of real world, 
physical objects and their interrelationships. However, it 
would be understood by one of ordinary skill in the art that 
the invention as described herein can be implemented in 
many different ways using a wide range of programming 
techniques as well as general purpose hardware systems or 
dedicated controllers. The program 206 may be stored in a 
compressed, uncompiled and/or encrypted format. The pro 
gram 206 furthermore may include program elements that 
may be generally useful. Such as an operating system, a 
database management system and device drivers for allow 
ing the processor 200 to interface with computer peripheral 
devices. Appropriate general purpose program elements are 
known to those skilled in the art, and need not be described 
in detail herein. 

0072 Further, the program 206 is operative to execute a 
number of invention-specific, objects, modules and/or Sub 
routines which may include (but are not limited to) one or 
more routines to identify a player at a gaming device 104. 
106, 108, (112, 114); one or more routines to receive 
information about a user, one or more routines to establish 
a synchronized group of gaming device 104,106, 108, (112. 
114); one or more routines to form and register a group and 
associate players with the group; one or more routines to 
facilitate and control communications between gaming 
devices 104,106, 108, (112, 114) and/or a third-party server 
110; one or more routines to make hourly payments or 
synchronized payments, 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, group data, gaming devices 
104,106, 108, (112, 114), and awarding prizes. Examples of 
these routines and their operation are described in detail 
below in conjunction with the flowchart depicted in FIGS. 
11 through 13. 
0073. According to some embodiments of the present 
invention, the instructions of the program 206 may be read 
into a main memory of the processor 200 from another 
computer-readable medium, such from a ROM to a RAM. 
Execution of sequences of the instructions in the program 
206 causes processor 200 to perform the process steps 
described herein. In alternative embodiments, hard-wired 
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circuitry or integrated circuits may be used in place of, or in 
combination with, software instructions for implementation 
of the processes of the present invention. Thus, embodi 
ments of the present invention are not limited to any specific 
combination of hardware, firmware, and/or software. 
0074. In addition to the program 206, the storage device 
204 is also operative to store (i) a player database 208, and 
(ii) gaming device database 210. The databases 208 and 210 
are described in detail below and example structures are 
depicted with Sample entries in the accompanying FIG.S. As 
will be understood by those skilled in the art, the schematic 
illustrations and accompanying descriptions of the sample 
databases presented herein are exemplary 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 in total five 
separate databases are illustrated (including two on the 
casino server 102 and three on a gaming device 104), the 
invention could be practiced effectively using one, two, 
three, four, six, or more 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 the data types of the 
present invention and likewise, object methods or behaviors 
can be used to implement the processes of the present 
invention. These processes are described below in detail 
with respect to FIGS. 11 through 13. 
0075 Turning to FIG. 3, a block diagram depicting an 
example of a gaming device 104 may include a processor 
300 coupled to a communications port 302, a data storage 
device 304 that stores a gaming device program 306, a 
display screen 308, a player tracking card reader 310, and/or 
a player input device 312. In addition to the gaming device 
program 306, the storage device 304 is also operative to 
store (i) a current session database 314, (ii) a proration 
database 316, and (iii) a guaranteed payment size database 
318. In embodiments in which, for example, the casino 
server 102 serves/controls multiple casinos operated by 
different entities, a casino may wish to have a local copy of 
the portions of the casino server's databases 208, 210 that 
include entries related to that casino on the gaming device 
104 and exclude other casinos access to that casino's 
information. Thus, in Some embodiments of a gaming device 
104 according to the present invention there may be 
included local copies of some portions of the databases 208, 
210. Such a redundant configuration may provide enhanced 
system performance by reducing network communications. 
0076 A gaming device program 306 may include one or 
more routines to respond to requests from other gaming 
devices 106, 108, (112, 114) for group data and performance 
information. In other words, a local copy of a portion of the 
user database (not pictured) may provide the gaming device 
program 306 with access to information about specific 
players. Such a distributed configuration may provide 
enhanced system security by allowing different casinos to 
store and maintain their own databases. In some embodi 
ments, local copies of the databases are not stored on the 
gaming devices 104, 106, 108, (112, 114) and instead, the 
gaming device program 306 accesses the player database 
208 and the gaming device database 210 stored and main 
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tained on the casino server 102. Likewise, in some embodi 
ments, the databases may only exist on a third-party server 
110 and thus, both the casino server 102 and the gaming 
devices 104, 106, 108, (112, 114) access the third-party 
server 110 for the data. 

0077 Turning to FIGS. 4 and 5, illustrations of an 
example of the exterior of a gaming device 104 according to 
Some embodiments of the present invention are depicted. In 
Some embodiments, the player input device 314 may include 
a coin slot 402, “bet” buttons 404, handle 406, spin button 
407, and a player tracking card reader 422. Coin slot 402 
may function receive currency with which a player may 
place wagers. “Bet” buttons 404, including a “bet 1' button, 
a “bet 2 button, and a “bet 3' button, may allow a player 
to vary the size of his wager for a given game from one coin 
to three coins by pressing the appropriate button. Handle 406 
may allow a player, by pulling said handle, to initiate the 
spinning of reels 408. The spin button 407 may also allow 
a player to initiate the spinning of the reels. The player 
tracking card reader may 422 may be operable to receive a 
tracking card from the player and to thereby identify a 
player, and to transmit information about the player to for 
example, the casino server 102 where player information 
may be tracked. Reels 408 may be physical or mechanical, 
and may display symbols such as those indicated at 410. 
Display Screen 400 may display various messages to a 
player. In FIG. 5, display screen 400 indicates a pay table 
and a credit balance, among other things. Sign 418 adver 
tises a feature of gaming device 104, namely, that gaming 
device 104 provides a “50 Guaranteed Hourly Bonus.” 
Other features illustrated in FIGS. 4 and 5 will be described 
further herein. 

D. Databases 

0078. As indicated above, it should be noted that 
although the example embodiment depicted in FIGS. 2 and 
3 include five particular databases stored in storage devices 
204 and 304, other database arrangements may be used 
which would still be in keeping with the spirit and scope of 
the present invention. In other words, the present invention 
could be implemented using any number of different data 
base files or data structures, as opposed to the five depicted 
in FIGS. 2 and 3. Further, the individual database files could 
be stored on different devices (e.g., located on different 
storage devices in different geographic locations, such as on 
a server). Likewise, the programs 206, 306 could also be 
located remotely from the storage devices 204, 304 and/or 
on another server. As indicated above, the programs 206, 
306 may include instructions for retrieving, manipulating, 
and storing data in the databases 208,210, 308, 310, 312, as 
may be useful in performing the methods of the invention as 
will be further described below. 

0079 Turning to FIG. 6, a tabular representation of an 
embodiment of a player database 208 according to some 
embodiments of the present invention is illustrated. This 
particular tabular representation of a player database 208 
includes three sample records or entries, each of which 
pertains to a different player. Example database 208 contains 
four fields for each record. The four fields are labeled with 
reference numerals 605, 610, 615, and 620. Each field 
corresponds to a different piece of information about a 
player. 
0080. In one or more embodiments, a casino may employ 
a player database 208 such as that of FIG. 6 in order to keep 
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track of information about customers of the casino. Such 
information may be valuable for various interactions with 
players. In database 208, each player is tracked using a 
player identifier 605. The next field in database 208 is for the 
player's name 610. Storing a player's name allows the 
casino to personalize any contact it has with the player, and 
to make the player feel as if the casino is providing him with 
individual attention. Field 615 of database 208 stores player 
contact information. Player contact information may be 
valuable if the casino wishes to contact a player about 
upcoming events or promotions at the casino. Field 620 of 
database 208 stores payment information for each record or 
entry. Payment information may be valuable in receiving 
payments from a player. For example, a casino may allow a 
player to quickly reserve a hotel room at the casino without 
the hassle of writing a check, or of Swiping a credit card. The 
casino may simply charge the financial account on file for 
the player under for example, the payment information 620 
field of the player database 208. 
0081. The example player database 208 depicted in FIG. 
6 provides example data to illustrate the meaning of the 
information stored in this database embodiment. Three 
example entries are provided. In the first example entry, the 
player is identified by player identifier “P-123-45678. The 
player's name is “John Smith'. Contact information for John 
Smith includes an email address, smith(a)aol.com'. Pay 
ment information for John Smith includes a “Visa’ account, 
with account number 2222-1111-3333-4444. In the second 
exemplary entry, player “P-234-56789” is named "Ann 
Brown'. Ann Brown's contact information includes email 
address “abrown(a)mail.com” and phone number “(444) 
555-6666. Ann Brown's payment information includes the 
account number "666-22-1111 for her bank account at “Big 
Bank” in “Big City, USA'. In the third exemplary entry, the 
player identified by “P-345-67890” is named Mary Jones. 
Contact information for Mary Jones includes an address at 
“3 Main St. Small Town, USA'. There is no entry under the 
payment information field 620 for Mary Jones, indicating 
that there is no payment information on file for Mary Jones. 
0082 Referring now to FIG. 7, the gaming device data 
base 210 of FIG. 2 is described in greater detail. FIG. 7 
contains information about various gaming devices con 
tained within a casino. However, it should be noted that in 
one or more embodiments, the gaming devices described in 
database 210 of FIG. 7 need not all reside in one casino. 
Database 210 includes four exemplary records or entries, 
each corresponding to a single gaming device. Database 210 
also includes six fields indicated by reference numerals 705, 
710, 715, 720, 725, and 730. Each field reveals a different 
type of information about corresponding gaming devices. 
The information contained within database 210 may be 
important for practicing one or more embodiments of the 
invention. For instance, casino server 102 may, in accor 
dance with some embodiments, synchronize the times at 
which two or more gaming devices 104, 106, 108 provide a 
payment. Accordingly, database 210 may store times at 
which one or more gaming devices are to provide payments. 
The casino server 102 may ensure that scheduled times 
match for two gaming devices 104, 106 that are to make 
payments at the same time. Various embodiments will be 
described in greater detail below. 
0083) The example player database 210 depicted in FIG. 
7 provides example data to illustrate the meaning of the 
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information stored in this database embodiment. Four 
example entries are provided. Field 705 contains an identi 
fier for each respective gaming device. Field 710 stores a 
name of the game featured on each respective gaming 
device. Field 715 stores the number of the bank of machines 
on which each respective gaming device is located. For 
example, a casino may contain a plurality of banks of 
machines. Each bank may be a single cluster of gaming 
devices, with anywhere from, for example, 2 to 20 gaming 
devices within the bank. Each bank may contain gaming 
devices of similar theme, of similar coin denomination, of 
similar exterior design, and so on. However, there need not 
necessarily be similarity between gaming devices within a 
bank of machines. Each bank of machines may have a 
corresponding number for reference purposes. Such a num 
ber may be used on charts describing the layout of the casino 
floor. Thus, for example, a bank number may server as a 
convenient way for locating a gaming device on the casino 
floor. Furthermore, gaming devices with like bank numbers 
may be assumed to lie within the same bank of gaming 
devices, and may thereby be assumed to lie within proximity 
to one another. The relative proximity of two or more 
gaming devices may be relevant to one or more embodi 
ments of the present invention. Field 720 of database 210 
stores a position within a bank of machines for each respec 
tive gaming device. A position number may likewise serve 
as a convenient way for discerning the location of a gaming 
device within a bank of machines. For instance, a first 
gaming device may be said to occupy position 1, a second 
gaming device to occupy position 2, and so on. Presumably, 
gaming devices 104, 106, 108 associated with consecutive 
position numbers are adjacent or at least proximate to one 
another on a casino floor. 

0084) Field 725 of database 210 contains a time to make 
a guaranteed payment for each respective gaming device. As 
will be apparent, field 725 for any given record need not 
contain only a single time. For example, field 725 for the 
record corresponding to the gaming device "G1111” con 
tains “every hour on the hour. Thus, gaming device 
“G1111 is scheduled to make a guaranteed payment every 
hour on the hour. Field 730 of database 210 stores sound 
effects to be produced by each respective gaming device. 
Each gaming device may, for example, produce Sound 
effects at a time when it is scheduled to make a guaranteed 
payment. 
0085. Referring now to the first example record of data 
base 210, gaming device “G1111 allows a player to play the 
“Wild Fruit Craze” game. Gaming device “G1111” is located 
in “bank #10 at “position #3”. “G1111” is scheduled to 
make a guaranteed payment “every hour on the hour and to 
produce Sound effects of “coins dropping.” Gaming device 
“G.2222 allows a player to play the “Lucky Days are Here 
Again” game. It is located on “bank #3 at “position 
#5.”“G.2222 is scheduled to make a guaranteed payment 
“every half hour, on the half hour and to play the “Happy 
Days Tune' as sound effects. Gaming device “G3333 
allows a player to play the “Jacks or Better Poker' game. It 
is located on “tank #3 at “position #6.”“G3333” is sched 
uled to make a guaranteed payment "10 minutes and 40 
minutes past every hour and to produce sound effects of 
“bells and coins dropping.” Gaming device “G4444' allows 
a player to play the “Lucky Days are Here Again game. It 
is located on “bank #3 at “position #7.”“G4444” is sched 
uled to make a guaranteed payment “every half hour, on the 
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half hour and to play the “Happy Days Tune' as sound 
effects. Note that gaming devices G.2222. G3333, and G4444 
are all located in the same bank of machines, and all occupy 
adjacent positions. 

0086) Referring now to FIG. 8, the current session data 
base 314 of FIG. 3 is described in greater detail. FIG. 8 
contains information about an exemplary player session at a 
gaming device. Information about a player session may be 
useful in one or more embodiments of the present invention. 
For instance, one or more embodiments require that a player 
make a certain number of handle pulls within the hour prior 
to a scheduled payment in order for the player to be eligible 
to receive the payment. Thus, by tracking the handle pulls 
made by a player in database 314, a gaming device may 
determine whether the player is eligible to receive a guar 
anteed payment. 
0087. The example current session database 314 depicted 
in FIG. 8 provides example data to illustrate the meaning of 
the information stored in this database embodiment. Four 
example entries are provided. Each entry corresponds to a 
single pull at a gaming device. In addition, ten fields are 
provided. Three of the fields, fields 805, 810, and 815, are 
summary fields for the database. Seven of the fields, fields 
820, 825, 830, 835, 840, 845, and 850, are fields that store 
information corresponding to each respective record or 
entry. Field 805 stores a session identifier. The session 
identifier may provide a single identifier by which the 
gaming device or casino server may categorize and refer to 
the activities performed within a playing session. A session 
may include, for example, the time interval during which a 
player engages in play at a gaming device on a reasonably 
consistent basis (e.g., with gaps between handle pulls of no 
more than 2 minutes). Activities performed during a playing 
session may include making one or more handle pulls, 
inserting or withdrawing a player tracking card, inserting or 
withdrawing currency, and so on. The database 314 tracks 
various activities associated with individual handle pulls. 
Such activities will be described further herein with refer 
ence to the other fields of database 314. The exemplary 
session identifier illustrated in database 314 is “S1122. 

0088 Field 810 stores a time at which a session began. 
Such a time may correspond, for example, to a time when a 
player made his first handle pull at a gaming device (at least 
within the last e.g., 2 minutes). The exemplary time started 
illustrated in database 314 is “12:14. Field 815 Stores a tax 
applicable to the particular session. Taxes are described 
more fully below. However, it may be noted that taxes 
govern a mechanism for collecting value from a player. The 
value collected in taxes may later be returned to the player 
in the form of a guaranteed payment. In particular, the tax 
applicable described in field 815 may govern the amount to 
be collected from a player on any given handle pull, an 
amount which may be stored under field 850, to be described 
shortly. The exemplary tax applicable illustrated in database 
314 is “second consecutive win is a push.” Such a tax may 
indicate that, if a player wins a second payout on the handle 
pull after having won a first payout, then the second handle 
pull is treated as a push. With a push, the player has his 
wager returned, but does not receive the full amount of the 
payout if the amount of the payout exceeds the amount of the 
wager. Thus, the exemplary tax collects value from a player 
by collecting money from payouts that follow a winning 
payout. 
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0089 Field 820 of database 314 contains a spin identifier. 
The spin identifier assigns a label, for tracking purposes, to 
each handle pull, or 'spin', made by a player during the 
Session described in field 805. Field 825 stores a time at 
which a spin is made for each respective spin. Field 830 
stores an amount wagered for each respective spin. Field 835 
stores an outcome for each respective spin. Field 840 stores 
a payout corresponding to each respective outcome 
described in field 835. Field 845 stores an amount paid of 
each respective payout described in field 840. Note that the 
full amount of a payout described in field 840 need not be 
paid to a player. In particular, a full amount of a payout need 
not be paid if a portion of the payout is withheld as taxes. 
Field 850 stores an amount withheld of a respective payout 
described in field 840. The amount withheld may be gov 
erned by the tax applicable stored in field 815. In general, for 
a particular record, the Sum of the amounts stored in fields 
845 and 850 is equal to the amount stored in field 840. This 
is because the payout of an outcome 840 may be divided into 
an amount paid to a player 845, and an amount withheld 850. 
0090 Referring now to the first example record of data 
base 314, spin “1” was made at time “12:14:34.” The 
amount wagered for spin “1” was “S1. The outcome of spin 
“1” was “bar-lemon-bell.” The payout for the outcome 
“bar-lemon-bell' was “SO.' The amount paid of the payout 
was “S0.” The amount withheld from the payout was “S0.” 
The amount wagered for spin “2 was “S 1. The outcome 
of spin '2' was “cherry-bar-bar. The payout for the out 
come “cherry-bar-bar” was "S2.” The amount paid of the 
payout was “S2. The amount withheld from the payout was 
“S0.” The amount wagered for spin “3” was “S1.” The 
outcome of spin '3” was "orange-orange-orange.” The pay 
out for the outcome "orange-orange-orange' was “S10. The 
amount paid of the payout was “S1. The amount withheld 
from the payout was “S9. Note that spin '3' is the only 
illustrated spin for which the tax applicable results in a 
positive amount being withheld. Since spin '2' was a 
winning spin (since there was a payout of S2), and since spin 
“3” was a winning spin (since there was a payout of S10), 
the “second consecutive win is a push’ tax applies. There 
fore, rather than receiving the full payout, the player only 
receives his wager of S1 back. Correspondingly, S9 is 
withheld in taxes. The amount wagered for spin “N was 
“S3”. The outcome of spin “N” was “plum-lemon-bar. The 
payout for the outcome “plum-lemon-bar was “SO. The 
amount paid of the payout was “SO’. The amount withheld 
from the payout was “SO. 
0091 Referring now to FIG. 9, the proration database 
316 of FIG. 3 is described in greater detail. FIG. 9 illustrates 
an exemplary relationship describing the percentage of a 
guaranteed payment to be provided to a player as a function 
of the time at which a player began play at a gaming device 
104. One or more embodiments of the present invention 
provide a guaranteed payment to a player who has played at 
a gaming device 104 for a predetermined amount of time 
prior to the time of a scheduled payment. For example, a 
player who has played for the entire hour preceding the time 
of a guaranteed payment may be eligible to receive the 
guaranteed payment at the time when it is scheduled to be 
provided. However, one or more embodiments may also 
allow a player who has played for less than the predeter 
mined amount of time to receive a percentage of the guar 
anteed payment. For example, a player who has played for 
the half an hour preceding the time of a guaranteed payment 
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may be eligible to receive 50% of the guaranteed payment. 
Therefore, one function of a database such as database 316 
maybe to establish a percentage of a guaranteed payment to 
be provided to a player depending on the time at which a 
player began playing at a gaming device 104. 
0092. The example proration database 316 depicted in 
FIG. 9 provides example data to illustrate the meaning of the 
information stored in this database embodiment. Five 
example entries are provided. Each entry corresponds to a 
range of times during which a player may have begun his 
playing session at a gaming device. Additionally, two fields 
are provided, indicated by reference numerals 905 and 910. 
The first field 905 indicates, for each respective entry, the 
range of times at which a player may have begun play at a 
gaming device. The range is indicated in terms of “minutes 
past the hour'. Presumably, in these example embodiments, 
the guaranteed payment is made every hour on the hour. 
Thus, a player who has begun play at "O-10 minutes past 
the hour, as illustrated in field 905 of the first entry, will have 
played anywhere from fifty to sixty minutes by the time of 
the next guaranteed payment. It should be understood how 
ever, that database 316 does not require that a guaranteed 
payment be made on the hour. Field 910 indicates, for each 
respective entry, a percentage of the guaranteed payment to 
be made. For example, if the guaranteed payment is S30, and 
the percentage of the guaranteed payment to be paid is 75% 
(as indicated in field 910 for the second entry), then the 
player may receive a payment of 75% of S30, or S22.50. 
0093. Referring now to the first example record of data 
base 316, a player who has begun play anywhere from 
“0-10 minutes past the hour (e.g., past 8:00 or past 3:00) 
may be eligible to receive 100% of a guaranteed payment (to 
be made e.g., at 9:00 or 4:00). Referring to the second 
example record, a player who has begun play anywhere from 
“10-15' minutes past the hour may be eligible to receive 
75% of a guaranteed payment. Referring to the third 
example record, a player who has begun play anywhere from 
“15-30 minutes past the hour may be eligible to receive 
50% of a guaranteed payment. Referring to the fourth 
example record, a player who has begun play anywhere from 
“30-50 minutes past the hour may be eligible to receive 
25% of a guaranteed payment. Referring to the fifth example 
record, a player who has begun play anywhere from “50-60 
minutes past the hour may be eligible to receive 100 of a 
guaranteed payment. However, Such a guaranteed payment 
will be “paid the following hour.” For example, if a player 
begins play at 8:55, then the player may receive 100% of a 
guaranteed payment, but not of a payment scheduled for 
9:00. Rather the player may receive 100% of a payment 
scheduled for 10:00. It should be noted that, in one or more 
embodiments, it may be assumed that not only does a player 
begin play at for example, five minutes past the hour, but 
also continues playing up until the time of a guaranteed 
payment. Otherwise, the player may not receive the guar 
anteed payment, in some embodiments. 
0094) Referring now to FIG. 10, the guaranteed payment 
amount database 318 of FIG. 3 is described in greater detail. 
FIG. 10 illustrates an exemplary relationship describing the 
amount of a guaranteed payment to be provided to a player 
as a function of both the player's average wager size and as 
a function of the number of handle pulls made by the player. 
Although not indicated in the database 318, a particular time 
frame may be assumed, in one or more embodiments. For 
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example, database 318 may describe the amount of a guar 
anteed payment as a function of an average bet made, and a 
number of handle pulls completed over the course of an 
hour-long period preceding the time of a guaranteed pay 
ment. One or more embodiments of the present invention 
may require that a player meet certain eligibility criteria in 
order to obtain a guaranteed payment of a certain amount. 
Such eligibility criteria may include the player's having 
completed a certain number of handle pulls, or having made 
wagers of a certain average size. A database Such as database 
318 may, in one or more embodiments, codify such criteria 
for reference by gaming device 104 in determining the size 
of a guaranteed payment to be made to a player. 
0.095 The example guaranteed payment amount database 
318 depicted in FIG. 10 provides example data to illustrate 
the meaning of the information stored in this database 
embodiment. Three summary fields are provided, with ref 
erence numerals 1005, 1010, and 1040. Field 1005, labeled 
“Guaranteed Payment Amount', indicates that data stored 
within database 318 corresponds to the amount of a guar 
anteed payment corresponding to the particular criteria 
indicated by other fields, to be described shortly. Field 1010, 
labeled “Number of Handle Pulls Made', is a summary field 
indicating one of the criteria used to determine the guaran 
teed payment amounts. Fields 1015, 1020, 1025, 1030, and 
1035 indicate particular ranges of numbers of handle pulls 
made by a player. Field 1015 indicates a range of “0-99 
handle pulls made. Field 1020 indicates a range of “100 
199” handle pulls made. Field 1025 indicates a range of 
“200-299 handle pulls made. Field 1030 indicates a range 
of “300-399” handle pulls made. Field 1035 indicates a 
range of “400+', or more than 400 handle pulls made. 
0.096 Field 1040 is another summary field indicating 
another one of the criteria used to determine the guaranteed 
payment amount. The criterion described by field 1040 is an 
“average wager. Fields 1045, 1050, and 1055 indicate 
particular ranges of an average wager. Field 1045 indicates 
an average wager in the range of “S0-S0.99". Field 1050 
indicates an average wager in the range of “S1.00- S1.99. 
Field 1055 indicates an average wager in the range of 
“S2.00-S3.00. 

0097. Referring now to individual example data ele 
ments, the guaranteed payment amount to be paid for an 
average wager in the range of “S0-$0.99 (field 1045) and 
for a number of handle pulls in the range of "0-99 (field 
1015), is S0. For the same average wager, the guaranteed 
payment amount is SO for a number of handle pulls in the 
range of “100-199”, S0 for a number of handle pulls in the 
range of "200-299, $0 for a number of handle pulls in the 
range of “300-399, and S0 for a number of handle pulls in 
the range of “400+'. The guaranteed payment amount to be 
paid for an average wager in the range of “S1.00-$1.99 
(field 1050) and for a number of handle pulls in the range of 
“0-99 (field 1015), is S0. For the same average wager, the 
guaranteed payment amount is S5 for a number of handle 
pulls in the range of “100-199”, S10 for a number of handle 
pulls in the range of "200-299, $20 for a number of handle 
pulls in the range of “300-399, and S25 for a number of 
handle pulls in the range of “400+”. The guaranteed pay 
ment amount to be paid for an average wager in the range of 
“S2.00-$3.00 (field 1055) and for a number of handle pulls 
in the range of “0-99” (field 1015), is S0. For the same 
average wager, the guaranteed payment amount is S10 for a 
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number of handle pulls in the range of “100-199’, S25 for 
a number of handle pulls in the range of "200-299, S40 for 
a number of handle pulls in the range of “300-399, and $50 
for a number of handle pulls in the range of “400+”. 
E. Process Descriptions 
0098. The systems 100A, 100B discussed above, includ 
ing the hardware components and the databases, are useful 
to perform the methods of the invention. However, it should 
be understood that not all of the above described compo 
nents and databases are necessary to perform any of the 
present invention’s methods. In fact, in some embodiments, 
none of the above described systems 100A and 100B are 
required to practice the present invention’s methods. The 
systems 100A, 100B described above are examples of 
systems that would be useful in practicing the inventions 
methods. For example, the gaming device database 210 
described herein with respect to FIG. 7 is useful for sched 
uling and for directing when various gaming devices are to 
provide a guaranteed payment. However, it is not absolutely 
necessary to have Such a database in order to perform the 
methods of the invention. In other words, the methods 
described below may be practiced using, for example, clocks 
that are directly coupled to the coin hoppers of gaming 
devices 104,106, 108 and operable to cause payments to be 
made at particular time. 
0099 Referring to FIGS. 11, 12, and 13, flow charts are 
depicted that represent some embodiments of the present 
invention that may be performed by the casino server 102, 
gaming devices 104, 106, 108, (112, 114), a third party 
server 110, and/or the casino. It must be understood that the 
particular arrangement of elements in the flow charts of 
FIGS. 11, 12 and 13, 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 a 
fixed order, sequence, quantity, and/or timing to the steps. In 
other words, for example, Step 1120 may be followed by 
Step 1110 in some situations and Step 1130 in others. 
0100. In general terms and referring to FIG. 11, method 
steps of an embodiment of the present invention may be 
Summarized as follows. In Step 1110, a guaranteed amount 
to be paid is advertised. In Step 1120, outcomes are gener 
ated for a player. In Step 1130, the play of the player is taxed. 
In Step 1140, the player is informed of his progress towards 
receiving his guaranteed payment. In Step 1150, a confir 
mation of the player's presence is received. In Step 1160, a 
guaranteed payment amount for the player is determined. In 
Step 1170, the guaranteed payment amount determined at 
Step 1160 is paid to the player. 
0101 Turning to FIG. 12, method steps of a second 
embodiment of the present invention may be summarized as 
follows. In Step 1210, a first gaming device 104 is deter 
mined. In Step 1220, a second gaming device 106 is deter 
mined. In Step 1230, a reference time is determined. In Step 
1240, the first gaming device 104 is instructed to provide a 
guaranteed payment at the reference time determined at step 
1230. In Step 1250, the second gaming device 106 is 
instructed to provide a guaranteed payment at the reference 
time determined at step 1230. 
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0102 Turning to FIG. 13, method steps of a third 
embodiment of the present invention may be summarized as 
follows. In Step 1310, entry into a bonus round is advertised. 
In Step 1320, outcomes for a player are generated. In Step 
1330, the play of the player is taxed. In Step 1340, the player 
is informed of his progress towards gaining entry into the 
bonus round. In Step 1350, confirmation of the players 
presence is received. In Step 1360, the player is entered into 
the bonus round. 

0103) In the subsections that follow, each of these steps 
will now be 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 
are also discussed below. Also note that the above general 
steps represent features of only some of the embodiments of 
the present invention and that they 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 embodiments many additional steps 
may be added to update and maintain the databases 
described above, but as indicated, it is not necessary to use 
the above described databases in all embodiments of the 
invention. In other words, the methods of the present inven 
tion may contain any number of steps that are practicable to 
implement the several different inventive processes 
described herein. 

0104 More detailed reference is now made to the method 
steps illustrated in flow chart 1100 of FIG. 11. 
Step 1110: Advertise a Payment Amount to be Paid. 
0105. In one or more embodiments, the gaming device 
104 of this invention is conFIG.d to pay out a fixed amount 
of money at periodic intervals provided that prior to each 
periodic payment, the play of a player at the gaming device 
has met certain criteria. For example, a gaming device 104 
may pay out $25 every hour on the hour, provided that 
during the hour-long period prior to each payment, a player 
at the gaming device 104 has made at least 400 handle pulls, 
betting S1 or more per handle pull. The periodic payment is 
guaranteed in the sense that it may be paid independently of 
the outcomes a player achieves. Whereas a conventional 
gaming device only pays if a player achieves a winning 
outcome, the gaming device of the present invention may 
always pay provided the player has met the aforementioned 
criteria. 

0106 The prospect of a periodic, guaranteed payment 
may be very attractive to a prospective player, and may 
therefore draw a player to a gaming device providing the 
guaranteed payment. The gaming device 104 may therefore 
advertise to prospective players. Such advertisements may 
include one or more of the following pieces of information: 
(i) the amount of the next guaranteed payment; (ii) the time 
of the next guaranteed payment; (iii) the amount of time 
remaining until the next guaranteed payment; (iv) the num 
ber of handle pulls required to receive the guaranteed 
payment, (v) the amount that must be wagered per handle 
pull to receive the guaranteed payment; (vi) the total amount 
that must be wagered in order to receive the guaranteed 
payment; (vii) any other criteria that must be met in order to 
receive the guaranteed payment; and (viii) the amount of any 
lesser payment that the player might still receive if he does 
not meet the criteria to receive the guaranteed payment. For 
example, even if the player does not make the full four 
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hundred handle pulls within the next hour required to 
receive the S25 guaranteed payment, the player might still 
receive a S10 guaranteed payment if he makes more than 
two hundred handle pulls. Advertisements may also include 
the amount of the guaranteed payment that will be paid if the 
player does not begin playing within a given period of time. 
For example, a player may receive a payment of S50 at 3:00 
if he begins play before 2:15. However, if the player begins 
play after 2:15, then the most he can receive at 3:00 is S35. 
0.107 The gaming device 104 may use any communica 
tion medium available for advertising to prospective players. 
In some embodiments, the gaming device 104 advertises by 
blanking out its screen and displaying information about the 
guaranteed payments in large text on the otherwise blank 
screen. For example, as shown in FIG. 4, the screen 400 
might display, “Guaranteed $50 Bonus Paid Every Hour on 
the Hour. Next Bonus in 55 minutes.”FIG. 4 also shows e.g., 
as a permanent or semi-permanent fixture, a sign 418 
indicating a “S50 Guaranteed Hourly Bonus’. The gaming 
device may also broadcast audio messages of synthesized 
Voice advertising the guaranteed payment. Other ways by 
which the gaming device may communicate advertising 
material to prospective players coins, and receives a 15-coin 
payout, 2 coins are withheld, since the payout of 15 coins is 
more than five times the wager amount of 2 coins. In FIG. 
8, the applicable tax is displayed in large text alongside the 
pay table, so that a player is aware of the tax. Furthermore, 
the gaming device displays a separate balance to the player, 
where the balance indicates the number of credits withheld 
due to taxes. 

0108. In the FIG., the player has just won a payout of 10 
credits. Of those 10 credits, 9 were actually added to the 
player's credit balance, and one was withheld in taxes. 
0.109. In one or more tax embodiments, the gaming 
device 104 may pay the player only the highest payout for 
any consecutive sequence of pulls in which the player has 
won some credits on each pull in the sequence. For example, 
Suppose the player has made eight consecutive pulls with the 
following resulting payouts: 0, 10, 4, 0.2, 5, 3, 0. The player 
would actually only be paid 10 coins for the second and third 
pulls, and 5 coins for the fifth, sixth, and seventh pulls. This 
is because the second and third pulls were consecutive pulls 
of winning outcomes. Therefore the player only gets the 
highest payout of the consecutive pulls, which is 10. Simi 
larly, the highest payout from amongst the fifth, sixth, and 
seventh pulls is 5. Now in practice, when the player receives 
a winning outcome, the gaming device does not know 
whether the next outcome will also be a winning outcome. 
So the gaming device cannot know what to pay the player 
for the current sequence of winning pulls. Therefore, if the 
current payout is the first winning payout in a sequence, the 
gaming device may pay the player the full amount of the 
payout. If, however, the current payout is not the first 
winning outcome in a sequence, then there are two possi 
bilities. In one possibility, the current payout is the highest 
payout thus far in the sequence, in which case the gaming 
device may pay the player the difference between the current 
payout and the next highest payout already to occur in the 
sequence. In the second possibility, the current payout is not 
the highest payout in the sequence, in which case the player 
may be paid nothing, or may have his wager returned, for a 
push. Going back to the first possibility, if the current payout 
is the highest payout in any sequence of winning outcomes, 
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then the player may additionally be paid a single coin for 
every prior winning outcome present in the sequence, so as 
to convert Such outcomes to pushes instead of losses for the 
player. In other variations of this tax, the player is include: 
(i) text displayed on an LCD or other display screen; (ii) 
pre-composed text being highlighted, as through back-light 
ing (like a pressed elevator button); (iii) a message sent to a 
consumer device, such as a personal digital assistant (PDA); 
(iv) text printed on a paper, (V) computer synthesized voice; 
(vi) pre-recorded voice; (vii) braille; and (viii) sending a 
message to a casino representative, who then provides the 
message to the player. 

Step 1120: Generate Outcomes for a Player. 

0110. Once a player has begun play, the gaming device 
104 may receive currency from the player (e.g., via coin slot 
402), receiving indications of wager amounts (e.g., via “Bet' 
buttons 404) receive signals from the player to initiate 
handle pulls (e.g., via handle 406), and generate outcomes 
for the player in a manner similar to that of any other gaming 
device. For example, once the player has made a wager and 
pulled the handle of the gaming device, the processor 300 of 
the gaming device 104 spins the reels 408, generates a 
random number, matches the random number to a corre 
sponding outcome (a set of symbols such as those indicated 
by reference numeral 410), and causes the reels to stop in 
Such positions so that the generated outcome is displayed to 
the player. The gaming device 104 then pays the player any 
winnings based on the generated outcome. The process may 
repeat itself so long as the player continues to make wagers 
and initiate handle pulls. 

Step 1130: Tax the Play of the Player. 

0111. In some embodiments, the gaming device 104 
funds the periodic guaranteed payments by withholding a 
portion of a players wagers or payments in accordance with 
predetermined rules. The average amount withheld from a 
player may thereby compensate the gaming device for the 
amount of money it will pay out to the player at the end of 
each hour, or other designated interval. Exemplary rules by 
which the gaming device may withhold money from the 
player are now described. 

0112 In one or more tax embodiments, the gaming 
device 104 may withhold from a player any payout that 
would bring a player's net winnings for a session above a 
predetermined threshold. For example, Suppose a player has 
begun a session at a S1 gaming device by inserting a $50 bill 
and receiving therefore 50 credits. The player has been 
playing for 20 minutes, has been doing reasonably well, and 
now has a credit balance of 145. The player's net winnings 
for the session thus far are 145-50=95 credits, assuming the 
player has neither inserted new credits, nor cashed out any 
credits since beginning the session. Now, Suppose that the 
gaming device has a rule in place whereby it withholds from 
a player all winnings that would bring a player's net win 
nings for a session over 100 credits. So, if the player with 95 
credits in net winnings for the session now gets an outcome 
paying 15 credits, then the player may be paid only 5 of the 
credits, bringing the player's net winning to 100 credits. The 
other 10 credits are withheld by the gaming device, since 
payment of the 10 credits would bring the player's net 
winnings over 100 credits. Now, Suppose that a player makes 
another S1 wager and loses on the next outcome. His credit 
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balance decrements by one. His credit balance does not 
remain at 150, even though 10 credits had previously been 
withheld. 

0113. In one or more tax embodiments, the gaming 
device 104 may limit the amount of a player's net winnings 
for a session to a predetermined number. With this tax, a 
player's balance may reflect net winnings exceeding the 
predetermined number. However, at the end of the session, 
or at the time of the guaranteed payment, the player will only 
receive net winnings up to the predetermined number. For 
example, if the player ends a session with a balance reflect 
ing net winnings of $200, and the gaming device has limited 
net winnings to S100 for a session, then the player may only 
receive S100 of his S200 in net winnings when he cashes out. 
If the player is not playing in credit mode, then the gaming 
device may simply not pay the player any winnings that 
would bring his net winnings for a session over the prede 
termined number. However, the player may receive a free 
spin for every credit that he was not paid. 

0114. In one or more tax embodiments, the gaming 
device 104 may withhold a predetermined number of credits 
from any payout exceeding a certain threshold. For example, 
the gaming device withholds one credit on any payout of 
more than 4 credits. FIG. 8 illustrates a gaming device that 
applies a tax of one wager amount on any payout of five 
times the wager amount or more. Thus, if a player wagers 2 
paid only the highest in payouts in any sequence of winning 
outcomes in which only m outcomes were non-winning 
outcomes, where n and m are non-negative integers, and m 
is greater than or equal to n. In still another variation, the 
player is paid only for the lowest winning outcome in any 
consecutive sequence of winning outcomes, or only for the 
median outcome, or only for the modal outcome. 

0.115. In one or more tax embodiments, the player may be 
paid only for the first winning outcome in any sequence of 
consecutive winning outcomes. Subsequent winning out 
comes in the sequence may be treated as pushes, or may be 
treated as losses. In other variations, the player is paid only 
for the second winning outcome in any consecutive 
sequence of winning outcomes, or only for the nth winning 
outcome in any consecutive sequence of n or more winning 
outcomes (here n is a natural number). In the latter variation, 
if a consecutive sequence of winning outcomes is less than 
n, then a player may be paid only for the last winning 
outcome, may be paid for every winning outcome, or may 
not be paid for any of the winning outcomes. In another 
variation, the player is paid only for the last winning 
outcome in any consecutive sequence of winning outcome. 
In still other variations the player is paid only for the first and 
second winning outcomes in any sequence of consecutive 
winning outcomes, or only for the mth and nth, outcomes, or 
only for any other combination of winning outcomes. In still 
other variations, the player is paid only for the first, last, or 
nth outcome in any sequence of outcomes in which no more 
than m outcomes are non-winning outcomes. There are 
many other possible variations to this tax. 

0116. In one or more tax embodiments, the player may be 
paid only for the best line in multi-line play. For instance, if 
the player has enabled three paylines on the gaming device, 
and the outcomes for lines 1, 2, and 3 pay 5, 9, and 0 coins, 
respectively, then the player only receives 9 coins, not 14 
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coins. In variations of this tax, the player is paid for the 
highest two lines, the highest 10% of lines, the median line, 
or the lowest line. 

0117. In one or more tax embodiments, the gaming 
device 104 may withhold from the player a fixed percentage 
of any payout. For example, the gaming device withholds 
5% of any payout. In many instances, the withholding of a 
percentage of a payout will result in the withholding of a 
fractional amount of a credit. For example, withholding five 
percent of a 10-coin payout equates to withholding one half 
of a credit. In some embodiments, the gaming device rounds 
any fractions of a credit withheld either up or down, depend 
ing on its rules of operation. Thus, even though the gaming 
device withholds 5% of payouts, the gaming device may 
withhold a full credit on a 10-coin payout after rounding up 
the half credit to a full credit. In another embodiment, the 
gaming device does not withhold fractional credit amounts, 
but rather keeps track of the fractional amounts of credits 
that would have been withheld from a player had they been 
whole credit amounts. Then, whenever the stored fractional 
amounts of credits add up to a full credit, the gaming device 
may withhold such a credit from the player. For example, on 
two consecutive pulls, a player wins 6 and then 14 credits. 
The gaming device pays the player six credits for his first 
payout, but also tracks the 5%*6 credits=0.3 credits that it 
would have withheld from the player. Then, when the player 
achieves the payout of 14 credits, the gaming device FIG.S 
the withholding from the 14-credit payout as 5%. 14=0.7 
credits, adds the 0.7 credits to the 0.3 credits previously 
stored, and deducts the resultant full credit from the player's 
payout of 14, giving the player only 13 credits instead. 
Whenever the gaming device is tracking fractional amounts 
of credits to be withheld in the future, the gaming device 
may display Such fractional amounts to the player. In still 
another embodiment, the gaming device withholds a full 
credit from the player anytime a player would be taxed for 
a fractional amount. The gaming device then tracks the 
fractional amounts to be withheld from the player on sub 
sequent payouts. When the fractional amounts add up to a 
full credit, the gaming device and the player are even. When 
the fractional amounts add up to more than the full credit 
already withheld, the gaming device withholds another full 
credit. For example, on two consecutive pulls, a player wins 
six and then fourteen credits. A 5% tax on the first payout 
would amount to only 0.3 credits, but the casino withholds 
a full credit, paying the player only 5 credits rather than six. 
The second payout would be taxed for 0.7 credits. However, 
since the casino has already withheld a full credit when the 
player only owed 0.3 credits, the 0.7 credit tax has already 
been paid. So now, the player and the casino are even. 
0118. In one or more tax embodiments, the player may 
receive only the highest payout in any sequence of two 
non-overlapping handle pulls. For example, the player only 
receives the highest payout from amongst the first and 
second handle pulls, and only the highest payout from 
amongst the second and third handle pulls. If the player 
achieves more than two winning outcomes in any designated 
group of handle pulls, then the lower of the winning out 
comes may be treated as a push, and the player may receive 
his wager back for that handle pull. In variations of this tax, 
the player receives the highest n payouts in any sequence of 
m non-overlapping handle pulls. The player might also 
receive only the lowest payout, the lowest positive payout, 
the median payout, or the modal payout in any sequence. 
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0119). In one or more tax embodiments, the player may 
receive only the highest payout in any sequence of two 
overlapping handle pulls. Thus if a player has a sequence of 
handle pulls resulting in payouts of 0, 3, 8, 2, 0, 3, 5, 0, then 
the player receives eight coins and five coins, for a total of 
thirteen coins. The player receives nothing for the second or 
fourth pulls, because the third pull, which is in a sequence 
of two with both the second and fourth pulls, respectively, is 
higher than both the second and fourth pulls. Similarly, the 
player receives nothing for the sixth pull, because the 
seventh pull is higher. 
0.120. In one or more tax embodiments, the player may 
begin a session with a number of credits that is less than the 
equivalent amount of money he has paid. For example, a 
player inserts S50 into a gaming device and then receives 
thirty credits. 
0.121. In one or more tax embodiments, the player may 
only be allowed a certain number of winning outcomes 
within a given time frame. For example, the player may only 
win three times in any thirty-second period. If the player 
wins more than three times in a thirty-second period, then 
the third win may be a push. With such a tax in place, a 
player may be required to maintain a certain rate of play so 
that he does not pause for the remainder of a thirty-second 
period after having won three times. Time frames may be 
overlapping or non-overlapping. In the latter case, for 
example, the player cannot win more than three times in any 
rolling thirty-second period. In the former case, there are 
discrete thirty-second periods during which the player can 
not win more than three times. However, a player can win 
more than three times within thirty seconds by winning 
twice at the end of a first period, and twice at the beginning 
of a second. 

0122) In one or more tax embodiments, the player may 
only be allowed the highest outcome during any given time 
period. For example, the player might get only the highest 
outcome from any thirty-second period. Once again, the 
periods might be overlapping or non-overlapping. In varia 
tions, a player is allowed the highest paying in outcomes 
within any given time frame. Alternatively, the player might 
be allowed the second highest paying outcome in any given 
time frame, the median paying outcome, etc. 
0123. In one or more tax embodiments, a player may be 
restricted to win no more than twice his prior win. For 
example, a player might win three coins on a first outcome. 
Three handle pulls later, the player may win ten coins. 
However, since the player's earlier win was three coins, he 
may now receive only six coins instead of ten, since six 
coins would be twice his earlier win. Now, on a subsequent 
handle pull, the player might win up to twelve coins (or in 
Some embodiments, up to twenty coins, even though he was 
not given the full ten coins). Suppose, however, that after his 
win of three coins, the player's next win was one coin. Then, 
on a later win, the player would be restricted to a maximum 
of two coins. 

0.124. In one or more tax embodiments, one or more coins 
may be taken from a player upon the occurrence of a 
predefined event or sequence of events. For example, every 
time the player loses on three consecutive spins, a coin is 
taken away from him. Alternatively, if a player wins three 
times in a row, a coin might be taken from him. In another 
example, if a player wins more than five coins on three 
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consecutive spins, a coin is taken from him. In another 
example, if a player wins more than twenty coins in any 
two-minute period, then a coin is taken from him. 
0125. In one or more tax embodiments, a percentage of a 
player's credit balance may be taken upon the occurrence of 
Some random event. Such as an outcome. For example, an 
outcome consisting of three blanks on the three reels of a slot 
machine might cause a player to lose 1% of his balance, with 
a minimum of one coin. Any fractional amounts of a players 
balance may be rounded up or down. 

0126. In one or more tax embodiments, a fixed amount of 
a player's credit balance may be taken upon the occurrence 
of some random event. Such as an outcome. The number of 
credits taken may be five, ten, etc. In particular, the number 
of credits taken may be more than the maximum possible 
wager at the gaming device, or more than the player's last 
Wager. 

0127. In one or more tax embodiments, when a players 
credit balance meets certain criteria, the player may be 
limited as to what outcomes constitute winning outcomes, or 
as to how much he can win. For example, when a players 
credit balance exceeds two hundred, he may only be 
restricted to receiving 50% of any payouts. In another 
embodiment, when the player's credit balance goes below 
Zero, the player may be able to win only the jackpot. In some 
embodiments, when the player's credit balance first meets 
one of the designated criteria (e.g., when it goes over two 
hundred), the taxes may apply thereafter, even if the players 
credit balance later ceases to meet the criteria. For example, 
if a player's credit balance goes over two hundred, then all 
future outcomes, at least for that session, may give the player 
only 50% of what the outcomes would normally pay. In 

O 2 2 
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other embodiments, the tax ceases to apply once the player 
no longer meets the criteria. Another way to phrase this 
embodiment, is that the player only receives the benefit of a 
full, normal, or standard pay table when his balance falls 
within a designated range. 
0128. Any of the taxes described herein may have excep 
tions to when the tax is applied. In particular, exceptions 
may occur when the player receives a jackpot outcome. For 
example, even if a tax prevents a player's balance from 
exceeding S150, the player's balance may go above S150 if 
he obtains a jackpot-winning outcome. If an outcome would 
ordinarily be a push (e.g., because the prior outcome was a 
win and a player is prevented from winning twice in a row), 
and a jackpot-winning outcome occurs, then the player 
would still be allowed to win the jackpot. 
0129. Any of the taxes described herein may also be 
limited Such that not more than a predetermined amount of 
money is taken from the player during a session or during 
any particular time period. For example, Suppose a player is 
taxed such that whenever he attains a streak of winning 
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outcomes, he receives only the payout for the first outcome, 
and the rest of the outcomes in the streak are treated as 
pushes. So if a player were to lose on a first pull, and then 
achieve consecutive outcomes paying twelve, eight, and 
two, then the player would actually receive fourteen coins: 
twelve coins for the first outcome, one for the second (to 
repay the cost of the wager), and one for the third. In effect, 
the player has given up seven coins for the second outcome, 
and one coin for the third outcome, for a total of eight coins 
given up due to the tax. If, at the end of twenty minutes, the 
player has given up more than thirty coins due to the tax, 
then the excess coins may be returned to the player. Alter 
natively, if the player has paid thirty coins due to the tax, 
prior to the expiration of the twenty-minute period, then the 
tax may no longer apply until the twenty-minute period has 
expired. 

0.130. The taxes described herein, when applied, result in 
the gaming device 104 collecting a certain average amount 
of money in excess of its typical earnings. For example, a 
gaming device may typically earn an average of $25 when 
played for an hour (assumed to be five hundred pulls) at S1 
per pull. However, when a tax is applied, the same gaming 
device may earn $45 per hour. The tax may therefore be said 
to have a value of S20 per hour, since the gaming device is 
earning $20 more per hour with the tax than it would have 
without the tax. In many embodiments, it is the extra value 
derived from the tax that is returned to the player at the end 
of the hour in the form of a guaranteed payment. 
0131 Below is a calculation of the value of one of the 
taxes mentioned above. It is assumed that the gaming device 
has a pay table identical to the following table taken from 
Jim Regan's Winning At Slot Machines, which is incorpo 
rated herein by referene: 

Outcome 

5 S S 20 1 0 1 O 20 14 14 20 18 18 20 SO 100 

2OO 20O 68 2O 42 6 42 20 S SO 4 20 20 20 1 

0.132. In the table, “Outcome' represents the number of 
tokens paid, and "Hits' represents the number of times the 
corresponding outcome would be expected to occur in 
10,648 spins, or a complete cycle of the slot machine. The 
probability of each outcome occurring on a single spin can 
be found be dividing the “Hits' entry by 10,648. For 
example, the probability of the outcome that pays 100 tokens 
appearing on a single spin is 1/10,648-9.39*10. 
0.133 Now, if a player inserts a single token into the slot 
machine, his expected winning are given by: 

EV-O*8570/10,648+2*680/10,648+2*680/10,648+ 
5*200/10,648+ ... +100* 1/10,648-0.9450 

0.134. Therefore, for every token the player inserts, he can 
expect to receive 0.945 tokens back, making for a hold 
percentage of 1-0.9450-0.05503, or 5.503%. After an 
hour's worth of play (at 500 handle pulls per hour), at S1 per 
handle pull, the gaming device can expect to earn: 

Hold PercentagexNumber of PullsxWager per pull= 
5.503%x500xS1s27.51 
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0135 Suppose now that one of the aforementioned taxes 
is applied, where one credit is withheld from the player for 
every payout of more than 4 credits. The result for the player 
is illustrated below. The outcomes of the payout table are the 
same. However, what the player actually receives is a little 
different. 

Outcome 

O 2 2 5 5 S 20 1 0 1 O 20 14 

Received O 2 2 4 4 4 19 9 9 19 13 
Hits 857O 680 680 200 20O 68 20 42 6 42 20 

0136. Now, if a player inserts a single token into the slot 
machine, his expected winnings, calculated using the 
“Received’ line above, and are given by: 

EV-O*8570/10,648+2*680/10,648+2*680/10,648+ 
4*200/10,648+ ... +99*1/10,648-0.8775 

0137 The hold percentage of the gaming device is now 
1-0.8775-0.1225, or 12.25%. After an hour's worth of play 
(at 500 handle pulls per hour), at S1 per handle pull, the 
gaming device can expect to earn: 

Hold PercentagexNumber of PullsxWager per pull= 
12.25%x500xS1=S61.23 

0.138. The tax value is then S61.23-S27.51=S33.72 
0.139. Therefore, the gaming device 104 might comfort 
ably assess a tax one coin on any payout of four coins or 
more, and use the tax to make a guaranteed payment at the 
end of an hour of up to S33.72, while still maintaining its 
profitability. 

0140. One advantage Of the application of a tax is that the 
payout table of the gaming device 104 need not be changed. 
Rather, the tax serves as an extra rule that applies over and 
above the payout table. Therefore taxes may be used to 
collect more money to pay for player benefits, without 
retrofitting machines to give them new payout tables. 
0141. In one or more embodiments of the present inven 
tion, there is no explicit tax applied. Rather the payout table 
may be so constructed that the expected hold of the gaming 
device 104 during the period prior to the payment of a 
guaranteed payment will, on average, pay for the guaranteed 
payment, and may additionally provide the gaming device 
with a predetermined profit. Unlike the scenario in the 
previously illustrated example, the payout table itself does 
change. For example, Suppose that the payout table of the 
gaming device is designed for a hold percentage of 5%. That 
is, the gaming device expects to pay out ninety-five cents for 
every dollar that is wagered, and to keep five cents for itself. 
Over the course of five hundred pulls, a typical hours worth 
of play, with S1 wagered per pull, the gaming device can 
expect to cam: 

Hold PercentagexNumber of PullsxWager per pull= 
5%x500XS1=S25 

0142 Suppose now that a designer of the gaming device 
would like to maintain the profitability of the gaming device 
104 at S25 per hour, but also pay out a guaranteed payment 
amount of S25 at the end of an hour, assumed to be five 
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hundred pulls. The game designer may accomplish this goal 
by designing the pay table of the gaming device to have a 
hold percentage of 10%. Now, after an hour (five hundred 
pulls), the gaming device can expect to earn: 

18 20 SO 100 

19 49 99 
4 20 20 20 1 

0.143 However, once the gaming device 104 pays the S25 
guaranteed payment at the end of the hour, the gaming 
device will retain S25 in profits, on average. 

0144. Many of the taxes described above are designed to 
be as tenable as possible for the player. For example, a 
one-coin tax on any payout of five coins or more means that 
currency will only be withheld from a player when he has 
won a fairly significant outcome. At Such times, the player 
is more likely to be happy about his winning outcome than 
to be unhappy at the tax, just as poker player is happy to win 
a pot even though the casino takes a few chips from the pot 
(e.g., as a standard casino rake). A similar situation applies 
when winnings are taxed at 5%. The amount of the tax will 
likely seem insignificant in relation to the win the player has 
just obtained. Thus, currency can be taken from players in 
the form of taxes at times when a player is least likely to 
miss the lost currency, and given back to players at times 
when the currency may have the most impact. The result 
may be a better overall experience for the player. 

Step 1140: Inform the Player of His Progress Towards 
Receiving the Guaranteed Payment. 

0145 Throughout the player's session, the gaming device 
104 may track his play. The gaming device 104 may track 
any one or more of the following aspects of play, and record 
Such aspects in a database such as the current session 
database 314 of FIG. 8: (i) the time at which the player 
began a gaming session 810; (ii) the particular tax that is 
applicable to a gaming session 815 (although the tax illus 
trated in database 314 is “second consecutive win is a push', 
any of the taxes described herein may be applicable to one 
or more sessions); (iii) the time at which the player initiates 
each handle pull 825; (iv) the amount the player wagers on 
each handle pull 830; (v) the outcome a player has received 
on each handle pull 835; (vi) the payout that corresponds to 
each respective outcome received by the player 840; (vii) the 
amount actually paid 845 for each respective outcome 835: 
(viii) the amount withheld (e.g., in taxes) 850 from each 
respective payout 840; (ix) the time between when the 
player initiates a first handle pull, and the player initiates a 
subsequent handle pull; (x) the time at which the player 
selects pay lines to enable for each handle pull; (xi) the time 
at which the player selects a wager amount for each handle 
pull; (xii) the cumulative number of handle pulls the player 
has initiated since the start of the player's session; (xiii) the 
cumulative amount of wagers the player has made since the 
start of the player's session; (xiv) the duration of any pauses 
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in play, e.g., of bathroom or coffee breaks; and (XV) the 
amount of time that has elapsed since the player began his 
session. 

0146 The gaming device 104 may likewise inform the 
player of various statistics about his play, including how 
many handle pulls the player has made in his session, the 
cumulative number of wagers the player has made in this 
session, and so on. The gaming device may determine Such 
statistics, for example, through the application of well 
known mathematical operations by processor 300 to the 
information stored in database 314. For example, the pro 
cessor 300 may add the amounts wagered for all handle pulls 
within a session in order to determine a total amount 
wagered for a session. The gaming device may inform the 
player via text displayed on its display screen, via an LCD 
counter, via a speaker, or via any other means. 

0147 In FIG. 5, the gaming device 104 displays several 
statistics for the player. At 502 is displayed, on the screen of 
the gaming device, the tax that is applicable to the players 
session. The indicated tax is "one wager amount withheld on 
any payout of five times the wager amount or higher. At 
504 is displayed a number of credits won by the player 
during the most recent handle pull. The illustrated payout of 
10 credits corresponds to the outcome “lemon-lemon 
bar'410 displayed on the reels 408 of the gaming device. 
The payout for the outcome “lemon-lemon-bar can be 
readily seen by looking up the outcome on the payout table 
illustrated on the left side of Screen 400 in FIG.S. At 506 is 
displayed a number of credits (“10) paid to the player for 
the most recent spin. At 508 is displayed a number of credits 
(“1”) withheld from the player for the most recent spin. At 
510 is displayed the player's current credit balance of “120. 
At 420 is displayed the amount of time the player has 
remaining until the payment of the next guaranteed bonus. 
The time of “25:10 indicates twenty-five minutes and ten 
seconds remaining. 

0148. The gaming device 104 may determine criteria for 
a player to meet in order for the player to receive a 
guaranteed payment. Exemplary criteria are described in the 
proration table database 316 of FIG.9, and in the guaranteed 
payment amount database 318 of FIG. 10. According to the 
proration table database 316, a player may be eligible for a 
specified percentage of a guaranteed payment (indicated in 
field 910) provided he has begun his session within a 
specified time period (indicated in field 905). For example, 
Suppose a guaranteed payment is S50, and that the next 
guaranteed payment is 4:00. Proration table database 316 
suggests that the player will be eligible for 100% of the 
guaranteed payment (e.g., for all S50), if the player has 
begun his session between 3:00 and 3:10. In other words, if 
the player has begun his session within the range of "O-10 
minutes past the hour prior to the payment of a guaranteed 
payment, then the player will be eligible to receive 100% of 
the guaranteed payment. Proration table database 316 also 
Suggests that if a player has begun his session between 3:10 
and 3:15, then he will be eligible for 75% of the guaranteed 
payment amount, or 75%x$50=S37.50. If the player has 
begun his session between 3:50 and 4:00, then proration 
table database 316 suggests that the player will not be 
eligible for the guaranteed payment made at 4:00, but will be 
eligible for the next guaranteed payment which will be paid 
presumably at 5:00. 
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0149. In one or more embodiments, the system of limit 
ing the amount of a guaranteed payment to a player based on 
the time at which he began a session is warranted, because 
the guaranteed payment may be funded using taxes withheld 
from the player. Thus, if a player has not played for a 
Sufficient period of time prior to the time of a guaranteed 
payment, then the player is unlikely to have paid enough 
taxes to equal the amount of the guaranteed payment. The 
gaining device would then lose money by providing the 
player with the full amount of the guaranteed payment. 
0.150 Referring to the guaranteed payment amount data 
base 318 of FIG. 10, other criteria are provided for a player 
to be eligible to receive guaranteed payments of various 
amounts. As Suggested by database 318, a player may 
become eligible to receive a guaranteed payment of a 
particular amount if he has completed a number of handle 
pulls falling within a predefined range, and if he has also 
placed wagers of an average size falling within a predefined 
range. For example, to be eligible for a guaranteed payment 
of S10, a player may complete anywhere from "200 
299'1025 handle pulls, with average wager size over those 
handle pulls falling in the range of “S1.00-$1.99'1050. Note 
that the player may also be eligible to receive a guaranteed 
payment of $10 by completing from “100-199” handle pulls 
1020, with average wager size over those handle pulls of 
“S2.00-S3.001055. 

0151. When a player meets the one or more criteria set 
out in database 318, the player may have contributed a 
Sufficient amount of funds in the form of taxes so as to make 
it worthwhile for the casino to return those finds in the form 
of a guaranteed payment. For example, the more handle 
pulls a player makes, the more he is likely to contribute in 
taxes, and therefore the larger of a guaranteed payment he 
may receive. Similarly, the more the player has wagered, on 
average, the more he is likely to have paid in taxes, and 
therefore the larger of a guaranteed payment he may receive. 
It should be noted, however, that a player may receive a 
guaranteed payment even if taxes have not been collected 
from the player For example, a casino may be willing to 
provide a player with a guaranteed payment amount because 
the casino has profited from the large amount of gaming 
activity of the player in conjunction with the house advan 
tage enjoyed by the casino. 

0152 Once the gaming device 104 has determined one or 
more statistics concerning the player's session, and has 
determined eligibility criteria for receiving a guaranteed 
payment, the gaming device may inform the player of what 
he must do in order to achieve the guaranteed payment. For 
example, the gaming device may inform the player that he 
needs only make 80 more pulls to get the payment, or that 
he need only play five more minutes to get the payment. 

0153. In one or more embodiments, the gaming device 
104 may employ a visual display graphically illustrating the 
player's progress towards meeting one or more criteria for 
receiving the guaranteed payment. For example, if the player 
must make four hundred pulls in an hour in order to receive 
the guaranteed payment, then a graphically displayed ther 
mometer may show a column of mercury whose height is 
proportional to the number of handle pulls the player has 
made. The mercury may reach the top of the thermometer 
when the player reaches four hundred pulls. Thus, by 
looking at the thermometer, the player may get an idea of 
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how many pulls he must make in order to receive the 
guaranteed payment. Many similar graphical depictions of 
the player's progress are possible. 
0154) In some embodiments, the gaming device may 
inform the player of whether he is on track to receive the 
guaranteed payment. In one sense, a player is on track if by 
continuing the average rate of play he has maintained since 
the start of his session, he will have met the criteria for 
receiving the guaranteed payment at the time when the 
guaranteed payment will be paid. As an example, Suppose a 
player begins a session at 12:10. He must make 400 pulls by 
1:00 in order to receive a guaranteed payment of S25 at 1:00. 
If by 12:35, the player has made 200 pulls, then he is on 
track to receive the guaranteed payment. This is because he 
has made 200 pulls in 25 minutes. If he makes the same 
number of pulls within the next 25 minutes, then he will 
have made 400 pulls by 1:00 and will therefore receive the 
guaranteed payment. There are other senses in which a 
player may be on track. For example, a player may be on 
track to receive the guaranteed payment if he maintains the 
rate of play that he has made in the last 10 minutes of play. 
For example, Suppose a player begins play at 12:15, and 
must make 400 pulls by 1:00 in order to receive a $20 
guaranteed payment. In the first 15 minutes, the player only 
makes 100 pulls. Therefore, based on his first 15 minutes of 
play, the player is not on track to receive the guaranteed 
payment. However, Suppose now that the player speeds up 
his rate of play, and makes 75 pulls in the next 7 minutes and 
30 seconds. So by 12:37:30, or halfway through his session, 
the player has made 175 pulls. Based on the player's total 
session, he is not on track to get the guaranteed payment, 
since he has made less than half the required number of pulls 
in half of the time from when he started until when the 
guaranteed payment is to be paid. However, based on his last 
7.5 minutes of play, the player is on track to receive the 
guaranteed payment, since he needed to make 300 pulls 
from 12:30 to 1:00, and he has made one quarter of the 300 
pulls (75 pulls), in one quarter of the time from 12:30 to 
1:00. So a player may be said to be on track based on the 
number of pulls he has made since the start of his session, 
based on the number of pulls he has made in the last X 
minutes, based on Some weighted average of his rates of 
play over the course of his session, or based on other criteria. 
0155 The gaming device 104 may inform a player of 
when he is on track to meet the criteria for receiving a 
guaranteed payment, without informing the player of what 
the criteria are, nor of how close the player is, in absolute 
terms, to meeting the criteria. It is as if the gaming device 
were telling a runner to keep running at his current pace in 
order to break the record, but not telling the runner how 
much further he needs to run. For example, a gaming device 
might display text to a player saying, “Keep up your current 
rate of play, and you’ll get the guaranteed payment 

0156. In some embodiments, the gaming device 104 
signals to the player whether or not he is on track to receive 
the guaranteed payment by depicting the player in one of a 
number of possible states. For example, the gaming device 
illustrates three possible states. In one state, the player is 
well on track to receive the guaranteed payment. The player 
may, for instance, be able to slow his rate of play by up to 
5% and still receive the guaranteed payment. In another 
state, the player is only barely on track to receive the 
guaranteed payment. If the player slows down at all, he risks 
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not meeting the criteria for receiving the guaranteed pay 
ment. In the third state, the player is not on track to receive 
the guaranteed payment, and must increase his rate of play 
in order to have any chance of receiving the guaranteed 
payment. The gaming device may depict the three states by 
lighting one of a red, yellow, or green light. Exemplary Such 
lights are depicted in FIGS. 4 and 5, indicated by reference 
numerals 412, 414, and 416. If the player is comfortably on 
track, then the green light 416 remains lit. If the player is 
barely on track, the yellow light 414 is lit. If the player is not 
on track, then the red light 412 is lit. A player who is in one 
state may transition to another. For instance, a player who is 
in the green state may slow his rate of play, and thereby 
gradually drift into the yellow state, or even the red state. 
Similarly, a player in the red State may increase his rate of 
play and climb into the yellow state or even the green state. 
In FIGS. 4 and 5, the red light 412 is labeled “Pick up the 
pace, the yellow 414 is labeled “Caution,” and green 416 is 
labeled “On track. As illustrated in FIG. 5, the “On track' 
light is lit, indicating that the player will receive the S50 
guaranteed payment if he maintains his current rate of play. 

0157 Of course, there may be more or less than three 
states. For example, there may be only two states, one for 
when the player is on track, and one for when he is not. Also, 
states may be depicted in a number of other ways. For 
example, a light on the gaming device may remain off while 
the player is comfortably on track, may start flashing when 
the player is barely on track, and may remain solidly on 
while the player is not on track. 
0158. Additional states may inform the player with abso 
lute certainty whether he will or will not receive the guar 
anteed payment. For example, at five minutes until the hour, 
a player may have fully met the criteria for receiving a 
guaranteed payment. Now, a purple light may light up to 
show that the player need not make any further handle pulls. 
Another possibility is that, at 5 minutes to the hour, the 
player still has so many handle pulls to go that, even if he 
plays the gaming device at its maximum possible speed, he 
will still not receive the guaranteed payment. Thus, a brown 
light may light up, showing that the player cannot possibly 
receive the guaranteed payment. 

0159 States may also occur along a continuum rather 
than as two or three discrete States. For example, a light, or 
a portion of the display Screen, may be capable of displaying 
all the colors of the rainbow. The color of the light may vary 
continuously to illustrate the degree to which the player is on 
track. When the color is towards the violet end of the 
spectrum, the player is well on track. When the color is 
towards the red end of the spectrum, the player is not on 
track. A continuum of States may also be depicted using the 
brightness of a light, or using the angle of a needle, much as 
the fullness of a gas tank is often illustrated with a needle. 
Many other methods of illustrating a continuum of states are 
possible. 

0.160 In some embodiments, the gaming device 104 may 
track the player, and may inform the player of his progress 
with respect to more than one possible goal. For example, a 
player may receive a guaranteed payment of $50 at the end 
of an hour if he makes 400 pulls by the end of the hour, but 
he may receive S25 if he makes anywhere from 200 to 399 
pulls. In this example, the gaming device may employ two 
sets of lights, one showing whether the player is on track to 
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receive the S50 payment, and one showing whether the 
player is on track to receive the S25 payment. 

0161 In some embodiments, the gaming device 104 may 
initiate handle pulls for the player automatically, so as to 
ensure that the player can meet the criteria for receiving the 
guaranteed payment. The automatic initiation of handle 
pulls may be conditioned upon the player having enough 
coins deposited into the gaming device to pay for the handle 
pulls. When a gaming device initiates handle pulls automati 
cally, it may be able to make handle pulls at a much faster 
rate than a player would be able to if operating the gaming 
device manually. Therefore, even if the player must still 
make a relatively large number of handle pulls in a relatively 
short period of time in order to receive the payment, the 
gaming device may be able to ensure that the player meets 
his goal. In some embodiments, the gaming device may 
determine from monitoring the player's play, or through 
Some other means, that the player is not on track to achieve 
the guaranteed payment. The gaming device might then 
communicate a question to the player, asking whether the 
player would like the gaming device to commence automatic 
play for the player so that he may be sure of getting the 
payment. The gaming device may communicate to the 
player any conditions necessary for the gaming device to 
commence automatic play. For example the gaming device 
might inform the player that he must deposit additional 
money into the gaming device so as to be Sure the gaming 
device can make a large number of pulls without the player 
running out of money. The gaming device may also ask for 
the player's express consent for it to take over automatic 
play. For example the gaming device might ask the player to 
say, “I agree' into a microphone, to enter a PIN code or 
password, or to make some other acknowledgement of his 
agreement. 

0162. In one or more embodiments, the gaming device 
may automatically initiate handle pulls without the express 
consent of the player. In one or more embodiments, when the 
player first begins a session, the player may consent to 
having the gaming device take over play should the player 
not stay on track to receive the guaranteed payment. Then, 
if the player later gets off track, the gaming device may take 
over without having to ask for the player's consent again. 

0163. In one or more embodiments, the gaming device 
may allow the player to manually initiate handle pulls. 
However, if the player does not initiate a handle pull within 
a given time period, say 6 seconds, then the gaming device 
may initiate the handle pull automatically. In this way, the 
player may still maintains a measure of control, while the 
gaming device ensures that the player takes no more than six 
seconds per handle pull. The gaming device may thereby 
ensure that the player gets the guaranteed payment. 

0164. The gaming device 104 may inform the player of 
how much time remains until the payment of the guaranteed 
payment. For example, the gaming device may display a 
clock that counts down the hours, minutes, seconds, etc., 
until the payment of the next guaranteed payment, or until 
the payment of the next payment for which the player is 
eligible. As mentioned herein, FIG. 4 and FIG. 5 illustrate a 
gaming device containing a clock 420. In FIG. 4, there are 
fifty-five minutes remaining until the time of a guaranteed 
payment. In FIG. 5, the clock tells the player that he has 
twenty-five minutes and ten seconds left until the payment 
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of the guaranteed payment. By keeping a player aware of his 
remaining time, the gaming device may help ensure that the 
player does not plan to leave too early. It is further worth 
noting that a casino may wish to inform the player of the 
time remaining until a payment is paid, without telling the 
player the current time of day, and/or without telling the 
player the actual time of day at which the payment will be 
paid. Casinos often do not like to display the time of day, 
because they want to create an atmosphere where time 
doesn’t matter. Therefore, as illustrated in FIG. 5, a gaming 
device may only inform a player of how much time remains 
until a payment is to be paid. 

Step 1150: Receive Confirmation of the Player's Presence. 

0.165. In one or more embodiments, it is desirable that the 
gaming device 104 pay any guaranteed payment only when 
a player is present at the gaming device to receive the 
payment. If a player has stepped away from a gaming device 
after 40 minutes of play, and the gaming device pays the 
guaranteed payment, then another person is liable to walk by 
and to take some of the coins that have dropped into the 
player's coin tray. Note that during typical current practice, 
a gaming device need not check that a player is present when 
providing a payout. This is because the payout is usually the 
result of the player initiating a handle pull only a few 
seconds before, and the player is unlikely to have left the 
gaming device since initiating the handle pull. However, in 
the case of the present invention, the payment or non 
payment of a guaranteed payment can be influenced by 
player actions from forty minutes or more prior to the time 
of the payment. Thus, it is quite possible that a player will 
have walked away from the gaming device, for any number 
of reasons, before he has received the guaranteed payment. 

0166 Therefore, in some embodiments, the gaming 
device 104 prompts a player to confirm his presence at a 
gaming device at predetermined times prior to the time of 
the guaranteed payment. Supposing the guaranteed payment 
occurs on the hour, the gaming device may prompt the 
player at ten minutes to the hour, at five minutes to the hour 
and/or at one minute to the hour. The gaming device may 
also prompt the player to confirm immediately prior to the 
payment of the guaranteed payment. Of course, the amount 
of time until the hour at which the gaming device prompts 
the player may be any number of minutes, and the gaming 
device may prompt the player any number of times. If the 
player is in the middle of a spin at exactly ten minutes to the 
hour, then the gaming device may wait until after the spin 
has finished before prompting the player. Alternatively, if it 
is within a predetermined number of seconds until ten 
minutes to the hour, the gaming device may prompt the 
player then. 

0.167 The gaming device 104 may also prompt a player 
to confirm his presence if there is any pause in the players 
play. For example, if a player waits more than one minute 
since the resolution of a prior outcome, until initiating a 
handle pull for the Subsequent outcome, then the gaming 
device may prompt the player to confirm that he is still 
present. The gaming device may also check for pauses in 
play that are long only in relation to the player's typical play 
as monitored by the gaming device. For example, if a player 
typically spends fifteen seconds between handle pulls, then 
the gaming device may not prompt the player unless he has 
paused for more than a minute. In contrast, if a player 
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typically spends three seconds between handle pulls, then 
the gaming device may prompt the player if he pauses for 
more than thirty seconds. 
0168 The gaming device may prompt the player by 
displaying a text message to the player, by using a computer 
synthesized or prerecorded Voice, or by any other commu 
nication means described above. For example, the gaming 
device may display a text message to the player saying, 
"Please press any button to confirm that you are still here.” 
0169. It may also be desirable that a player not only 
confirm his presence at the gaming device, but also confirm 
his identity. Otherwise, if one player gets up, another person 
may sit down, immediately confirm his own presence, and 
continue where the prior player left off, and thereby benefit 
unfairly from the play of the prior player. Therefore, the 
gaming device 104 may prompt the player to enter a 
password, to insert his player-tracking card, to insert his 
credit card or provide a credit card number, to insert his 
license, to answer a question (e.g., about his mother's 
maiden name), or to provide a biometric confirmation. A 
biometric confirmation of the player's identity may involve 
any one of the following: (i) thumb print; (ii) retinal scan; 
(iii) voice print; (iv) DNA sample analysis; (v) facial rec 
ognition; (vi) analysis of the player's play signature (e.g., the 
pattern with which the player presses the button, how hard 
the player pulls the handle); (vii) handwritten signature 
analysis; (viii) heart rate/blood pressure/cholesterol analy 
sis; and (ix) height/weight measurement. Thus, a gaming 
device 104 may include the additional hardware required to 
support biometric confirmation of the player's identity. 
0170 Ifa player does not confirm his presence or identity 
within a predetermined period of time, e.g., within one 
minute of being prompted, then the gaming device 104 may 
disqualify all preceding play in relation to the next guaran 
teed payment. However, play from that moment forward 
may still qualify. For example, Suppose a player needs five 
hundred pulls to receive a guaranteed payment at the end of 
an hour. The player has made two hundred pulls when 
suddenly he remembers that he had to meet a friend for 
lunch. He takes his bucket of coins, and leaves. The gaming 
device 104 senses that the player is no longer initiating 
handle pulls. After one minute, the gaming device displays 
a text message asking the player to confirm his presence by 
pressing any button. Additionally, a clock showing thirty 
seconds appears beneath the text message. The clock counts 
down to Zero. When the player, who is no longer present, has 
not confirmed his presence after thirty seconds, the gaming 
device disqualifies the player's two hundred pulls. Now, if 
any new player sits down at the gaming device, the new 
player must make the original five hundred pulls in order to 
receive the full guaranteed payment. Had the old player 
stayed at the gaming device, he would have had to make 
only three hundred more pulls. 
0171 In one or more embodiments, a player may be 
prompted to confirm his mere presence and fail to do so. The 
gaming device 104 may therefore disqualify his preceding 
pulls in relation to the guaranteed payment. However, the 
player may later resume play, and have the preceding pulls 
re-qualified, provided he now confirms not only his pres 
ence, but also his identity. 
0172 In one or more embodiments, a player must have 
his player-tracking card inserted in order to qualify for the 
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guaranteed payment. If, at any time, the player withdraws 
his player-tracking card, then the gaming device 104 may 
disqualify all prior play. In some embodiments, however, the 
player may be given a limited time window during which to 
reinsert his tracking card and still receive the benefit of prior 
play. Note that if a new player were to insert his own 
tracking card within the given time window, the new player 
would not receive the benefit of the old player's play. The 
reinserted tracking card must be the same as the original 
tracking card in order to receive the benefit of the earlier 
play. 

0.173) In one or more embodiments, the gaming device 
104 may disqualify preceding play towards a guaranteed 
payment if a player cashes out. The gaming device may 
assume that the implication of the player's cashing out is that 
he is ending his session. However, if the player later types 
in Some identifying information, such as a birthday or a 
personal identification number, his preceding play may no 
longer be disqualified. 

0.174. In one or more embodiments, the gaming device 
104 may disqualify preceding play, after a sufficient pause in 
play, only if there is also a Zero credit balance on the gaming 
device. In Such embodiments, the gaming device may 
assume that, with a non-Zero credit balance, a player is still 
present at a machine even if he is not initiating handle pulls 
for some period of time. 
0.175. In one or more embodiments, if the gaming device 
104 detects that a players tracking card has been removed, 
and a new tracking card inserted, then the gaming device 
may assume that the first player's session has ended, and 
disqualify all preceding play for the current period towards 
the next payment. 
0176). In one or more embodiments, the player may 
inform the gaming device 104 in advance that he will take 
a break. For example, the player presses a “Take a 5-minute 
Break” button on the gaming device, so as to have time to 
visit the restroom facilities. In this case, the gaming device 
may avoid disqualifying the player's preceding play when 
there is a pause in play, since the player has demonstrated an 
intention to later resume play. However, if the pause in play 
gets to be significantly longer than what the player asked for, 
then the gaming device may ultimately disqualify preceding 
play. For example, the aforementioned player may not return 
to the gaming device even after five minutes has elapsed, in 
which case his prior play may be disqualified. The gaming 
device may limit the number of breaks allowed. For 
example, only one break per hour may be allowed. The 
gaming device may limit when breaks are allowed. For 
example, a single break may be allowed only after the player 
has played for twenty minutes or more. A gaming device 
may also limit the duration of breaks. For example, breaks 
of up to only five minutes may be allowed, or breaks of only 
up until two minutes before the payment of the guaranteed 
payment. By limiting the times, durations, and frequencies 
of breaks, the gaming device may encourage a player to 
provide an adequate amount of play to receive the guaran 
teed payment. 

0177. In one or more embodiments, a gaming device 104 
may actually “freeze' upon the request of the player, and not 
allow other players to use the gaming device until the player 
returns and unfreezes the gaming device or until a prede 
termined amount of time has elapsed. When a player freezes 
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a gaming device, he may later return and resume play, 
without having his preceding play disqualified in relation to 
the guaranteed payment. 

Step 1160: Determine a Payment Amount for the Player. 

0178 The payment amount paid to the player may be 
based on a number of factors. It is one object of the present 
invention to provide a guaranteed payment on a periodic 
basis, and to provide such a payment to any player who has 
played at the gaming device for the entire period leading up 
to the payment of the guaranteed payment. For example, if 
a guaranteed payment is to be paid every hour on the hour, 
then a player who has played for the entire hour-long period 
leading up to a new hour will receive the guaranteed 
payment. However, it is understood that often, players will 
not play for the entire period leading up to a scheduled 
guaranteed payment. For example, if a guaranteed payment 
is scheduled to be paid at a gaming device every hour on the 
hour, a player may begin play at the gaming device at 12:30. 
Thus, by 1:00, the player will have played only half an hour, 
rather than for the full hour-long period preceding the 1:00 
payment. However, in many embodiments, it is still desir 
able to pay a secondary guaranteed payment to a player even 
if he has not met the criteria for receiving a primary 
guaranteed payment. For example, a player who begins play 
at 12:30 may only receive half of the payment amount that 
would be paid, at 1:00, to a player who began play at 12:01. 

0179 Possible criteria for receiving a guaranteed pay 
ment at a designated time, T, are now described. One 
exemplary criterion for the player receiving a guaranteed 
payment at designated time, T, is that the player has begun 
play at a gaming device more than a predetermined period 
of time prior to T. For example, the player has begun play 
more than fifty minutes prior to T. 

0180 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, A, is that the 
player has begun play at a gaming device more than a 
predetermined period of time prior to T, and has maintained 
Such play continuously (e.g., with no more than fifteen 
seconds between handle pulls), or has maintained such play 
continuously with less than or equal to a predetermined 
number of breaks, or less than or equal to a predetermined 
amount of time during which the player was not playing. 

0181 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has played for a certain total period of time prior to 
T, including the time from beginning play minus the time of 
any pauses in play. 

0182 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has made a certain number of handle pulls prior to T. 

0183 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has played a certain total number of pay lines prior to 
T. For example, if a player has made one hundred pulls at 
two pay lines per pull, the player has played two hundred 
pay lines. 

0184 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has made a certain total number of handle pulls prior 
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to T, in each of which the player played at least n pay lines, 
where n might be any natural number. 
0185. Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has made a certain total number of handle pulls prior 
to T, in each of which the player has wagered a certain 
minimum amount. 

0186. Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player has made a certain total number of handle pulls prior 
to T, where the player's wager has averaged more than a 
minimum amount over the total number of pulls. 
0187 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
players wager amounts prior to T total more than a required 
amount. 

0188 Another exemplary criterion for the player receiv 
ing a guaranteed payment at designated time, T, is that the 
player and one or more friends or teammates have, as a 
group, made a predetermined number of pulls, played for a 
predetermined amount of time, played a predetermined 
number of pay lines, wagered a predetermined amount, etc., 
in the period prior to T. 
0189 It will be appreciated that many other criteria can 
be used for paying a guaranteed payment to a player. Also, 
in the criteria listed above, there may be an initial time 
before which play does not count towards a payment. For 
example, if a payment is to be paid at 2:00, then any play 
before 12:50 may not count towards the 2:00 payment. Thus, 
if a player were required to make five hundred pulls in order 
to receive the 2:00 payment, then the player would have to 
make such pulls between 12:50 and 2:00. 
0190. Now, scenarios when the player does not fully meet 
the criteria for receiving a guaranteed payment will be 
described. In one or more embodiments, when a criterion for 
receiving the payment can be expressed in a quantitative 
format, the payment may be paid to a player proportionally 
based on what percentage of the criterion he has satisfied. 
For example, if a player must wager a total of $250 to 
receive a $25 payment at the end of a half-hour period, and 
the player wagers only $200 (80% of the required amount of 
play), then the player may receive only $20 of the payment 
(80% of the original payment). If the portion of a payment 
that a player receives would be a fractional amount of 
money, coins, credits, or the like, then the amount of the 
payment the player receives may be rounded up or down. 
0191 The portion of a payment a player receives may 
also be tiered based on whether the player's play with 
respect to a quantitative criterion (or criteria) has surpassed 
certain designated thresholds. For example, if a payment 
amount is S100, and a player must bet a total of two 
thousand pay lines over the course of a session in order to 
receive the payment, then the following partial payments 
may be paid to the player if he does not play the full two 
thousand pay lines: (i) S0 if the player plays between Zero 
and four hundred ninety-nine pay lines; (ii) S25 if the player 
plays between five hundred and nine hundred ninety-nine 
pay lines; (iii) S50 if the player plays between one thousand 
and one thousand four hundred ninety-nine pay lines; and 
(iv) S75 if the player plays one thousand five hundred and 
one thousand nine hundred ninety-nine pay lines. 



US 2007/0004505 A1 

0192 Another example considers the amount of time a 
player has played prior to the paying of the guaranteed 
payment. Suppose a guaranteed payment of S25 is paid at 
the end of an hour. The player may receive the following 
payment amounts depending on his amount of play: (i) S0 if 
the player plays less than ten minutes; (ii) S6.25 if the player 
plays anywhere from ten to just under thirty minutes; (iii) 
S12.50 if the player plays anywhere from thirty to just under 
forty-five minutes; (iv) S20 if the player plays anywhere 
from forty-five minutes to just under fifty minutes; and (v) 
S25 for any amount of play of fifty minutes or more. 
0193 The same scheme shown above may apply to the 
time at which the player began play. For example, a player 
may receive S0 if he begins play later than ten minutes to the 
hour, S6.25 if he begins play later than thirty minutes to the 
hour, S12.50 if he begins play later than forty-five minutes 
to the hour, S20 if he begins play later than fifty minutes to 
the hour, and S25 if he begins play fifty or more minutes to 
the hour. FIG. 9 illustrates a table showing the percentage of 
a payment a player will receive in the following hour based 
on when he begins play in the current hour. For example, if 
the player begins play from "O-10' minutes past the hour, 
then he receives 100% of the payment paid on the hour. 
0194 The amount of a payment the player receives may 
also be based on total number of pulls made, total amount 
wagered, etc. FIG. 6 shows an even more complicated 
payment scheme, in which the amount of a payment paid to 
a player is based both on the number of handle pulls a player 
has made, and the average amount of the players wager per 
handle pull. It will be appreciated that the amount of a 
payment might be a function of any combination of criteria. 
The player may not even know the criteria. 
0.195 Note that in an aforementioned example, a player 
received nothing for beginning play less than ten minutes to 
the hour. Thus, a player who began play at 12:55 would 
receive no portion of the payment scheduled to be paid at 
1:00. Therefore, in some embodiments, a player who begins 
play at a time near to the payment of a scheduled payment, 
might have Such play counted towards the next payment. 
Such an embodiment is depicted as the last entry in the table 
of FIG. 5. A player beginning play at 12:55 would have all 
his handle pulls count towards a payment that is to be paid 
at 2:00. Therefore, if the player were required to make four 
hundred handle pulls to receive the 2:00 payment, he could 
proceed at a more leisurely pace than could a player who 
was beginning play at 1:09. 
0196. At times, a player might wish to leave gaming 
device 104 prior to the time at which he is to receive a 
payment. Perhaps the player has some commitment, or 
perhaps the player has exceeded his gambling budget and 
wishes to stop gambling. It is therefore desirable, in many 
embodiments, to allow a player to receive a portion of a 
scheduled payment amount prior to the time at which the 
payment was to be made. For example, a player has been 
playing from 7:14 to 7:50, working towards an 8:00 pay 
ment. However, at 7:50 the player realizes he must catch a 
bus that leaves at 7:56. In some embodiments, the player 
may be able to receive at least a portion of the payment that 
would have been paid at 8:00, even though he is leaving at 
7:50. 

0197) To begin with, a player who wishes to leave early, 
but still receive a portion of the guaranteed payment, may 
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inform the gaming device 104 of his intention to leave and 
of his desire for some payment. The player may inform the 
gaming device by pressing a "Surrender' button, an “I want 
the bonus now' button, or some other such button (not 
shown). The player may also orally communicate his desire 
to leave, e.g., via a microphone, or may communicate his 
intention to the gaming device in any other manner. In some 
embodiments, the player may take actions indicative of his 
quitting the gaming device, at which point the gaming 
device might ask him whether or not he would like a portion 
of the guaranteed payment. For example, the player might 
press “Cash Out’, may withdraw his tracking card from the 
tracking card reader 422, may cease making handle pulls, 
may stand up, etc. The gaming device may thereby infer that 
the player is leaving, and display a text or provide an audio 
message asking the player whether he would like to receive 
a portion of his payment. 

0198 If a player asks to receive a portion of his payment 
prior to the regularly scheduled time of payment, or if the 
gaming device 104 asks the player whether or not he would 
like to receive his payment, the gaming device may also 
inform the player of such information as how much he will 
receive, how much of the full payment he is giving up by 
leaving early, how much longer he need stay to receive the 
full payment, how many more pulls he need make to receive 
the full payment, and so on. A player who elects to receive 
a portion of his payment early, and is informed by the 
gaming device that he need only play for five more minutes 
to receive the full amount of the payment, may decide not to 
quit after all, and to wait until he receives the payment at the 
regularly scheduled time. 

0199. Just as with a player who began play late into a 
period prior to the payment of a payment, a player who quits 
early may receive an amount of the payment that is propor 
tional to the amount of his play. For example, a player who 
quits after making four hundred out of six hundred required 
pulls, may receive only $20 of a scheduled S30 payment. 
Also, as with a player who began late, the portion of a 
payment a player receives may also be tiered based on 
whether the player's play with respect to a quantitative 
criterion (or criteria) has surpassed certain designated 
thresholds. For example, Suppose a player begins play at 
7:15, aiming for an 8:00 payment of four hundred credits. 
The player may receive: (i) four hundred credits if he plays 
until 8:00; (ii) three hundred credits if he plays past 7:50 but 
quits before 8:00; (iii) two hundred credits if he plays past 
7:40 but quits before 7:50; (iv) one hundred credits if he 
plays past 7:30, but quits before 7:40; and (v) Zero credits if 
he quits before 7:30. 
0200) A player may also receive a portion of a payment 
which is proportional to his amount of play, less a fixed 
penalty for quitting early. For example, if a player has 
satisfied 80% of a criterion for achieving a payment at the 
time that he quits, he may receive 80% of the payment minus 
a fixed penalty of five credits. In one or more embodiments, 
the penalty for quitting early is may not be fixed, but may be 
dependent upon how early the player quits. Therefore, a 
player who has made the full four hundred pulls out of a 
required four hundred pulls for a $30 payment, may receive 
only $25 if he quits five minutes early, only $20 if he quits 
ten minutes early, and only S15 if he quits more than fifteen 
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minutes early. Of course, many other schemes for paying a 
portion of a payment to a player who has quit early are 
possible. 
0201 In one or more embodiments, a player's play may 
be saved and counted towards a future payment. For 
example, a player who has played for half an hour, but must 
quit early, may save the half hour of play and use it towards 
a future payment. The gaming device 104 may record the 
amount of time played by the player. When the player later 
returns to the gaming device, the player may identify himself 
and receive the benefit of his prior play. In an embodiment 
involving the casino server, the casino server may store an 
amount of play. When the player later visits another gaming 
device, the new gaming device may access the players 
record in the casino server, and credit the player's saved time 
towards the next payment. 
0202) In one or more embodiments, a player who has not 
met the criteria for a payment, may have all or part of his 
play from the period prior to the time of the payment he did 
not receive, carried over to the next period, to count towards 
the next scheduled payment. For example, Suppose, a player 
has made S300 in total wagers in the hour prior to the time 
of a payment that required S350 in total wagers. The player 
does not receive the payment. However, the player may 
remain at the gaming device, and may have his S300 in 
wagers counted towards the next scheduled payment. In this 
example, the player may need make only S50 in additional 
wagers in order to receive the next scheduled payment. 
Step 1170: Provide the Payment Amount to the Player. 
0203 If the player has met the criteria for receiving a 
payment, or a partial payment, the gaming device 104 may 
provide the payment to the player at the scheduled time. For 
example, the gaming device may provide the player with the 
payment of $50 at 2:00. Scheduled times for payments may 
be, for example, every hour on the hour, every half hour, 
every fifteen minutes, once every two hours, every day at 
noon, every day at midnight, etc. Payments may be paid in 
cash or casino credits. In one or more embodiments, the 
payment may be made directly in coins. In Such embodi 
ments, the coins paid may drop directly into a player's coin 
tray when the payment is paid. Payments may also take the 
form of many other benefits to be provided to a player, 
including: (i) gambling tokens; (ii) reward points; (iii) free 
or discounted rooms; (iv) free or discounted show tickets; 
(v) free or discounted meals; (vi) free or discounted mer 
chandise from a casino's shops or affiliated merchants; (vii) 
having balances or winnings rounded to a higher level (e.g., 
S85 rounded to S100); (viii) increased odds of attaining 
particular outcomes, increased pay for particular outcomes, 
extra winning outcomes, free spins, extra pay lines, and 
increased credit lines; (ix) the ability to play dollar machines 
for a quarter, (X) insurance against losses; (xi) priority on the 
use of particular gaming devices; and (xii) priority on 
getting tables at casino restaurants, priority on getting tickets 
to shows, and priority on sitting down at table games. 
Payments may also take the form of recognition. A player 
may be recognized by having his name and/or image dis 
played publicly. For example a player's name may be 
displayed on a board overlooking a bank of slot machines, 
or on the screens of multiple other slot machines. 
0204 At the time during which a gaming device is paying 
a payment, the gaming device may also create a sensory 
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display. The gaming device may broadcast the Sound of 
music, bells, chimes, buZZing, thunder, laughter, cheers, 
applause, general cacophony, or any other sound. In some 
embodiments, the gaming device may generate a synthe 
sized sound of coins dropping, even as actual coins may be 
dropping. The gaming device may broadcast prerecorded or 
computer synthesized speech, including praise for the player 
receiving the payment. The gaming device may also turn on 
lights, flash lights, create colorful and/or varying graphical 
displays, and so on. The gaming device may spray water, 
confetti, or scented fragrance. The gaming device may 
create vibrations by, for example, broadcasting low fre 
quency Sound waves. In short, the gaming device may do 
anything to attract attention, to bring recognition upon the 
player receiving the payment, to generate good feeling, etc. 
0205 One advantage of having a gaming device pay a 
scheduled payment at a “round time (e.g., 3:00 rather than 
3:07), is that it is easy to have multiple gaming devices pay 
guaranteed payments according to a common schedule, 
without there being any linkages amongst the gaming 
devices. Each gaming device may maintain its own internal 
clock, and when the time of day reaches 3:00, the processor 
of each gaming device may consult its internal clock and 
determine that it is time to provide the payment. If each of 
multiple gaming devices has a fairly accurate internal clock, 
then all gaming devices will pay the guaranteed payment at 
the same time. When multiple gaming devices provide 
payments according to a common schedule, say every hour, 
then the gaming devices are said to be in Synchrony. Gaming 
devices with separate internal clocks may be kept in Syn 
chrony through a periodic adjustment of internal clocks for 
any accumulated errors. For example, once a week, a casino 
employee may check the internal clocks of one or more 
gaming devices to make Sure they are still accurate. If one 
or more of the clocks are not accurate, then the casino 
representative may adjust such clocks until they are accu 
rate, or may replace Such clocks with more accurate clocks. 
Alternatively, the internal clocks may be periodically 
updated via an electronic connection to a casino server (e.g., 
the casino server 102 of FIG. 2), or via a wireless signal from 
the casino server. Note that, in many embodiments, gaming 
devices need not contain internal clocks. Rather, in embodi 
ments involving a casino server, gaming devices may 
receive time signals from the casino server via network 
connections. Gaming devices may also receive signals to 
simply pay payments. The casino server may signal multiple 
gaming devices to pay simultaneously, creating synchrony 
among the gaming devices. Also note that payments need 
not always be scheduled for “round times. Each of multiple 
gaming devices could just as well pay payments at 3:07, 
4:39, etc. 
0206 When multiple gaming devices are in synchrony, 
the providing of payments may become a large scale and 
spectacular event. When multiple gaming devices across a 
casino create sensory displays all at the same time, it may 
appear to a player as if the whole casino is erupting in light, 
Sound, vibration, and/or aromas. All players in the casino 
may find the experience exciting and or stimulating. A 
person, upon hearing the commotion, may walk over to one 
of the gaming devices paying out a guaranteed payment. 
Once there, he may discover that each of the gaming devices 
participating in the sensory display pays out a guaranteed 
payment. Thus, the person may find himself newly intro 
duced to the concept of a guaranteed payment, and realize 
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that he too might partake in the commotion and he too might 
receive a guaranteed payment. Thus, the person might 
decide to try out one of the machines. Therefore, the 
simultaneous payment of guaranteed payments may serve as 
an effective advertising mechanism for all gaming devices 
that pay guaranteed payments. Furthermore, the simulta 
neous payment of guaranteed payments, and the inherent 
commotion, may serve as an effective advertising mecha 
nism for a casino. Although exciting events typically happen 
fairly frequently at a casino, very rarely do many exciting 
events happen at the same time. For example, five people at 
a casino might win a Substantial jackpot throughout the day, 
but it would be exceedingly rare for five people at a casino 
to win a jackpot all at the same time. Thus, if enough 
guaranteed payment machines were installed in a single 
casino, the simultaneous payment of payments, and the 
accompanying sensory displays, would create a level of 
excitement in a casino of unrivaled proportions. The effect 
of the simultaneous payment of payments, when compared 
to the effect of the payment of a single payment, would be 
analogous to the effect of multiple cuckoo clocks going off 
simultaneously in a clock store, when compared to the 
chiming of a single clock. 
0207. It may often be the case, that when it is the 
scheduled time of day for the payment of a guaranteed 
payment, a gaming device that pays a guaranteed payment 
will not have a resident player. Or in Some cases, a player 
will be at the gaming device, but will not have met the 
criteria for receiving a payment. Even so, such gaming 
devices may create a sensory display at the time when 
payments are scheduled to be paid, without actually provid 
ing the payments. In this way, gaming devices that are not 
paying may still advertise themselves and thereby attract 
players who wish to receive the next scheduled guaranteed 
payment. Furthermore, gaming devices that are not currently 
providing payments may still add to the excitement and the 
commotion created by all gaming devices that pay guaran 
teed payments, generating more overall excitement in the 
casino, and conferring more excitement upon the players 
who are at gaming devices that are providing guaranteed 
payments. If a player is at a gaming device that provides a 
guaranteed payment, but has not met the criteria for earning 
the payment, then there is a possibility that the player will 
be disappointed when his gaming device begins flashing, 
broadcasting Sounds, etc., and yet does not pay him a 
guaranteed payment. Such a gaming device may therefore 
print a text message, or otherwise communicate to the 
player, that he has not yet earned the guaranteed payment, 
but if he continues play, he will surely receive one during the 
next scheduled time of the guaranteed payment. 
0208. In one or more embodiments, it may be desirable to 
add to the general commotion of providing payments by 
providing the payments in coins. The Sound of the payment 
coins dropping into players trays across the casino may add 
to the general commotion. Furthermore, the Sound of coins 
dropping is often pleasing to players of gaming devices, 
since it is often an indication of a win. To ensure that 
adequate coins are stored within a gaming device, a gaming 
device that is low on coins, but not necessarily out of coins, 
at a time prior to the provision of a guaranteed payment, may 
signal to a casino representative to bring coins to the gaming 
device, and to fill the hopper of the gaming device with 
coins. The gaming device may, for example, employ a 
sensor that detects the number or approximate number of 
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coins remaining in its hopper. The processor of the gaming 
device may poll the sensor at a predetermined time prior to 
the scheduled time of a guaranteed payment, in order to 
determine whether to Summon a casino representative. If, at 
the time when a guaranteed payment is scheduled to be paid, 
a gaming device does not have enough coins to pay the full 
guaranteed payment, then the gaming device may pay part 
of the payment in coins, and the rest of the payment in 
credits or in the form of some other benefit. However, the 
gaming device may synthesize the Sound of coins dropping, 
even if there are no actual coins dropping. 

0209. In one or more embodiments, a gaming device 
might pay a number of Smaller guaranteed payments leading 
up to the providing of a larger payment. For example, a 
gaming device may pay a S5 payment at fifteen minutes past 
the hour, a S10 payment at thirty minutes past the hour, 
another S5 payment at fifteen minutes until the next hour, 
and then a larger S30 payment on the hour. Of course, many 
other sizes of payments are possible. One advantage of 
paying Smaller payments leading up to the payment of a 
larger payment is that the Smaller payments may encourage 
a player to continue play so as to receive the larger payment. 
There may be individual criteria for receiving each of the 
payments that is paid. For example, to receive a S5 payment 
at fifteen minutes past the hour, a player might be required 
to have made one hundred handle pulls in the first fifteen 
minutes of the hour. In some embodiments, a player receives 
the larger payment only if he has also received all the smaller 
payments scheduled to be paid in the period prior to the 
payment of the larger payment. 

0210 Although the desirability of synchronizing the pay 
ment of guaranteed payments is described herein, one or 
more embodiments may allow gaming devices to pay guar 
anteed payments according to varying schedules. For 
example, seventeen out of twenty gaming devices that pay 
guaranteed payments in a casino may pay such payments 
every hour on the hour. However, the eighteenth such 
gaming device may pay a guaranteed payment only every 
thirty minutes past the hour, or only every nineteen minutes 
past the hour. When one or more gaming devices are not 
synchronized with the others, a player need not conform his 
schedule to the schedule of the majority of the gaming 
devices that pay guaranteed payments. For example, a player 
who begins play at 12:30, and can only play for an hour, may 
still have time to earn a guaranteed payment by playing at a 
gaming device that pays at half past the hour. The same 
player might not be able to earn a payment at a gaming 
device that pays only on the hour. 

0211. In one or more embodiments, gaming devices may 
not pay guaranteed payments according to a fixed schedule. 
Instead, a gaming device may provide a guaranteed payment 
based upon Such factors as when the player has begun play, 
or when the player has met the criteria for receiving the 
guaranteed payment. For example, if a player begins play at 
a gaming device at 12:42, then the gaming device may pay 
its next guaranteed payment at 1:42. Or a gaming device 
may pay its guaranteed payment as soon as a player com 
pletes his four hundredth pull, makes his one thousandth 
wager, etc., no matter when Such time occurs. 

0212. In one or more embodiments, a gaming device that 
is not synchronized with other gaming devices paying 
guaranteed payments may attempt to re-synchronize itself. 
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For example, Suppose a player begins play at a gaming 
device at 2:40. The criteria for receiving the guaranteed 
payment are typically one hour of play. However, the 
gaming device may schedule its next guaranteed payment at 
3:50, rather than at 3:40, and then the following guaranteed 
payment at 5:00, rather than at 4:50. In this way, the gaming 
device has extended the criterion for receiving the guaran 
teed payment to one hour ten minutes from an hour. How 
ever, as a result, the third scheduled payment of a guaranteed 
payment will be on the hour. From then on, the gaming 
device may pay the guaranteed payment every hour, and 
may thereby maintain synchrony with other gaming devices. 
In a similar fashion, if a player begins play at a gaming 
device at 7:20, the next guaranteed payment may be paid at 
8:10, and then the following may be at 9:00, after which 
Subsequent guaranteed payments may be paid on the hour. 
Note that if a gaming device has extended the required time 
of play for a player from one hour, to one hour and ten 
minutes, the gaming device may concurrently relax another 
requirement, e.g., the required speed of play. Similarly, if a 
gaming device has reduced the required time of play, the 
gaming device may tighten another requirement, Such as the 
speed of play. 

0213. In one or more embodiments, the gaming device 
104 may delay the payment of a guaranteed payment past its 
scheduled time of payment so as to await the passing of an 
event. For instance, the gaming device may delay the 
payment of a scheduled payment until after the reels of the 
machine have stopped spinning, or until any payment for a 
winning outcome has been completed. By delaying the 
payment of the guaranteed payment, the gaming device may 
ensure that the player does not confuse the guaranteed 
payment with a payout for a winning outcome. If the player 
were to believe that the guaranteed payment were the result 
of an outcome on the gaming device, then the guaranteed 
payment might lose some of its attraction, its attraction 
being that it will be paid regardless of what outcomes are 
achieved by the player, and no matter how badly the player 
is otherwise faring. In one or more embodiments the gaming 
device may even prevent the player from taking any actions 
for a predetermined period of time prior to the providing of 
the guaranteed payment. For example, the gaming device 
might disable the “Bet 1' button, the “Spin” button, or any 
other buttons on the gaming device for 10 seconds prior to 
the payment of the guaranteed payment. In this way, the 
player may be less likely to believe that the guaranteed 
payment was paid as a result of the outcomes generated by 
the gaming device. In particular, if a guaranteed payment is 
scheduled to be provided at time T, then the gaming device 
may prevent any player action beginning after time T-t. If the 
player has initiated a handle pull prior to T-t, then the 
outcome may be allowed to resolve. However, the player 
may not be able to take any action once the outcome has 
resolved, and prior to the payment of the guaranteed pay 
ment. In one or more embodiments, a gaming device may 
not restrict player actions near to the time of the scheduled 
payment of a guaranteed payment. Instead, the gaming 
device may attempt to work around the player's actions by 
paying the guaranteed payment as near to the scheduled time 
as possible, without providing the payment during a par 
ticular event. For example, Suppose the gaming device has 
tracked the player's play, and determined that the player 
initiates a handle pull approximately ever six seconds. If a 
player's last outcome has resolved at 12:59:58, then the 
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gaming device has a choice of paying the guaranteed pay 
ment immediately, i.e., at 12:59:58, or waiting for six 
seconds for the player to complete his next outcome, and 
paying the guaranteed payment at 1:00:04. In this case, the 
gaming device may decide to pay the guaranteed payment at 
12:59:58, since it is closer to 1:00:00 than is 1:00:04. 

0214. In one or more embodiments, a player may win a 
jackpot or other large payout at a time soon before the 
scheduled payment of the guaranteed payment. Often, a 
jackpot is not paid immediately, since, in the first place, a 
gaming device typically does not store enough coins to pay 
a jackpot, and, secondly, the player may have to fill out tax 
forms before receiving the jackpot. Therefore, a player who 
has won a jackpot will often remain at his gaming device, 
without making further handle pulls, and wait for casino 
personnel to approach with his payment and tax forms. It 
may not be desirable to pay the guaranteed payment to Such 
a player at its scheduled time for payment. A player who has 
won a jackpot often does not want anything to happen to his 
machine until he has received compensation for his jackpot 
outcome. He especially does not want the reels to move, or 
the display screen to change, because those are what show 
that he has won the jackpot. The payment of a guaranteed 
payment might frighten a player into thinking his jackpot 
outcome had been erased or forgotten. Therefore, in some 
embodiments, a gaming device may not pay a guaranteed 
payment at its scheduled time, if the player is awaiting 
payment of a jackpot or other high-paying outcome. How 
ever, once the player has been paid for his jackpot, and, for 
example, casino personnel have indicated to the gaming 
device that the jackpot has been paid to the player, then the 
gaming device may provide the payment that it had held off 
on providing. In one or more embodiments, casino personnel 
may simply pay the guaranteed payment to the player when 
providing him with his jackpot. 

0215. In one or more embodiments, at any given sched 
uled time for the providing of a guaranteed payment, only a 
single payment is paid from amongst a designated group of 
gaming devices. For example, Suppose there are ten adjacent 
gaming devices at a casino, each designated as paying a 
guaranteed payment. However, at the end of each hour, only 
one of the ten machines pays the guaranteed payment. In this 
case, the providing of the payment is no longer absolutely 
guaranteed to every player at one of the ten gaming devices. 
However, the payment is still guaranteed in the sense that at 
least one player on the group of machines will receive the 
payment, provided he meets certain criteria (e.g., makes a 
minimum number of handle pulls in the prior hour). 

0216) The designated gaming devices may be connected 
to a server, such as the casino server 102 of FIG. 2. The 
server may be responsible for determining which of the 
designated gaming devices is to provide the payment, and 
may signal, to the chosen gaming device, authorization to 
pay the guaranteed payment, as well as the amount of the 
payment to be paid. Alternatively, one of the designated 
gaming devices may serve as the server, and may determine 
which of the gaming devices is to provide the guaranteed 
payment, and may provide the signal to do so. The server 
may also control the display of the size of the payment. For 
example, the server may receive signals from each of the 
designated gaming devices indicating the amount of play at 
each of them. Then, for example, when the amount of play 
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exceeds a predetermined threshold, the server may signal the 
display panel to increment the size of the displayed payment 
amount. 

0217. The size of the single payment paid by one of a 
plurality of machines may be based on the total amount of 
play by players at all of the plurality of machines. For 
example, if ten different players at a group often machines 
make a total offive thousand handle pulls between 12:00 and 
1:00, then the payment paid at 1:00 may be $250. However, 
if the players at the group of ten machines make ten 
thousand handle pulls between 12:00 and 1:00, then the 
payment paid at 1:00 may be S500. So the payment may be 
proportional to the total amount of play at the group of 
designated machines, may be tiered based on the total 
amount of play crossing certain thresholds, or may be 
otherwise functionally dependent upon the amount of play. 
In addition to the number of handle pulls, the payment may 
be based on the amounts wagered at the group of designated 
gaming devices, on the number of pay lines played, on the 
amount of time played, on the number of different machines 
that were in use, on the wager sizes, on the particular games 
that were played at each of the machines, on the length of 
breaks taken, and on any other criteria discussed previously. 
The size of the payment to be paid may be displayed to each 
of the players on any one of the designated gaming devices, 
via a text display on the screen of the gaming devices, or via 
any other means. Alternatively, or additionally, the size of 
the payment to be paid may be displayed on a display panel 
overlooking the group of designated gaming devices. As 
play at the designated gaming devices proceeds, the size of 
the payment to be paid may increase, and Such increases 
may be displayed as they occur. For example, every time the 
players at the designated gaming devices complete, as a 
group, one hundred handle pulls, the size of the payment 
may increment by S1. 

0218. At the time when the payment is scheduled to be 
paid, one of the gaming devices from the designated group 
of gaming devices may be selected to provide the payment. 
In some embodiments, the gaming device at which the 
payment will be provided is selected at random, with each 
of the designated gaming devices having an approximately 
equal probability of selection. The server may, for example, 
employ a random number generator to determine a random 
number, divide the random number by the number of des 
ignated gaming devices, and use the remainder from Such 
operation to determine which gaming device should pay the 
guaranteed payment. 

0219. In another embodiment, the gaming device to pay 
the guaranteed payment is selected based on the amount of 
play that occurred at the gaming device in the period of time 
prior to the scheduled payment of the guaranteed payment. 
Thus, if a first gaming device generated two hundred out 
comes, and a second gaming device generated four hundred 
outcomes, then the second gaming device would be twice as 
likely to be selected as the first gaming device. 

0220. In one or more embodiments, the gaming device to 
pay the guaranteed payment is selected based on the amount 
of play at the gaming device by the current occupant of the 
gaming device. Therefore, if a first gaming device has 
generated four hundred outcomes in the last hour, all for its 
current occupant, and a second gaming device has also 
generated four hundred outcomes in the last hour, but only 
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two hundred of which were for its current occupant, then the 
first gaming device might be twice as likely to be selected 
for the payment of the payment as the second gaming 
device. Additionally, in many embodiments, a gaming 
device with no current occupant may have no chance of 
being selected. 

0221) In one or more embodiments, the gaming device to 
pay the guaranteed payment is selected based in part on the 
amount of skill exhibited at the gaming device in the period 
prior to the payment of the guaranteed payment. Multiple 
casino games require skill, among them video poker, and 
various trivia games. The server may monitor play at each of 
the gaming devices, compare the play to known rules of 
strategy, and determine the level of skill exhibited at each of 
the gaming devices. The server may then bias the choice of 
a gaming device towards those gaming devices where more 
skill was demonstrated. 

0222. In one or more embodiments, a player at a gaming 
device that is selected may receive an amount of the guar 
anteed payment that is dependent upon his amount of play 
in the time period prior to the scheduled payment of the 
payment. For example, if the player has played for the full 
hour prior to the providing of the payment (which is paid 
every hour, in this example), then the player may receive the 
full amount of the payment. However, if the player has 
played only half an hour, then the player may receive only 
half of the amount of the payment. In this way, a player is 
rewarded for his amount of play at one of the designated 
gaming devices for the period prior to the providing of the 
payment. Otherwise, players might simply sit down at 
gaming devices that pay guaranteed payments just prior to 
the scheduled payment of the payment. If a player does not 
receive the full amount of a guaranteed payment, then the 
remaining amount of the payment may be paid by another of 
the designated gaming devices, which may once again be 
selected at random. Alternatively, the remaining amount of 
the payment may be added to the guaranteed payment to be 
paid at the next scheduled time of payment. 

0223. It is to be understood that there are many other 
possible variations to the embodiment where a single gam 
ing device, selected from amongst a plurality of designated 
gaming devices, pays a guaranteed payment at periodic 
intervals. For example, in a group of designated gaming 
devices, two devices may be chosen to pay a guaranteed 
payment, rather than just one. Additionally, the choice of 
whether one, two, or more gaming devices will each pay the 
guaranteed payment may depend on the total amount of play 
at the designated gaming devices in the period of time prior 
to the scheduled payment of the guaranteed payment. 

0224) Reference is now made to the flowchart 1200 
illustrated in FIG. 12. Flowchart 1200 illustrates one or more 
embodiments in which guaranteed payments made by a 
plurality of gaming devices 104,106, 108, (112, 114) may be 
synchronized with one another. Process 1200 may be per 
formed, for example, by casino server 102, by a gaming 
device that is in communication with one or more gaming 
devices, by a casino employee, or by any other Suitable 
entity. At Step 1210, a gaming device that will provide a 
guaranteed payment may be determined. At Step 1220, 
second such device may be determined. As will be appre 
ciated, any number of gaming devices may be identified for 
providing a guaranteed payment. Gaming devices that are 
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determined at Steps 1210 and 1220 may or may not have 
commonalities. For instance, the gaming devices may be of 
the same type, the gaming devices may be made by the same 
manufacturer, the gaming devices may feature similar 
games, the gaming devices may have similar capabilities 
(e.g., both may have audio speakers of a particular quality), 
and so on. In one or more embodiments where multiple 
gaming devices are from the same manufacturer, the manu 
facturer may take the role of the “third-party server'110 in 
FIG. 1B. The third-party server 110 may identify one or 
more gaming devices through communication with the 
casino server 102, or through communication with other 
gaming devices (e.g., gaming devices 112 and 114). The 
third-party server 110 may even contribute funds for the 
providing guaranteed payments. Of course, a third-party 110 
server may perform any practicable embodiments within the 
scope of process 1200, or of any other process described 
herein. 

0225. In the performance of Steps 1210 and 1220, and in 
the performance of other steps of process 1200, a data 
structure such as the gaming device database 210 of FIG. 7 
may be utilized. Database 210 stores exemplary data about 
a number of gaming devices. A casino server may, for 
example, determine one or more gaming devices by identi 
fying gaming devices from database 210 possessing certain 
characteristics. For example, casino server 102 may identify 
all gaming devices located in “Bank #3, or may identify all 
gaming devices that play the game “Lucky Days are Here 
Again. 

0226 Gaming devices determined at Steps 1210 and 
1220 may, in one or more embodiments, be located in 
proximity to one another. When proximate gaming devices 
are later instructed to provide synchronized payments, the 
cumulative Sound effects may create a memorable sensory 
experience for casino patrons, as described herein. 

0227. In one or more embodiments, gaming devices 
determined at Steps 1210 and 1220 may be separated from 
one another. One or more gaming devices, e.g., which do not 
provide guaranteed payments, may be disposed between 
gaming devices determined in Steps 1210 and 1220. In one 
or more embodiments where gaming devices are separated 
from one another, but provide guaranteed payments simul 
taneously, a randomly chosen casino patron may be more 
likely to be close to a gaming device that is making a 
guaranteed payment at a scheduled time. Thus, a relatively 
larger group of casino patrons may be exposed to the 
concept of gaming devices that provide guaranteed pay 
ments. One consequence of an embodiment in which a 
relatively small number of gaming devices providing guar 
anteed payments are spread throughout a casino, is that one 
or more gaming devices that do not provide guaranteed 
payments may lie between one or more gaming devices that 
do. 

0228. At Step 1230, a reference time may be determined. 
The reference time may be, for example, the time at which 
the gaming devices selected in Steps 1210 and 1220 may 
provide guaranteed payments. The reference time may be 
determined by retrieving a reference time for each respective 
gaming device of the gaming devices selected at steps 1210 
and 1220 from field 725 of gaming device database 210. 
However, the reference time may be determined in some 
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other fashion, in which case such a time may only then be 
populated into field 725 of the appropriate records in gaming 
device database 210. 

0229. At Step 1240, the first gaming device (e.g., the 
gaming device determined at Step 1210) may be instructed 
to provide a guaranteed payment at the reference time. At 
Step 1250, the second gaming device (e.g., the gaming 
device determined at Step 1220) may also be instructed to 
provide a payment at the reference time. The times at which 
the first gaming device and the second gaming device 
provide a guaranteed payment may thereby be synchronized. 
It should be noted that a considerable amount of time may 
elapse between times when one or more gaming devices are 
instructed of the reference time at which to provide a 
guaranteed payment, and the reference time itself. For 
example, at 8:10, a gaming device may be instructed to 
provide a guaranteed payment at 8:35. The gaming device 
may then wait for thirty-five minutes after receiving instruc 
tions before actually providing a guaranteed payment. 

F. Example Illustrative Embodiment of the Invention 
0230. The following very specific additional example is 
provided to illustrate particular embodiments of the present 
invention, particularly from the perspective of potential 
users of the invention, including players and casinos. 
0231 John was wandering the aisles of a casino looking 
for a slot machine to play. As he walked by, he glanced at the 
screen of a nearby slot machine. In large text, the screen said 
“This machine pays a S50 bonus in fifty-five minutes. Begin 
play now to receive the bonus, guaranteed John thought to 
himself, “I’m here for a couple of hours anyway, why not 
take a free S50?” So John sat down at the machine and began 
play. As he played he noticed a display in the upper right 
hand corner of his slot machine's display screen. The display 
said “Time until $50 bonus: 54:59.” As he played, the clock 
counted down. John also noticed three light-emitting diodes 
(LEDs) on a panel beneath the screen of his slot machine. 
One LED was red, one yellow, and one green. The green 
LED was lit at the moment. 

0232. After about twenty minutes of play, John had lost 
a little bit of money. Then John's friend Bill walked by. John 
stopped playing and began chatting with Bill about how 
each was faring. After a few minutes of chatting, John heard 
a beeping sound from his slot machine. He looked back and 
saw some pre-composed text that was newly backlit on his 
slot machine. The text was right beneath the three LEDs. 
The text read, “Keep up your rate of play to receive the 
bonus—keep the light in the green.” John noticed that now 
the yellow LED was lit, and the green one was off. So John 
asked Bill to sit down next to him, and John began playing 
once again while still chatting with Bill. After a few minutes 
of play, John saw that the green LED was once again lit, and 
that the pre-composed text was no longer lit. 

0233. When the clock in the upper right hand corner of 
his display screen read 00:15, John was down S30. However, 
he was happy because he would soon receive the S50 bonus. 
He also noticed that his machine would no longer accept 
wagers, nor let him spin. A message appeared saying, 
"Please wait, guaranteed bonus in X seconds.” When the 
clock hit Zero, his slot machine seemed to fly into action. His 
screen began flashing myriad different colors. In the center 
of his screen was maintained the text, “S50 BONUS!!!” The 
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LEDs, and many other lights around his slot machine that 
he hadn’t even noticed, began flashing. He heard the Sound 
of trumpets, and drums. But it was not just his machine. All 
around the casino, other machines put on similar displayS. 
The lights and the trumpets and the drums were everywhere. 
Even machines in front of which no players were standing 
were making sounds. All around the casino, players looked 
up from their slot machines to see what was happening. Then 
the coins started pouring out. Fifty one-dollar tokens poured 
into John's tray. At the same time, coins were pouring into 
100 other slot machines, all with players standing in front of 
them. The Sound of coins dropping came from all directions. 

0234 John was happy to have the S50. He was also happy 
to be a part of a casino-wide spectacle. Bill was so impressed 
that he walked around looking for another machine like 
John's. 

G. Additional Embodiments of the Invention 

0235. One of the criteria for receiving a guaranteed 
payment may be whether the player performs an act external 
to his interaction with the gaming device. Qualifying acts 
may include: eating at the casino's restaurant, attending a 
show, registering as a guest of the casino's hotel, gaming at 
other gaming devices. Qualifying acts may also include: 
Switching phone services, signing up for a credit card, test 
driving an automobile, listening to a life-insurance quote, 
listening to a time-share pitch, etc. Additionally, qualifying 
acts may include commitments to act, including: commit 
ments to perform any of the aforementioned acts in the 
future, commitments to visit the casino in the future, com 
mitments to wager a certain amount in the future, and so on. 

0236. In one or more embodiments, a player may answer 
Survey questions in order to qualify or remain qualified to 
receive a guaranteed payment. For example, a player begins 
playing at 3:10 so as to receive a guaranteed payment at 
4:00. However, the player runs out of money at 3:45. The 
player may still receive the payment, however, if the player 
remains at the gaming device and answers Survey questions. 
Survey questions may ask the player about his experience at 
the casino, his experience at the casino hotel, at casino 
restaurants, etc. Answers to the Survey questions may help 
the casino improve the way it treats customers. Survey 
questions may also ask about potential designs for a new 
detergent box, or about potential designs for the exterior of 
a new car. Answers may help third-party merchants to design 
more attractive or better products, and third-party merchants 
may pay the casino for administering the Survey questions. 
Survey questions may also ask the player about his own 
status as a homeowner, car owner, life insurance policy 
holder, Smoker, etc. Such question may allow the casino or 
third-party merchants to target marketing offers to the 
player. The player may be required to answer the Survey 
questions at a minimum rate. For example, the player must 
answer at least four questions per minute to remain qualified 
to receive the guaranteed payment. Alternatively, the player 
might need to answer a fixed number of questions, corre 
sponding to the amount of time by which the player fell 
short, the number of pulls by which the player fell short, or 
the amount of any other criterion by which the player fell 
short. If the player has answered a sufficient number of 
Survey questions by the scheduled time of the guaranteed 
payment, then the player may receive the guaranteed pay 
ment. 
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0237. In one or more embodiments, a limited number of 
gaming devices that pay guaranteed payments may be 
distributed about the area of a casino in Such a way as to 
maximize the advertising or attracting features of their 
synchronized provision of the payments. For example, gam 
ing devices may all be placed adjacent to one another, so 
that, when they simultaneously create sensory displays, the 
effect of a single machine is compounded by the presence of 
multiple Such machines in close proximity. In one or more 
embodiments, gaming devices are distributed at regular 
spacing intervals, about the floor of a casino. For example, 
gaming devices are spaced so that no two gaming devices 
paying guaranteed payments are within a predetermined 
distance of one another. In this way, every person in the 
casino is more likely to be proximate to at least one of the 
gaming devices, and may therefore notice one of them when 
it creates a sensory display. 

0238. In one or more embodiments, a player must pay an 
upfront fee at the start of a playing session in order to be 
eligible to receive the guaranteed payment. The fee may or 
may not be fully refunded if the player remains to receive the 
guaranteed payment. 

0239). In one or more embodiments, a player who has not 
met the criteria for receiving a guaranteed payment, may still 
receive payment of the payment provided he agrees to 
completely fulfill the criteria of the payment after the 
payment has been paid. To ensure that a player complies, the 
gaming device may withhold a portion of a player's credit 
balance until the player has fulfilled the criteria to receive 
the payment. 

0240. In one or more embodiments, a warning to a player 
that he is not on track to receive a payment may take the 
form of an audio message from his gaming device. The 
audio message may further inform the player of what he 
needs to do to avoid losing the payment. For example, the 
audio message might warn the player to play more rapidly. 

0241 Another method by which the gaming device may 
warn a player to play more rapidly in order to receive the 
payment, is by Switching the whole background color of the 
device, e.g., from green to red. 

0242. In one or more embodiments, additional taxes may 
be levied upon players who are not on track to receive a 
guaranteed payment. The additional taxes may make up for 
the statistical shortfall in funding, and allow the player to 
still receive the payment. 
0243 In one or more embodiments, if a player's gaming 
device jams, malfunctions, requires a hopper fill, or cannot 
be used for any other reason, the time during which the 
gaming device is out of service may still count towards the 
fulfillment of player criteria. For example, if a player must 
play for fifty minutes to receive a payment, and if he actually 
plays for thirty minutes, but waits twenty minutes for a 
hopper fill, then the player may still be eligible to receive the 
guaranteed payment. However, if the malfunction was due to 
deliberate activities of the player, the lost time may not count 
towards fulfillment of the criteria. For example, if the player 
has inserted large bills and cashed out with the express 
intention of emptying the coin hopper, then the time the 
player spends waiting for the hopper fill may not count. To 
prevent a player from deliberately emptying a hopper, a 
gaming device may restrict the number of times, or the 
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amounts for which a player may cash out. If the player 
cashes out for too much, or cashes out too often, he may no 
longer be eligible for the guaranteed payment. 
0244. In one or more embodiments, a player may receive 
an extra payment when the guaranteed payment is paid, 
provided his play has met certain criteria. Exemplary criteria 
may be that, in the period prior to the payment of the 
payment, the players winnings have exceeded a certain 
threshold, or that the player's losses have exceeded a certain 
threshold (e.g., the player has lost more than S100), or that 
the player won on a predefined number of consecutive pulls 
just prior to the payment of the payment. The extra payment 
may result in the player receiving a multiple of the normal 
payment amount (e.g., twice the normal amount) or the 
normal payment amount plus a fixed amount of money (e.g. 
the normal amount plus S100). 
0245. In one or more embodiments, players at table 
games may receive guaranteed payments. A dealer, pit boss, 
or other casino employee may monitor Such things as when 
a player begins play, the number of hands in which the 
player participates, and the average size of the players 
wager. Then, at a scheduled time, a casino employee may 
pay qualifying players by providing them with cash, chips, 
or other consideration. 

0246. In one or more embodiments, a player at a video 
arcade may receive a guaranteed payment for playing for a 
designated period of time. The payment may consist of a 
number of free games, extra points, extra lives, prizes, 
recognition, or cash. If the payment is cash, then an 
employee of the arcade may bring the cash to the player. 
0247. In the one or more embodiments where a guaran 
teed payment is paid to one of a group of gaming devices, 
the gaming device that receives the payment may be the 
gaming device that generates the best (e.g., highest paying) 
outcome. For example, just prior to the scheduled payment 
of a guaranteed payment, players at each gaming device in 
the group are given the opportunity to make one last handle 
pull. The player with the highest-paying outcome then wins 
the guaranteed payment for that group of machines. In one 
instance, the gaming device at which the guaranteed pay 
ment is paid is the one that first achieves a particular 
outcome. For example, the first gaming device in a bank of 
ten gaming devices to achieve bar-bar-bar is the one that will 
pay the guaranteed payment. However, the race to achieve 
bar-bar-bar begins only two minutes prior to the payment of 
the payment. If no gaming device achieves bar-bar-bar, then 
the guaranteed payment may not be paid, and may roll over 
to the next period. In another instance, a guaranteed payment 
is paid, not to the first gaming device to achieve a particular 
outcome, but to the first player at a table game to achieve a 
particular outcome. For example, the first player at a table 
game to achieve a blackjack within a designated two-minute 
period at the end of the hour may receive a guaranteed 
payment. 

0248 Although the payment of scheduled payments has 
been described as guaranteed, Scheduled payments may, in 
Some embodiments, be conditioned upon some measure of 
luck. For example, a gaming device may pay scheduled 
payments to a player if his net winnings for a period of time 
prior to the payment of the guaranteed payment fall within 
a predetermined range. Another criterion would require the 
player's gross winnings to fall within a predetermined range. 
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Clearly, a player does not have full control over his net 
winnings. If he did, casinos would likely go bankrupt. 
However, the range within which a player's net or gross 
winnings fall might be made large enough so that a player 
would be able to receive the payment with a high degree of 
confidence. For example, Suppose a gaming device has a 
95% payback percentage. Thus, for every dollar a player 
wagers, he can expect to receive S0.95 in payouts. Suppose 
now that the player must have gross winnings of more than 
S200 for an hour in order to receive the guaranteed payment. 
If the player wagers a total of S500, say over the course of 
five hundred handle pulls, then the player can expect to 
receive gross winnings of 95%x$500, or $475. Therefore, by 
putting in a sufficient amount of money, it is very likely that 
the player will achieve gross winnings in excess of $200, 
and receive the scheduled payment. It is conceivable that the 
player could make five hundred handle pulls of S1 each, and 
lose on every single handle pull. However, such an event 
would be extremely unlikely on most gaming devices. 
Although it is more likely the player would not gross in 
excess of S200, such an event would still be very unlikely. 
Thus, a payment, even though somewhat dependent on luck, 
may be "almost guaranteed in the sense that a player who 
desired to receive such a payment would be able to do so 
with a high degree of confidence. 

Regular Entrance into a Bonus Game 

0249 Reference is now made to the flowchart 1300 
illustrated in FIG. 13. Flowchart 1300 illustrates one or more 
embodiments where, after a required amount of play, and/or 
at a scheduled time, a player may receive a guaranteed entry 
into a bonus round. For example, once a player has been 
playing at a gaming device for fifteen minutes, the player 
may automatically reach the bonus round. One common 
feature of bonus rounds is that they often allow a player to 
win large payouts. Therefore, a guaranteed entry into a 
bonus round may be seen as equally or more desirable than 
a guaranteed payment. 

0250) As the steps of flowchart 1300 parallel the steps of 
flowchart 1100, described extensively above, flowchart 1300 
will be described only briefly. At Step 1310, a gaming device 
104 may advertise guaranteed entry into a bonus round. For 
example, gaming device may print a message on display 
screen 400 indicating that a player at the gaming device may 
receive “Guaranteed Entry into a Bonus Round Every Hour 
on the Hour.” At Step 1320, the player may insert currency 
into gaming device 104, the player may then initiate handle 
pulls, and the gaming device may generate outcomes for the 
player. At Step 1330, the gaming device 104 may tax the 
play of the player. As in the one or more embodiments 
described above with respect to a regular payment, a player 
may be required to play for a certain minimum amount of 
time, to play at a certain rate (e.g., 10 spins per minute), to 
wager a minimum cumulative amount, or to meet other 
criteria before becoming eligible for automatic entry into a 
bonus round. In some embodiments, a player may be offered 
the opportunity to regularly enter a bonus game in exchange 
for paying a fee at the beginning of a gaming session. Such 
an offer may be in the form of an offer to purchase insurance 
that if the player does not manage to make it into a bonus 
round on his own within a period of time or handle pulls, he 
will be guaranteed to be entered into a bonus game if he 
purchases the insurance. 
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0251. At Step 1340, the gaming device may therefore 
inform the player of his progress towards gaining entry into 
the bonus round. If the player is in danger of not meeting one 
or more of the criteria (e.g., he has been playing too slowly 
and risks not making enough handle pulls in the remainder 
of a designated time period to be eligible for the entry), then 
the gaming device may output a warning. The warning may 
indicate that the player risks ineligibility for automatic entry 
into a bonus round, and may also indicate steps the player 
might take to improve his chances of becoming eligible. At 
Step 1350, the gaming device may receive a confirmation of 
the player's presence. The player may confirm his presence, 
for example, though the insertion of a player tracking card, 
through entry of a code known only to the player, through a 
biometric indicator, or through some other means. By con 
firming the presence of a first player who has played for a 
significant period of time prior to the time of guaranteed 
entry into a bonus round, the gaming device may ensure that 
a second player does not take advantage of the activity of the 
first player by sitting down at the gaming device just prior 
to the time of the bonus round. At Step 1360, e.g., if the 
player's presence has been confirmed from step 1350, then 
the gaming device may, at a prescheduled time, provide the 
player with automatic entry into a bonus round. 
0252) In one or more embodiments, automatic entry into 
a bonus round is conditioned upon the player's not having 
reached the bonus round earlier within a designated period. 
For example, after fifteen minutes of play, a player may 
automatically reach the bonus round only if he had not 
already done so during the fifteen minutes of play. In Such 
embodiments, automatic entry into a bonus round after a 
certain period of time may ensure that a player does not play 
for an extended period of time without reaching a bonus 
round. Players who do play for an extended time without 
reaching a bonus round may become frustrated and may 
leave a gaming device. Therefore, various embodiments of 
the present invention serve to avoid player frustration. 
0253) If a player does reach a bonus round for any reason, 
e.g., due to an outcome on the reels, then an internal clock 
of the gaming device may be reset to Zero. The player may 
then have to play for another fifteen minutes (or other 
designated time period) before being provided with auto 
matic entry into the bonus round. In some embodiments, 
automatic entry into a bonus round may only be available at 
scheduled times, such as on the hour, at fifteen minutes past, 
at thirty minutes past, and at forty-five minutes past. A player 
who has been playing for the entire preceding period of 
fifteen minutes without reaching the bonus round may then 
be eligible to be entered automatically into a bonus round. 
However, for example, if a player begins play at seven 
minutes past the hour and does not reach the bonus round by 
fifteen past, the player may not be eligible for automatic 
entry into the bonus round because he had not played for the 
entire fifteen-minute period. The player may later be eligible 
for automatic entry into the bonus round at thirty minutes 
past the hour if he continues to play and is not entered into 
the bonus round via Some other mechanism. 

0254. In one or more embodiments, a player may be 
guaranteed a certain number of entries into a bonus round 
per period of time. For example, the player may be guar 
anteed four entries per hour. In one exemplary embodiment, 
a player who has not reached a bonus round at all during 
sixty minutes of play may automatically be entered into the 
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bonus round on four Successive occasions. In one or more 
embodiments, if the player has not been entered into the 
bonus round according to a predefined schedule, the player 
may be given a single automatic entry. For example, if a 
player has not been entered into a bonus round after fifteen 
minutes, then the player may receive an automatic entry. 
Similarly, if a player has not twice played in a bonus round 
after thirty minutes of play, then the player may receive 
another automatic entry. One difference between the present 
embodiment and another embodiment discussed above, is 
that in the present embodiment, a player might achieve 
multiple entries into a bonus round within a short time of 
beginning play. The player would then be ineligible for 
automatic entry into a bonus round for the remainder of the 
hour, even if he later went for more than fifteen minutes 
without obtaining entry into a bonus round. 
0255. Note that, as with other embodiments of this inven 
tion, one or more taxes may be withheld from the player in 
order for the casino to be able to provide automatic entry 
into bonus rounds and to still maintain profitability. Note 
that all aspects of the many embodiments of regular or 
guaranteed payments discussed above may be applied to 
regular or guaranteed entry into bonus games as practicable. 
In some embodiments, players may purchase a guarantee 
that they will be entered into a given number of bonus 
rounds per hour. In some embodiments, a bonus game 
entered via a conventional manner (e.g. as the result of 
getting an outcome that entitles a player to enter a bonus 
round) may have different prizes, payouts, and/or win prob 
abilities than a bonus round that occurs as a result of the 
present invention. In other words, the payouts and win 
probabilities of a bonus game may be different depending on 
how a player entered the bonus game. For example, payouts 
for a bonus game that a player is entered into as the result 
of the automatic hourly entry into a bonus round described 
above may be Smaller than payouts for a bonus round that 
the player entered as the result of receiving an outcome that 
entitles the player to enter a bonus round. Note that different 
levels and types of bonus round payouts and win probabili 
ties based upon how the player entered the bonus game may 
be used to help maintain the profitability of gaming devices 
configured to provided guaranteed entry into a bonus round. 
0256 Further, bonus rounds may be of many different 
types and have many different characteristics. For example, 
as indicated above, a “free' guaranteed bonus game type, 
may have characteristics that allow it to have a very low 
relative additional cost to a casino. Such a type of bonus 
game may have relatively small payouts, it make have 
relative low probabilities of winning, it may have a rela 
tively short duration, it may have relatively few outcomes 
generated, it may only include a portion of a standard type 
bonus game, etc. In contrast, a “tax-funded' or “insurance 
fee funded guaranteed bonus game type, may have char 
acteristics that allow more generous payouts, higher prob 
abilities of winning, longer durations, and more outcomes. 
“Standard” or “conventional type bonus games may have 
characteristics that are a function of the overall design of the 
gaming devices intended hold percentage. In some embodi 
ments, the type of bonus round provided to a player may be 
determined at random or it may be determined determinis 
tically based upon casino objectives as indicated above. 
Likewise, individual characteristics that define the many 
different possible bonus game types may be determined at 
random or deterministically. Where different prizes are 
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awarded for different types of bonus rounds, a player may 
receive the same amount of a prize but a different type 
currency may be used that is less costly to the casino. For 
example, in standard type bonus rounds a player may receive 
S50 in credits while in a guaranteed type bonus round a 
player may receive a $50 food credit. 
0257. In some embodiments, instead of guaranteeing 
entry into a bonus round, a player may receive an improved 
probability of entering a bonus round or the player may 
receive an improved payout when he does enter a bonus 
round. In other words, payouts may be upwardly modified 
for a bonus round. 

0258. In one or more embodiments, all automatic entries 
into a bonus round may occur at the same time in various 
different gaming devices throughout the casino. That is, 
where eligible, players at multiple different gaming devices 
would be entered into the bonus round at the same time. 
Further, the outcome of the bonus round may be synchro 
nized among all the gaming devices. In other words, all 
bonus rounds may result in the same sequence of events and 
in the same payouts for all players involved. The sensory 
effect of the bonus round may thereby be compounded as 
like sound effects simultaneously emanate from multiple 
gaming devices. 
H. Conclusion 

0259. It is clear from the foregoing discussion that the 
disclosed systems and methods to provide guaranteed pay 
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ments and entry into bonus games at gaming devices rep 
resents an improvement in the art of electronic commerce 
and gaming. While the method and apparatus of the present 
invention has 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 alteration within the spirit and scope 
of the appended claims. The specifications and drawings are, 
accordingly, to be regarded in an illustrative rather than a 
restrictive sense. 

0260 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 
without departing from the teachings thereof. All Such 
modifications are intended to be encompassed within the 
following claims. 

1. A method comprising: 
determining a first time; 

determining a second time; and 
providing, based on the first time matching the second 

time, entry into a bonus game of a gaming device 
2-32. (canceled) 


