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(57) ABSTRACT

The present disclosure generally includes a gaming system
which: (1) provides a gaming session and for each play of the
primary game: (a) receives a selection from a plurality of
different audiovisual categories, (b) receives a selection relat-
ing to audiovisual categories, (c) receives a primary game
initiation signal caused by the selection, (d) in response to the
primary game initiation signal, determines a random number,
and uses the random number to determine a payout and an
audiovisual clip to be displayed from the selected audiovisual
category: the audiovisual clip being indicative of a magnitude
of the determined payout, use of the determined audiovisual
clip in the primary game causes the determined audiovisual
clip to be disallowed for reuse in subsequent plays of the
primary game of the gaming session.
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GAMING SYSTEM, GAMING DEVICE AND
METHOD EMPLOYING AUDIO/VIDEO
PROGRAMMING OUTCOME
PRESENTATIONS

PRIORITY CLAIM

[0001] This application is a continuation of, claims the
benefit of and priority to U.S. patent application Ser. No.
11/423,045, filed on Jun. 8, 2006, which is a continuation of,
claims the benefit of and priority to U.S. patent application
Ser. No. 10/908,688, filed on May 23, 2005, which claims the
benefit of and priority to U.S. Provisional Patent Application
No. 60/581,558, filed on Jun. 21, 2004, and which is a con-
tinuation-in-part of, claims the benefit of and priority to U.S.
patent application Ser. No. 10/417,758, filed on Apr. 16, 2003,
which claims the benefit of and priority to U.S. Provisional
Patent Application No. 60/373,111, filedon Apr. 16, 2002, the
entire contents of which are each incorporated by reference
herein.

BACKGROUND OF THE INVENTION

[0002] Within the casino gaming industry, slot machines
typically generate most of the profits realized by casino own-
ers and operators. For this reason, numerous slot machine
types and formats have been developed and are employed
within casinos (e.g., slot machines having a variety of display
formats for the reels or other game features of the slot
machines, larger jackpots, etc.). By providing a large variety
of slot machines, casino owners and operators may appeal to
alarger audience, and acquire and retain slot machine players.
[0003] Despite the variety of available options, conven-
tional slot machines may still lack sufficient entertainment
value to attract and retain slot machine players. Specifically,
many people view all or a portion of slot machine play pri-
marily as a passive, relatively boring experience. Accord-
ingly, a need exists for improved slot machines that provide a
more interactive and/or exciting gaming experience.

SUMMARY OF THE INVENTION

[0004] In a first aspect of the invention, a first method of
operating a gaming device is provided. The first method
includes the steps of (1) determining an outcome value of a
game result of the gaming device; (2) retrieving historical
audio/video programming having content that provides an
indication of the outcome value; and (3) providing the his-
torical audio/video programming to a player of the gaming
device. The historical audio/video programming may com-
prise, for example, a television show, a sporting event, a
movie, an animated show, or the like.

[0005] Inasecond aspectofthe invention, a second method
of operating a gaming device is provided. The second method
is similar to the first method, but includes the step of receiving
a selection of a classification of audio/video programming for
a player of the gaming device. That is, the player of the
gaming device may influence the selection of audio/video
programming to be provided to the player. Exemplary classi-
fications of audio/video programming may include, for
example, audio/video programming that relates to a particular
sporting event (or type of sporting event), team (or type of
team), athlete, actor or actress, performance, etc.

[0006] In a third aspect of the invention, a method for use
with a gaming device is provided. The method includes the
steps of (1) receiving historical audio/video programming;

Mar. 8, 2012

(2) examining content of the historical audio/video program-
ming; (3) determining an outcome value of a game result of
the gaming device that is indicatable by the content of the
audio/video programming; and (4) associating the historical
audio/video programming with the outcome value. One or
more of the above methods may be performed, for example,
by a controller and/or a gaming device.

[0007] Numerous other aspects of the invention are pro-
vided, as are systems, apparatus, computer program products
and/or data structures in accordance with these and other
aspects of the invention. Each computer program product
described herein may be carried by a medium readable by a
computer (e.g., a carrier wave signal, a floppy disc, a hard
drive, a random access memory, etc.).

[0008] Inanother aspect of the invention, a gaming device
control system is provided. The gaming device control system
includes means for receiving a game initiation signal, and
means for initiating game play at a gaming device in response
to the game initiation signal. The gaming device control sys-
tem further includes means for determining a game result of
the game play initiated at the gaming device and means for
determining an outcome value of the game result.

[0009] The gaming device control system also includes
means for selecting historical audio/video programming hav-
ing content that provides an indication of the outcome value
and means for providing the historical audio/video program-
ming to a player of the gaming device. Further, the gaming
device control system includes means for at least arranging
for payment to the player based on the outcome value (e.g. if
the game result is a winning game result).

[0010] With these and other advantages and features of the
invention that will become hereinafter apparent, the nature of
the invention may be more clearly understood by reference to
the following detailed description of the invention, to the
appended claims and to the several drawings attached herein.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] FIG.1is a schematic diagram of an exemplary gam-
ing device control system provided in accordance with the
present invention.

[0012] FIG. 2 is a schematic diagram of an exemplary
embodiment of a controller of FIG. 1.

[0013] FIG. 3 is a schematic diagram of an exemplary
embodiment of a gaming device of FIG. 1.

[0014] FIG. 4A illustrates a sample of the contents of a first
exemplary outcome database of FIG. 2 or 3.

[0015] FIG. 4B illustrates a sample of the contents of a
second exemplary outcome database of FIG. 2 or 3.

[0016] FIG. 5 illustrates a sample of the contents of a prob-
ability database of FI1G. 2 or 3.

[0017] FIG. 6 illustrates a flow chart of a first exemplary
process of the gaming device control system of FIGS. 1-5
useful in describing the general operation of the gaming
device control system.

[0018] FIG. 7A illustrates a flow chart of a second exem-
plary process of the gaming device control system of FIGS.
1-5.

[0019] FIG. 7B illustrates a flow chart of a third exemplary
process of the gaming device control system of FIGS. 1-5.
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[0020] FIG. 8 illustrates a sample of the contents of the
session status database of the controller of FIG. 2.

DETAILED DESCRIPTION

[0021] In one or more embodiments of the invention, his-
torical audio/video programming may be provided to a player
of'a gaming device. More specifically, historical audio/video
programming may be provided to the player during game play
s0 as to indicate an outcome value the player will receive as a
result of the game play. For example, in one embodiment of
the invention, a player may provide a wager and subsequently
pull a handle or actuate a button of a gaming device to initiate
game play at the gaming device. Thereafter, the gaming
device may determine a game result for the game play (e.g.,
win or lose) and an accompanying outcome value for the
game play (e.g., no payment, a large payment, a nominal
payment, etc.). In place of a conventional (e.g. reel-based)
display that indicates an outcome value of the game play, the
present invention may retrieve historical audio/video pro-
gramming that provides an indication of the outcome value,
and provide the historical audio/video programming to the
player.

[0022] The historical audio/video programming may com-
prise, for example, an audio/video clip, a scene from a tele-
vision show, movie, or animated show (e.g., a cartoon or
animated motion picture), a concert performance, a sporting
event, etc., having a quality of performance, conveying a level
of achievement and/or a historical significance that is com-
mensurate with, proportionate to or otherwise indicative of
the outcome value of the game result. For instance, audio/
video programming that depicts a kick-off return during a
football game may be employed to indicate an outcome value
of'a game result of a gaming device. If a player of a gaming
device achieves a jackpot as an outcome value of game play,
agaming device may provide historical audio/video program-
ming depicting e.g. a 105-yard kick-off return for a touch-
down. Likewise, if the player achieves a no payment outcome
value, the gaming device may provide historical audio/video
programming depicting a fair catch, a fumble, a touchback,
etc. An intermediate distance kick-off return may indicate an
intermediate outcome value. In each case, an increased level
of'player excitement and anticipation may be generated while
the gaming device player watches a kick-off and attempted
kick-off return during game play.

[0023] Other historical audio/video programming may be
similarly employed (e.g., sporting events, acting perfor-
mances, etc.), as described further below. Such historical
audio/video programming presentation may occur before,
during or after the game result and/or outcome value of game
play is provided (or otherwise indicated) to a gaming device
player.

[0024] By providing historical audio/video programming
to a player of a gaming device so as to indicate an outcome
value of a game result of the gaming device, numerous advan-
tages are realized. When contrasted with conventional game
play, such a gaming experience tends to be more exciting,
interactive, and in some cases more spontaneous. For
example, in one or more embodiments of the invention, a
player may be unaware of the outcome value and/or game
result of game play while the historical audio/video program-
ming is being provided. However, by viewing the historical
audio/video programming to obtain an indication of the out-
come value and/or game result, a high level of excitement
may result (e.g., as the player watches to see how far a kick-
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off is returned, whether a golfer makes a putt, whether a
baseball player hits a home run or strikes out, whether an
actress in a soap opera accepts or rejects a marriage proposal,
etc.). Further, in one or more embodiments of the invention, a
player of a gaming device may specify a classification of
audio/video programming that will be employed to provide
indications of outcome values during game play (e.g., audio/
video programming that relates to a particular sporting event
or type of sporting event, team, athlete, actor or actress, etc.).
For example, a gaming device player may elect to have out-
come values and/or game results conveyed to him in the form
of'sporting highlights from a particular team from a particular
era (e.g. 1940’s New York Yankees highlights). Game play
thereby may be more personalized and/or satisfying. Accord-
ingly, gaming devices that operate in accordance with the
present invention may increase player satisfaction, attract a
larger pool of gaming device players and increase the amount
of'time and/or money people are willing to spend at a gaming
device. Casino profitability may thereby increase.

[0025] These and other aspects of the invention are
described further below with reference to FIGS. 1-8.

Relevant Terminology

[0026] As used herein, a “gaming device” refers to a device
operative to: accept monetary wagers as consideration for the
presentation of a game result, the presentation of the game
result being in the form of historical audio and/or video pro-
gramming; determine a random number, game result and/or
outcome value; based on the determined random number,
game result and/or outcome value, present historical audio
and/or video programming to a gaming device player,
wherein the presented audio and/or video programming is
indicative of the determined random number, outcome value
and/or game result; and provide a monetary award to the
gaming device player if the game result is a winning game
result.

[0027] As used herein, “historical audio/video program-
ming” refers to audio and/or video programming such as one
ormore of an audio/video clip, a scene from a television show
movie, or animated show (e.g., a cartoon or animated motion
picture), one or more play(s) from a sporting event (e.g. a
professional golfer executing a shot), an episode of a televi-
sion show, etc. Historical audio/video programming may be
pre-recorded audio/video programming and may convey to a
gaming device player one or more of: a level of achievement
or historical significance associated with the historical audio/
video programming. As used herein, historical audio/video
programming does not include the presentation of discreet
slot machine reel positions, symbols or paylines, representa-
tions of playing cards, roulette wheels or keno elements.
Rather, it is a distinct feature of the present invention that a
gaming device outcome value may be conveyed to a gaming
device player via the utilization of historical audio/video such
as audio/video conveying one or more elements of e.g. a
human performance (e.g. an athlete executing a play, an actor
or actress reciting a line, performing within a certain context,
portraying a particular type of scene or character etc.). Fur-
ther, in accordance with the present invention, historical
audio/video programming to be presented to a gaming device
player may be determined via an independent and random
process and not on the basis of a traditional reel-based gaming
device outcome.

Exemplary Embodiments of Gaming Device Control
System

[0028] FIG.1is a schematic diagram of an exemplary gam-
ing device control system 100 provided in accordance with



US 2012/0058812 Al

the present invention. The gaming device control system 100
includes a controller 102 in communication with a plurality of
gaming devices 104a-n# and an event recording device 106.
Although three gaming devices 104a-» are shown in FIG. 1,
it will be understood that fewer or more than three gaming
devices may be in communication with the controller 102.
Further, the controller 102 may comprise one or more con-
trollers, and more than one event recording device 106 may be
employed. Exemplary embodiments of the controller 102 are
described below with reference to FIG. 2. Exemplary
embodiments of the gaming devices 104a-n are described
below with reference to FIG. 3.

[0029] The gaming devices 104a-r» may be in communica-
tion with the controller 102 via any conventional communi-
cations medium and/or protocol. For example, the gaming
devices 104a-» may communicate with the controller 102 via
a WEB-based connection, a local area network (LAN), a wide
area network (WAN), the Internet, other forms of internet
protocol (IP) networks (e.g., intranets or extranets), a publicly
switched telephone network (PSTN), a wireless communica-
tions network or any other known communications system/
medium. Those skilled in the art will understand that devices
in communication with each other need only be “capable of
communicating with each other and need not be continually
transmitting data to or receiving data from each other. On the
contrary, such devices need only transmit data to or receive
data from 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 or receive data from the
other device for weeks at a time. Further, devices may be in
communication even though steps may be required to estab-
lish a communication link (e.g., dialing a network service
provider).

[0030] A variety of communications protocols may be part
of the system 100, including but not limited to: Ethernet (or
TEEE 802.3), SAP, SASTM, ATP, Bluetooth™, and TCP/IP.
Further, in some embodiments, various communications pro-
tocols endorsed by the Gaming Standards Association of
Fremont, Calif., may be utilized, such as (i) the Gaming
Device Standard (GDS), which may facilitate communica-
tion between a gaming device and various component devices
and/or peripheral devices (e.g., printers, bill acceptors, etc.),
(i) the Best of Breed (BOB) standard, which may facilitate
communication between a gaming device and various servers
related to play of one or more gaming devices (e.g., servers
that assist in providing accounting, player tracking, ticket-in/
ticket-out and progressive jackpot functionality), and/or (iii)
the System-to-System (S2S) standard, which may facilitate
communication between game-related servers and/or casino
property management servers (e.g., a hotel server comprising
one or more databases that store information about booking
and reservations). Communication may be encrypted to
ensure privacy and prevent fraud in any of a variety of ways
well known in the art.

[0031] The event recording device 106 may comprise, for
example, a television camera or camcorder, a video cassette
recorder (VCR), a Digital Versatile Disk (or Digital Video
Disk) (DVD) recorder, a television recorder having data stor-
age capability (e.g., TiVo® manufactured by Phillips™), a
personal computer, a combination thereof, or any similar
device capable of recording audio/video programming and/or
providing audio/video programming to the controller 102. As
with the gaming devices 104a-7, the event recording device
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106 may be in communication with the controller 102 via any
conventional communications medium and/or protocol (as
described above).

[0032] As will be described further below, in one or more
embodiments of the invention, the controller 102 may be
adapted to receive historical audio/video programming (e.g.,
from a casino owner or operator, gaming device manufac-
turer, or other controller operator, the player of a gaming
device, etc., such as via the event recording device 106 or
some other source), and provide the historical audio/video
programming to one or more of the gaming devices 104a-n.
The historical audio/video programming then may be
employed by the one or more gaming devices 104a-» during
game play to indicate an outcome value of a game result of the
game play. For example, the historical audio/video program-
ming may comprise one or more of a television show, a
movie, an animated show (e.g., a cartoon or animated motion
picture), a concert performance, a sporting event, etc. The
historical audio/video programming may convey a quality of
performance, a level of achievement and/or a historical sig-
nificance that is commensurate with, proportionate to or oth-
erwise indicative of the outcome value of the game result of
the game play. In certain embodiments, the historical audio/
video programming may be stored by one or more of the
gaming devices 104a-n or provided directly to a gaming
device player.

[0033] Inother embodiments of the invention, all or a por-
tion of the functions performed by the controller 102 may be
performed by the gaming devices 104a-n. For example, each
gaming device 104a-rz may store historical audio/video pro-
gramming locally (e.g., at the gaming device 104a-»), and/or
receive historical audio/video programming directly from the
event recording device 106. In one particular embodiment, all
or a part of historical audio/video programming may be
stored in alocal memory ofa gaming device (e.g., ina suitable
format such as MPEG2 as described below). Such audio/
video programming may be provided, for example, from an
optical or magnetic storage media and periodically updated/
loaded as required.

[0034] Whether stored locally or provided from a remote
location, each gaming device 104a-# may be adapted to out-
put historical audio/video programming to a player of the
respective gaming device 104a-# so as to indicate an outcome
value of a game result of game play at the respective gaming
device 104a-n.

Exemplary Embodiments of the Controller

[0035] FIG. 2 is a schematic diagram of an exemplary
embodiment of the controller 102 of FIG. 1 (shown coupled to
one of the gaming devices 104a-n, referred to as gaming
device 104 in FIG. 2, and the event recording device 106). The
controller 102 may be implemented as a system controller, as
a dedicated hardware circuit, as an appropriately pro-
grammed general purpose computer, or as any other equiva-
lent electronic, mechanical or electro-mechanical device.

[0036] With reference to FIG. 2, the controller 102 com-
prises a processor 202, such as one or more conventional
microprocessors (e.g., one or more Intel® Pentium® proces-
sors). The processor 202 is in communication with a commu-
nication port 204 through which the processor 202 commu-
nicates with other devices (e.g., with the gaming devices
104a-n, the event recording device 106 or other gaming
devices or event recording devices not shown). The commu-
nication port 204 may include multiple communication chan-
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nels for simultaneous communication with, for example, the
gaming devices 104a-z, the event recording device 106 and/
or other gaming or event recording devices (not shown). As
stated, 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, may
actually refrain from exchanging data most of the time, and
may require several steps to be performed to establish a com-
munication link between the devices.

[0037] The processor 202 also is in communication with a
data storage device 206. The data storage device 206 may
comprise an appropriate combination of magnetic, optical
and/or semiconductor memory, and may include, for
example, Random Access Memory (RAM), Read-Only
Memory (ROM), a compact disc and/or a hard disk. The
processor 202 and the data storage device 206 each may be,
for example, located entirely within a single computer or
other computing device; or connected to each other by a
communication medium, such as a serial port cable, a tele-
phone line or a radio frequency transceiver. Alternatively, the
controller 102 may comprise one or more computers that are
connected to a remote server computer (not shown) for main-
taining databases.

[0038] The data storage device 206 may store, for example,
(1) a program 208 (e.g., computer program code and/or a
computer program product) adapted to direct the processor
202 in accordance with the present invention, and particularly
in accordance with the processes described in detail herein-
after with regard to the controller 102; (ii) an outcome data-
base 210 adapted to store information that may be utilized to
determine a game result (e.g., win/lose, pay 5 credits, deduct
5 credits, etc.), an associated outcome value and/or associated
audio/video programming for one or more of the gaming
devices 104a-n; (iii) a probability database 212 adapted to
store information that may be utilized to establish frequencies
with which various outcome values will occur at one or more
of'the gaming devices 104a-7; and (iv) a session status data-
base 214 adapted to store information that may be employed
to determine whether certain historical audio/video program-
ming may be provided to a player of a gaming device 104a-n
during game play at the gaming device 104a-n. Exemplary
embodiments of the databases 210-214 are described below
with reference to FIGS. 4A-5 and FIG. 8.

[0039] The program 208 may be stored, for example, in a
compressed, an uncompiled and/or an encrypted format, and
may include computer program code that allows the control-
ler 102 to employ the communication port 204 to:

[0040] 1. determine an outcome value of a game result at
one of the gaming devices 104a- (e.g., by receiving a
random number from one of the gaming devices 104a-»
and determining the outcome value based on the random
number, by receiving the outcome value directly from
one of the gaming devices, etc.);

[0041] 2. retrieve historical audio/video programming
having content that provides an indication of the out-
come value of the game result; and/or

[0042] 3. provide the historical audio/video program-
ming to a player of the gaming device (e.g., by providing
the historical audio/video programming to one of the
gaming devices 104a-z or directly to the player).

[0043] Suitable computer program code may be provided
for performing numerous other functions such as receiving
historical audio/video programming, analyzing content of
historical audio/video programming, determining an out-
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come value of a game result of a gaming device that is indi-
catable by the content of the audio/video programming, stor-
ing the outcome value such that the outcome value is
correlated to at least a pointer to the historical audio/video
programming, receiving payment in exchange for game play
and/or the provision of historical audio/video programming,
providing a payout if a player wins, receiving a selection of a
classification of historical audio/video programming from a
player of one of the gaming devices 104a-z, providing his-
torical audio/video programming that is included within the
selected classification to the player, etc. The computer pro-
gram code required to implement the above functions (and the
other functions described herein) can be developed by a per-
son of ordinary skill in the art, and is not described in detail
herein.

[0044] The controller 102 may include any peripheral
devices (e.g., microphones, speakers, a keyboard, a computer
display, a touch screen, LCD, voice recognition software, an
optical or magnetic read head, etc., generally represented by
input/output devices 216 in FIG. 2) required to implement the
above functionality. The program 208 also may include pro-
gram elements such as an operating system, a database man-
agement system and “device drivers” that allow the processor
202 to interface with computer peripheral devices (e.g., a
video display, a keyboard, a computer mouse, etc.).

[0045] Note that instructions of the program 208 may be
read into a main memory (not shown) of the processor 202
from a computer-readable medium other than the data storage
device 206, such as from a ROM or from a RAM. While
execution of sequences of instructions in the program 208
causes the processor 202 to perform the process steps
described herein, hard-wired circuitry may be used in place
of, or in combination with, software instructions for imple-
mentation of the processes of the present invention. Thus,
embodiments of the present invention are not limited to any
specific combination of hardware and software.

[0046] The processor 202 also may be in communication
with a clock (not shown) that supplies time and date informa-
tion to the processor 202 and that may comprise, for example,
a clock internal to the processor 202, a clock external to the
processor 202 or a clock embodied within the program 208
(e.g., based on a system clock not shown).

Exemplary Embodiments of the Gaming Devices

[0047] FIG. 3 is a schematic diagram of an exemplary
embodiment of the gaming device 104a of FIG. 1 (shown
coupled to the controller 102, which is in turn shown coupled
to the event recording device 106). The gaming devices
1045-n» may be similarly configured. As stated, each gaming
device 104a-n may comprise a device operative to: accept
monetary wagers as consideration for the presentation of a
game result, the presentation of the game result being in the
form of historical audio and/or video programming; deter-
mine a random number, game result and/or outcome value;
based on the determined random number, game result and/or
outcome value, present historical audio and/or video pro-
gramming to a gaming device player, wherein the presented
audio and/or video programming is indicative of the deter-
mined random number, outcome value and/or game result;
and provide a monetary award to the gaming device player if
the game result is a winning game result.

[0048] Any and all of the gaming devices 104a-# may be
implemented as a system controller, a dedicated hardware
circuit, an appropriately programmed general-purpose com-
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puter, or any other equivalent electronic, mechanical or elec-
tro-mechanical device. A gaming device may comprise, for
example, a slot machine, a video poker machine, a video
blackjack machine, a video keno machine, a video lottery
machine, a pachinko machine or a table-top game adapted to
output results of game plays via historical audio/video con-
tent, as described herein. In various embodiments, a gaming
device may comprise, for example, a personal computer (e.g.,
which communicates with an online casino Web site), a tele-
phone (e.g., to communicate with an automated sports book
that provides gaming services), or a portable handheld gam-
ing device (e.g., a PDA). A gaming device may comprise any
orall of the gaming devices of the aforementioned systems. In
some embodiments, a user device such as a PDA or cell phone
may be used in place of, or in addition to, some or all of the
gaming device components. Further, a gaming device may
comprise a personal computer or other device operable to
communicate with an online casino and facilitate game play
at the online casino. In one or more embodiments, the gaming
device may comprise a computing device operable to execute
software in accordance with one or more embodiments
described herein.

[0049] With reference to FIG. 3, the gaming device 104a
comprises a processor 302, such as one or more conventional
microprocessors (e.g., one or more Intel® Pentium® proces-
sors). The processor 302 is in communication with a commu-
nication port 304 through which the processor 302 commu-
nicates with other devices (e.g., with the controller 102, with
the event recording device 106 or with other devices not
shown). The communication port 304 may include multiple
communication channels for simultaneous communication
with multiple devices. As stated, 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, may actually refrain from exchang-
ing data most of the time, and may require several steps to be
performed to establish a communication link between the
devices.

[0050] The processor 302 also is in communication with a
data storage device 306. The data storage device 306 may
comprise an appropriate combination of magnetic, optical
and/or semiconductor memory, and may include, for
example, Random Access Memory (RAM), Read-Only
Memory (ROM), a compact disc and/or a hard disk. The
processor 302 and the data storage device 306 each may be,
for example, located entirely within a single computer or
other computing device; or connected to each other by a
communication medium, such as a serial port cable, a tele-
phone line or a radio frequency transceiver. Alternatively, the
gaming device 104a may comprise one or more computers
that are connected to a remote server computer (not shown)
for maintaining databases.

[0051] The data storage device 306 may store, for example,
a program 308 (e.g., computer program code and/or a com-
puter program product) adapted to direct the processor 302 in
accordance with the present invention, and particularly in
accordance with the processes described in detail hereinafter
with regard to the gaming devices 104a-z. In one or more
embodiments wherein all or part of the functionality of the
controller 102 (FIG. 2) is implemented by the gaming device
104a, the gaming device 104a may include one or more
databases similar to the databases 210-214 described previ-
ously with reference to FIG. 2. For convenience, the same
reference numerals for these databases are employed in FIGS.
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2 and 3. Specifically, the data storage device 306 may store (i)
the outcome database 210 adapted to store information that
may be utilized to determine a game result (e.g., win/lose,
etc.), an associated outcome value and/or associated audio/
video programming for the gaming device 104a; and (ii) the
probability database 212 adapted to store information that
may be used to establish frequencies with which various
outcome values will occur at the gaming device 104a. Though
not shown in FIG. 3, the data storage device 306 also may
include the session status database 214 adapted to store infor-
mation that may be employed to determine whether certain
historical audio/video programming may be provided to a
player of the gaming device 104a during game play at the
gaming device 104a. Note that when the session status data-
base 214 is employed by a gaming device 104a-7, the session
status database 214 typically will contain information relat-
ing only to the respective gaming device 104a-z (unlike the
session status database 214 described below with reference to
FIG. 8 which contains information relating to several gaming
devices).
[0052] One or more of the databases 210-214 may be elimi-
nated if the corresponding functionality is provided by the
controller 102. Exemplary embodiments of the databases
210-214 are described below with reference to FIGS. 4B-5
and 8.
[0053] Additionally, where appropriate, a player database
(not shown) may be utilized to store historical data associated
with specific players. A player database may be used, for
example, to store player wager data so that players wagering
over a given threshold in a given amount of time may be
rewarded for their patronage. The player database may also
contain other information that may be useful in, for example,
promoting and managing player behaviors (e.g., information
about the player’s gaming preferences, outstanding debts,
lodging arrangements, and the like). Further, the player data-
base may store data regarding a given player’s standing in a
game session or bonus game, so that the player can continue
the game session or bonus game at a plurality of game
machines that have common access to the player database.
Such player data may be stored in a relational database and
retrieved or otherwise accessed by the processor after receiv-
ing a “key” data point from the player, such as a unique
identifier read from the player’s player tracking card or cash-
less gaming ticket.
[0054] Note that, although the databases 210-214 are
described as being stored in a gaming device, in other
embodiments of the present invention some or all of these
databases may be partially or wholly stored in another device,
such as one or more of peripheral devices, a peripheral device
server, central server, kiosks, casino personnel devices, mer-
chant POS terminals, and so on. Further, some or all of the
data described as being stored in the databases may be par-
tially or wholly stored (in addition to or in lieu of being stored
in the memory of the gaming device) in a memory of one or
more other devices, such as one or more of the peripheral
devices, another gaming device, the peripheral device server
and/or the server.
[0055] The program 308 may be stored, for example, in a
compressed, an uncompiled and/or an encrypted format, and
may include computer program code that allows the gaming
device 104a to:

[0056] 1. determine an outcome value of a game result at

the gaming device 104a (e.g., based on a random num-
ber generated by the gaming device 104a);
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[0057] 2. retrieve historical audio/video programming
having content that provides an indication of the out-
come value of the game result; and/or

[0058] 3. provide the historical audio/video program-
ming to a player of the gaming device 104a.

[0059] Suitable computer program code may be provided
for performing numerous other functions such as receiving
historical audio/video programming, analyzing content of
historical audio/video programming, determining an out-
come value of a game result of the gaming device that is
indicatable by the content of the audio/video programming,
storing the outcome value such that the outcome value is
correlated to at least a pointer to the historical audio/video
programming, receiving payment in exchange for game play
and/or the provision of historical audio/video programming,
providing a payout if a player wins, receiving a selection of a
classification of historical audio/video programming from a
player of the gaming device, providing historical audio/video
programming that is included within the selected classifica-
tion to the player, etc.

[0060] The computer program code required to implement
the above functions (and the other functions described herein)
can be developed by a person of ordinary skill in the art, and
is not described in detail herein. The program 308 also may
include program elements such as an operating system, a
database management system and “device drivers” that allow
the processor 302 to interface with computer peripheral
devices (e.g., a video display, a keyboard, a computer mouse,
etc.).

[0061] Note that instructions of the program 308 may be
read into a main memory (not shown) of the processor 302
from a computer-readable medium other than the data storage
device 306, such as from a ROM or from a RAM. While
execution of sequences of instructions in the program 308
causes the processor 302 to perform the process steps
described herein, hard-wired circuitry may be used in place
of, or in combination with, software instructions for imple-
mentation of the processes of the present invention. Thus,
embodiments of the present invention are not limited to any
specific combination of hardware and software.

[0062] The term “computer-readable medium” as used
herein refers to any medium that participates in providing
instructions to the processor of the gaming device (or any
other processor of a device described herein) for execution.
Such a medium may take many forms, including but not
limited to, non-volatile media, volatile media, and transmis-
sion media. Non-volatile media include, for example, optical
or magnetic disks, such as memory. Volatile media include
dynamic random access memory (DRAM), which typically
constitutes the main memory. Transmission media include
coaxial cables, copper wire and fiber optics, including the
wires that comprise a system bus coupled to the processor.
Transmission media may carry acoustic or light waves, such
as those generated during radio frequency (RF) and infrared
(IR) data communications. Common forms of computer-
readable media include, for example, a floppy disk, a flexible
disk, hard disk, magnetic tape, any other magnetic medium, a
CD-ROM, DVD, any other optical medium, punch cards,
paper tape, any other physical medium with patterns of holes,
a RAM, a PROM, an EPROM or EEPROM (electronically
erasable programmable read-only memory), a FLASH-EE-
PROM, any other memory chip or cartridge, a carrier wave as
described hereinafter, or any other medium from which a
computer can read.
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[0063] Various forms of computer readable media may be
involved in carrying one or more sequences of one or more
instructions to the processor 302 (or any other processor of a
device described herein) for execution. For example, the
instructions may initially be borne on a magnetic disk of a
remote computer. The remote computer can load the instruc-
tions into its dynamic memory and send the instructions over
a telephone line using a modem. A modem local to a gaming
device (or, e.g., a server) can receive the data on the telephone
line and use an infrared transmitter to convert the data to an
infrared signal. An infrared detector can receive the data
carried in the infrared signal and place the data on a system
bus for the processor. The system bus carries the data to main
memory, from which the processor retrieves and executes the
instructions. The instructions received by main memory may
optionally be stored in memory either before or after execu-
tion by the processor. In addition, instructions may be
received via a communication port as electrical, electromag-
netic or optical signals, which are exemplary forms of carrier
waves that carry data streams representing various types of
information. Thus, the gaming device may obtain instructions
in the form of a carrier wave.

[0064] According to an embodiment of the present inven-
tion, the instructions of the program may be read into a main
memory from another computer-readable medium, such from
a ROM. Execution of sequences of the instructions in pro-
gram causes processor perform the process steps described
herein. In alternate embodiments, hard-wired circuitry may
be used in place of, or in combination with, software instruc-
tions for implementation of the processes of the present
invention. Thus, embodiments of the present invention are not
limited to any specific combination of hardware and software.
As discussed with respect to aforementioned systems, execu-
tion of sequences of the instructions in a program of a periph-
eral device in communication with the gaming device may
also cause the processor to perform some of the process steps
described herein.

[0065] The processor 302 also may be in communication
with a clock (not shown) that supplies time and date informa-
tion to the processor 302 and that may comprise, for example,
a clock internal to the processor 302, a clock external to the
processor 302 or a clock embodied within the program 308
(e.g., based on a system clock not shown).

[0066] The gamingdevice 104a may include any additional
components required to implement the above functionality.
For example, the gaming device 104a may include one or
more input devices 310 such as a microphone, a touch screen,
a keyboard or keypad, voice recognition software/hardware,
an optical or magnetic read head, a card reader, a coin
accepter and/or a paper currency validator, a bar code reader
(e.g., for discerning value from “cashless” gaming vouchers),
a game play initiator such as a button or handle, a biometric
device for determining an identity or age of a player, a credit
or debit card authorization terminal, etc.

[0067] The gaming device 1044 also may include one or
more output devices 312 for outputting appropriate audio/
video programming and game play results to a player of the
gaming device 1044, audio/video programming classification
selections, menus, etc. For example, the gaming device 104a
may comprise one or more speakers, a cathode ray tube or flat
panel display, a projector, LCD, etc. Note that the controller
102 may include similar input or output devices.

[0068] In one or more embodiments of the invention, the
gaming device 104q also may include a random or pseudo-






