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(57) ABSTRACT 

In accordance with one or more embodiments, a method 
provides for determining a first payout to potentially be 
provided for a current game play of a gaming device, 
wherein the gaming device is operable to facilitate a wager 
ing game and providing the first payout only upon the 
Satisfaction of a plurality of conditions. The plurality of 
conditions may comprise, for example, (i) indicia indicative 
of the first payout being disposed along a payline of the 
gaming device, wherein the payline is a component of a first 
display area of the gaming device, and (ii) a characteristic of 
audio/video content associated with the current game play 
Satisfying a requirement for providing the first payout, 
wherein the audio/video content is output via a Second 
display area of the gaming device. 
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METHODS AND APPARATUS FOR FACILITATING 
A PAYOUT AT AGAMING DEVICE USING AUDIO 

| VIDEO CONTENT 

PRIORITY CLAIMED 

0001. The present application claims the benefit of U.S. 
Provisional Application Ser. No. 60/582,377, filed Jun. 23, 
2004 and entitled GAMING DEVICE WITH OUTCOME 
COMPARISON FEATURE. The entirety of this application 
is incorporated by reference herein for all purposes. 

BRIEF DESCRIPTION OF THE FIGURES 

0002 FIG. 1A is a block diagram of a system that may 
be useful in one or more embodiments. 

0003 FIG. 1B is a block diagram of another system that 
may be useful in one or more embodiments. 
0004 FIG. 2 is a block diagram of one embodiment of a 
controller that may be useful in one or more embodiments. 
0005 FIG. 3 is a block diagram of one embodiment of a 
gaming device that may be useful in one or more embodi 
mentS. 

0006 FIG. 4 is a plan view of one embodiment of a slot 
machine that may be useful in one or more embodiments. 
0007 FIG. 5 is a table illustrating an example embodi 
ment of a payout requirement(s) database. 
0008 FIG. 6A is a table illustrating an example embodi 
ment of an audio/video content characteristic(s) database. 
0009 FIG. 6B is a table illustrating an example embodi 
ment of an audio/video content characteristic(s) database. 
0010 FIG. 7 is a table illustrating a prior art probability 
database. 

0.011 FIG. 8 is a table illustrating a prior art payout 
database. 

0012 FIG. 9 is a table illustrating a payout database 
according to one embodiment. 
0013 FIG. 10 is a table illustrating a probability database 
according to one embodiment. 
0.014 FIG. 11 is a table illustrating an available audio/ 
Video content database in accordance with in one or more 
embodiments. 

0015 FIG. 12 illustrates a flowchart of a process in 
accordance with one or more embodiments. 

0016 FIG. 13 illustrates a flowchart of a process in 
accordance with one or more embodiments. 

0017 FIG. 14 illustrates a flowchart of a process in 
accordance with one or more embodiments. 

0018 FIG. 15 illustrates example information that may 
be output via one or more output devices of the slot machine 
of FIG. 4, or another gaming device, in accordance with one 
or more embodiments. 

DETAILED DESCRIPTION 

0.019 Applicants have recognized a need for enhancing 
the entertainment involved in playing a gaming device. 
Gaming devices (e.g., mechanical reel slot machines, video 
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slot machines, video poker machines, etc.) are a major 
Source of revenue for casinos. However, players of Such 
gaming devices are always looking for additional entertain 
ment value for their money. 
0020 Applicants have additionally recognized that many 
gaming devices today are equipped with (or may be modi 
fied to be equipped with) output devices Such as Video 
Screens and Speakers offering premium Sound. Accordingly, 
Applicants have invented a novel method of utilizing Such 
output devices to enhance the entertainment value of a 
gaming device. 
0021 Applicants have further recognized that the con 
ventional manner of determining whether to output a payout 
or whether a game play result qualifies for a payout may be 
considered unexciting by Some players. Typically, a payout 
is provided if indicia corresponding to the payout is disposed 
along a payline as a result of a game play. For example, if 
the Symbols “cherry-cherry-cherry are lined up along a 
payline of a three-reel Slot machine as a result of a game 
play, the player gets the payout corresponding to the out 
come “cherry-cherry-cherry.' To many players, this is a 
Simplistic and unexciting manner of conveying whether the 
player has won a payout for a game play. 

0022 Applicants have further recognized that even gam 
ing devices equipped with Secondary Video Screens and 
premium Sound typically Still provide an indication of a 
result of a game play in the conventional manner described 
above. 

0023 Applicants have invented novel methods and sys 
tems for determining whether to provide a payout for a game 
play. For example, in one embodiment, a payout for a game 
play is not provided even if indicia corresponding to the 
game play is disposed along a payline as a result of a game 
play, unless a characteristic of audio/video content being 
output Substantially at the time the indicia is disposed along 
the payline Satisfies a requirement corresponding to the 
indicia. In this manner, a player may find it more enjoyable 
to hear and/or view the audio/video content, due to knowing 
that the audio/video content may be determinative in 
whether the player received a payout or an enhanced payout 
for the game play. 

0024. In accordance with one embodiment, a method 
provides for determining a first payout to potentially be 
provided for a current game play of a gaming device, 
wherein the gaming device is operable to facilitate a wager 
ing game. The method further provides for providing the 
first payout only upon (i) indicia indicative of the first payout 
being disposed along a payline of the gaming device, 
wherein the payline is a component of a first display area of 
the gaming device, and (ii) a characteristic of audio/video 
content associated with the current game play Satisfying a 
requirement for providing the first payout, wherein the 
audio/video content is output via a Secondary display area of 
the gaming device. 

0025. In accordance with one embodiment, this method 
further provides for (i) determining, based on a random 
number, the indicia; (ii) causing the indicia to be disposed 
along the payline; (iii) determining the audio/video content 
being output at Substantially a time the indicia is disposed 
along the payline; (iv) determining a requirement corre 
sponding to the indicia, the requirement specifying at least 
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one characteristic of the audio/video content; (V) determin 
ing whether the audio/video content being output at Sub 
Stantially the time the indicia is disposed along the payline 
Satisfies the requirement, thereby determining whether the 
requirement is satisfied for the current game play; (vi) 
providing the first payout if the requirement is Satisfied; and 
(vii) providing a Second payout if the requirement is not 
Satisfied, wherein the Second payout is less than the first 
payout. The Second payout may be, for example, equal to 
Zero credits. 

0026. In accordance with another embodiment, the 
above-described method may further provide for (i) deter 
mining, based on a random number, the first payout; (ii) 
determining a time at which indicia corresponding to the 
first payout is to be disposed along the payline, thereby 
determining an indicia output time; (iii) determining a 
characteristic of the audio/video content at Substantially the 
indicia output time; (iv) Selecting the indicia from a plurality 
of Sets of indicia, wherein each indicia of the plurality of Sets 
of indicia corresponds to a requirement, and wherein Select 
ing the indicia is performed Such that the requirement 
corresponding to the Selected indicia is Satisfied by the 
determined characteristic of the audio/video content; and (v) 
causing the Selected indicia to be disposed along the payline 
at the indicia output time. 
0027. In accordance with one embodiment, step (iii) in 
the method described immediately above may precede Step 
(ii). For example, the indicia output time may be determined 
based on i one or more characteristics of “upcoming” 
audio/video content, ii) a payout amount and iii) a paytable 
indicating indicia. In a more particular example, more than 
one set of indicia may be associated with the same payout 
amount. In a yet more particular example, if it is determined, 
based on a random number, that a payout of “30 credits” is 
to be provided as a result of the current game play, all 
possible pay combinations (or a plurality of possible out 
comes) that pay 30 credits may be determined. For example, 
both the outcome “Ross-Ross-Ross' and the outcome 
“Rachel-Rachel-Rachel’ may correspond to a payout of 30 
credits in accordance with a payout table being utilized. 
Accordingly, audio/video content being output during the 
current game play may be analyzed to determine Scenes 
where the character ROSS appears or the character Rachel 
appears. In other words, the audio/video content may be 
analyzed to determine a time or portion of the audio/video 
content that Satisfies a requirement indicated by the indicia 
comprising an outcome that corresponds to the desired 
payout amount. The indicia output time may then be deter 
mined based on the “next appearance of either the character 
“Ross' or the next appearance of the character “Rachel'. 
0028. In one embodiment, a player may be allowed to 
buy an episode of the television show “Buddies”. All the 
individual “payouts' may then be generated right at the Start 
of the episode, but then dispersed throughout the episode 
(e.g., based on one or more criteria described herein). For 
example, assume it is determined, based on respective 
random numbers, that payout of 10, 15, 4, 3, 35, 10, and 15 
credits are to be provided throughout the episode. The 
indicia output time associated with each of these payout 
amounts may then be determined based on (i) possible 
corresponding outcomes as indicated by a paytable, and (ii) 
audio/video content Satisfying conditions indicated one or 
more of the corresponding outcomes. Further, in an alternate 
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embodiment, a gaming device may determine a “total epi 
Sode payout' or “total Session payout' rather than individual 
payouts, which may facilitate dispersing payouts throughout 
the episode (e.g., if a total payout is 100 credits, the gaming 
device can either “look for two different 50 credit events, 
one 50-credit event and two 25-credit events, and so on). 
0029. In accordance with some embodiments, apparatus, 
Systems and methods for comparing a game outcome with a 
Secondary feature (e.g., audio/video programming) of a 
gaming device are disclosed. In one embodiment, a Slot 
machine may be configured to (i) output audio/video content 
(e.g., the television show "Buddies” is output via a display 
Screen), (ii) determine a game outcome (e.g., three video 
reels spin and resolve to “Rachel-Rachel-Rachel”), (iii) 
determine a payout amount associated with the outcome 
(e.g., 50 coins), (iv) determine a payout requirement asso 
ciated with the outcome (e.g., if the outcome comprises at 
least one “Rachel’ Symbol, the Rachel character must appear 
on Screen), (v) determine whether or not the output audio/ 
Video content satisfies the payout requirement (e.g., the 
Rachel character appears on Screen at Substantially the time 
that the “Rachel’ Symbol is disposed along a payline) and 
(vi) output the payout amount (e.g., 50 credits are added to 
a gaming device credit meter) if the audio/video content 
Satisfies the payout requirement. 

0030 Audio/video content, as the term is used herein, 
may comprise content output via gaming device that may 
comprise one or more of (i) data relating to the broadcasting 
or reception of Sound; and (ii) data relating to the production 
of images on video displays (e.g., a televised image). In one 
embodiment, audio/video content may comprise all or a 
portion of an episode of a television show, including the 
images and Sounds thereof. Other examples of audio/video 
content include animated programming Such as cartoons, a 
radio broadcast, a live television broadcast, and So on. 
Audio/video content comprises content beyond the depic 
tion of indicia disposed along a payline of a gaming device. 
0031. It should be noted that indicia being “disposed 
along or “disposed on a payline may comprise the indicia 
being arranged along the payline as a result of a game play 
(e.g., as a means of conveying an outcome of a game play, 
Substantially at a time of completion of the game play). 
0032. A “payline”, as the term is used herein, may refer 
to an area of a display area of a gaming device uSable for 
conveying a result of a game play (e.g., where indicia of a 
game are aligned to indicate whether a reward or prize has 
been won as a result of a game play). For example, a payline 
of a slot machine is typically a linear portion of a display 
area, typically indicated by a line drawn or output along the 
display area. In a Video poker machine, a payline may be the 
portion of the display area along which the cards of a final 
hand are displayed. 
0033. A first event occurring “at substantially a time” of 
a Second event may mean that the Second event occurs 
within a relatively short and specified time of the first event 
having occurred. For example, in one embodiment, it is 
determined whether audio/video content being output at 
Substantially a time of indicia being disposed along a payline 
Satisfies a requirement associated with the indicia. This may 
mean, for example, determining whether the audio/video 
content output (i) a few seconds (e.g., 1 to 5 Seconds) before 
the indicia being disposed along the payline, (ii) at the time 
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the indicia is disposed along the payline, or (iii) a few 
Seconds (e.g., 1 to 5 seconds) after the indicia is disposed 
along the payline Satisfies the requirement. 
0034 Some additional terms and concepts used herein 
will now be described, prior to a more detailed description 
of some embodiments. This is followed by a description of 
Systems and apparatus that may be used to implement one or 
more embodiments, which description is followed by a 
description of databases usable in accordance with one or 
more embodiments. A plurality of example processes con 
sistent with Some embodiments is then described, followed 
by Some examples of embodiments and an additional 
description of Some embodiments. 
0035) 
0.036 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 
both in the Specification and in the appended claims. 

Introduction to Various Terms and Concepts 

0037 Numerous embodiments are described in this 
patent application, and are presented for illustrative pur 
poses only. The described embodiments are not, and are not 
intended to be, limiting in any Sense. The presently disclosed 
invention(s) are widely applicable to numerous embodi 
ments, as is readily apparent from the disclosure. Those 
skilled in the art will recognize that the disclosed inven 
tion(s) may be practiced with various modifications and 
alterations. Although particular features of the disclosed 
invention(s) may be described with reference to one or more 
particular embodiments and/or drawings, it should be under 
stood that Such features are not limited to usage in the one 
or more particular embodiments or drawings with reference 
to which they are described, unless expressly Specified 
otherwise. 

0038) Neither the Title (set forth at the beginning of the 
first page of this patent application) nor the Abstract (set 
forth at the end of this patent application) is to be taken as 
limiting in any way the Scope of the disclosed invention(s). 
0039. The terms “an embodiment”, “embodiment”, 
"embodiments”, “the embodiment”, “the embodiments', 
“one or more embodiments”, “Some embodiments”, “one 
embodiment” and the like mean “one or more (but not all) 
embodiments of the disclosed invention(s)", unless 
expressly specified otherwise. 
0040. The terms “including”, “comprising” and varia 
tions thereof mean “including but not limited to’, unless 
expressly specified otherwise. 

0041) The enumerated listing of items (which may or 
may not be numbered) does not imply that any or all of the 
items are mutually exclusive, unless expressly Specified 
otherwise. Likewise, the enumerated listing of items (which 
may or may not be numbered) does not imply that the items 
are comprehensive of any category, unless expressly speci 
fied otherwise. 

0042. The terms “a”, “an” and “the” mean “one or more”, 
unless expressly specified otherwise. 

0043. The terms “plurality” mean “two or more”, unless 
expressly specified otherwise. 
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0044) Devices that are in communication with each other 
need not be in continuous communication with each other, 
unless expressly specified otherwise. In addition, devices 
that are in communication with each other may communi 
cate directly or indirectly through one or more intermediar 
CS. 

0045. A description of an embodiment with several com 
ponents in communication with each other does not imply 
that all Such components are required. On the contrary a 
variety of optional components are described to illustrate the 
wide variety of possible embodiments of the present inven 
tion(s). 
0046. Further, although process steps, method steps, 
algorithms or the like may be described in a Sequential order, 
Such processes, methods and algorithms may be configured 
to work in alternate orders. In other words, any Sequence or 
order of Steps that may be described does not necessarily 
indicate a requirement that the Steps be performed in that 
order. The Steps of processes described herein may be 
performed in any order practical. Further, Some Steps may be 
performed Simultaneously. 
0047. Each process/method includes one or more steps, 
and therefore a reference to a “step” of a method has an 
inherent antecedent basis. 

0048. It will be readily apparent that the various methods 
and algorithms described herein may be implemented by, 
e.g., appropriately programmed general purpose computers 
and computing devices. Typically a processor (e.g., a micro 
processor) will receive instructions from a memory or like 
device, and execute those instructions, thereby performing a 
process defined by those instructions. Further, programs that 
implement Such methods and algorithms may be stored and 
transmitted using a variety of known media in a number of 
well-known manners. In Some embodiments, hard-wired 
circuitry or custom hardware may be used in place of, or in 
combination with, Software instructions for implementation 
of the processes of the present invention. Thus, embodi 
ments are not limited to any specific combination of hard 
ware and Software 

0049. When a single device or article is described herein, 
it will be readily apparent that more than one device/article 
(whether or not they cooperate) may be used in place of a 
Single device/article. Similarly, where more than one device 
or article is described herein (whether or not they cooperate), 
it will be readily apparent that a Single device/article may be 
used in place of the more than one device or article. 
0050. The functionality and/or the features of a device 
may be alternatively embodied by one or more other devices 
which are not explicitly described as having Such function 
ality/features. Thus, other embodiments need not include the 
device itself. 

0051. The term “computer-readable medium' as used 
herein refers to any medium that participates in providing 
data (e.g., instructions) which may be read by a computer, a 
processor or a like device. Such a medium may take many 
forms, including but not limited to, non-volatile media, 
Volatile media, and transmission media. Non-volatile media 
include, for example, optical or magnetic disks and other 
persistent memory. Volatile media include dynamic random 
access memory (DRAM), which typically constitutes the 
main memory. Transmission media include coaxial cables, 
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copper wire and fiber optics, including the wires that com 
prise a System bus coupled to the processor. Transmission 
media may include or convey acoustic waves, light waves 
and electromagnetic emissions, Such as those generated 
during radio frequency (RF) and infrared (IR) data commu 
nications. 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, a FLASH-EEPROM, any other 
memory chip or cartridge, a carrier wave as described 
hereinafter, or any other medium from which a computer can 
read. 

0.052 Various forms of computer-readable media may be 
involved in carrying Sequences of instructions to a proces 
Sor. For example, Sequences of instruction (i) may be 
delivered from RAM to a processor, (ii) may be carried over 
a wireless transmission medium, and/or (iii) may be format 
ted according to numerous formats, Standards or protocols, 
Such as Bluetooth, TDMA, CDMA, 3G. 

0053 Where databases are described, it will be under 
stood by one of ordinary skill in the art that (i) alternative 
database Structures to those described may be readily 
employed, and (ii) other memory structures besides data 
bases may be readily employed. 

0.054 The term “game', unless specified otherwise, may 
refer to a wagering activity whereby a player posts consid 
eration, usually monetary in form, in exchange for a chance 
at winning a payout (which is typically a monetary payout). 
The definition is intended to include basic or primary games 
and bonus or Secondary games. 
0.055 The term “game play” may refer to a single play of 
a base game or a Secondary game at a gaming device that 
generates a singular, corresponding outcome (e.g., a player 
pulls the handle of a Slot machine and the reels resolve to 
“Bar-Bar-Bar”). In one embodiment, a player wagers a 
number of credits in accordance with each game play. In 
Some embodiments, one or more game playS may be asso 
ciated with a particular cashleSS gaming receipt. For 
example, (i) the wagered credits of a game play may be 
derived from a balance of credits generated by an inserted 
receipt, or (ii) a game play may occur during a Session 
initiated by a receipt. In a Video poker embodiment, a game 
play may result in a first and Second hands, both in the same 
game. 

0056. The terms “controller” and “computer” shall by 
Synonymous and may refer to an electronic device (e.g., a 
personal computer) that communicates with one or more 
gaming devices. In a manner well known in the art, a 
controller may function as a computer Server and may 
control the actions of gaming devices. A controller may also 
contain databases to record Statistics Such as coin-in, coin 
out, jackpot information, theoretical wins, etc. 
0057 The terms “game session”, “session” and “play 
Session” are used interchangeably herein and may refer to a 
gambling event with a beginning and end that may encom 
pass a number of game plays, Spins, handle pulls, or span of 
time. The end of the game may be determined Voluntarily (in 
which the player elects to stop play) or involuntarily (in 
which the gaming device terminates play). In Some embodi 
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ments, a game Session may be associated with a particular 
cashleSS gaming receipt, particular player or particular 
player identifier and/or particular gaming device. For 
example, an associated Session may begin when a player 
inserts a particular cashleSS gaming receipt, and end when 
the player cashes out. 
0058. The terms “cash-out ticket”, “cashless gaming 
ticket', “ticket', and "cashleSS gaming receipt are used 
interchangeably herein and may refer, unless Specified oth 
erwise, to a Substrate (e.g., a Small piece of paper) that may 
be output and/or received by a device Such as a gaming 
device (e.g., via a "ticket-in/ticket-out slot of a gaming 
device or its peripheral device) and that is redeemable for 
cash or another benefit and/or may be used for wagering 
purposes. A cash-out ticket may be issued by a game or 
gaming device, or as a result of a communication from a 
game or gaming device to associated equipment. A cash-out 
ticket may be associated with a value that is based on a credit 
meter balance of a gaming device at the time a player 
requests to cash out the balance and is issued the cash-out 
ticket. A cash-out ticket may comprise (i) machine-readable 
indicia (e.g., a bar code) or other machine-readable Sub 
stance (e.g., magnetically encoded material) and/or (ii) an 
identifier (e.g., a unique Series of numeric digits or alpha 
numeric characters). In one or more embodiments, machine 
readable indicia may indicate an identifier (e.g., a printed 
barcode encodes a ticket identifier). In one embodiment, a 
database stored at a central location (e.g., a server operable 
to communicate with one or more gaming device, one or 
more casino attendant terminals and/or other devices) may 
Store records of issued cash-out tickets, each record corre 
lating an identifier of a cash-out ticket to a value. A cash-out 
ticket may entitle its bearer (or a specified person) to an 
amount of credits or currency equal to an indicated face 
value or to an amount based on an indicated face value. An 
indicated face value may correspond to an amount of credits 
indicated by a credit meterbalance of a gaming device at the 
time of cash-out. 

0059) The term “indicia” may refer, unless specified 
otherwise, to one or more indicia or Symbols of a game that 
may be used to convey a result of a game play and/or that 
may comprise an outcome of a game play. For example, a Set 
of Symbols for a game may comprise indicia representing an 
outcome of a game play. An outcome of a game play may 
comprise, for example, indicia disposed along a payline as 
a result of a game play. Examples of indicia include cherry 
cherry-cherry in a slot machine game, representations of 
cards in a card game, etc. 
0060. The term “payout” may refer, unless specified 
otherwise, to a prize, reward, winnings, or bonus to be 
provided as a result of an outcome that corresponds to the 
payout. For example, a payout may comprise an amount of 
currency. For example, an amount of cash, electronic credits, 
and/or comp points may be provided as a result of a game 
play that is conveyed to a player via indicia of the game 
being disposed along a payline of a gaming device. 
0061 The term "jackpot' may refer, unless specified 
otherwise, to the top prize, or value of greatest relative 
benefit, available for winning via a game. 
0062) The term “gaming device' may refer to any elec 
trical, mechanical, or electro-mechanical device that, in a 
manner well known in the art, accepts wagers, Steps through 
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a process to determine an outcome, and determines winnings 
(e.g., a payout) 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 player skill, 
as with Video poker, or may be generated entirely through 
player skill. Gaming devices may include slot machines 
(both Video and mechanical reels), Video poker machines, 
Video blackjack machines, Video roulette machines, Video 
keno machines, Video bingo machines, pachinko machines, 
Video lottery terminals, handheld gaming devices, terminals 
of table games (whether controlled by a player or a dealer) 
and the like. 

0.063. The term “peripheral device' may refer to a device 
operatively connected to a gaming device that is configured 
to assist in the operation of game-related functions. In Some 
embodiments peripheral devices may be located near players 
at a table game. 
0064. The term “player tracking card” may refer to a 
casino issued plastic or paper card (resembling a frequent 
Shopper card) given to players as a way of identifying the 
player at a slot machine or table game. AS is well known in 
the art, Such cards typically have encoded thereon (in 
machine-readable and/or human readable form) a player 
identifier (e.g., a six digit number) which uniquely identifies 
the player (e.g., because the number is associated with a 
record in a database that includes corresponding player 
information). At a slot machine, the player inserts the card 
into a reader device and the player identifier is read from the 
card, most often magnetically. From the player identifier 
which the reader device reads, the corresponding player 
information may in turn be read from the database, typically 
via a network connection between the reader device and a 
deice hosting the database. 
0065. The term “prepaid session” may refer to a quantity 
of time or handle pulls that are paid for in advance. Once a 
Session is prepaid, the player does not need to Supply any 
additional funds until the Session has been completed. A 
prepaid Session may allow the player to complete many 
games during the Session. 
0.066 The terms “primary display area” and “first display 
area” are used interchangeably herein and may refer to a 
display area of a device (e.g., a gaming device and/or a 
peripheral device) used to display a result of a game play, 
Such as (i) a video representation of one or more spinning 
reels or (ii) one or more mechanical reels. 
0067. The terms “secondary display area” and “second 
display area” are used interchangeably herein and may refer 
to a display area of a device (e.g., a gaming device and/or a 
peripheral device) operable to display audio/video content 
distinct from indicia used to convey a result of a game play. 
In one embodiment, the primary display area and the Sec 
ondary display area are portions or areas of the same display 
device or Video Screen. In another embodiment, the first 
display area is a first display device while the Second display 
area is a Second and distinct display device. 

0068 The terms “credit balance”, as used herein unless 
Specified otherwise, may refer to an indication of an amount 
of currency (or other value) that is due to a player and/or that 
is available for wagering (e.g., a wager may be drawn from 
a credit balance). In Some embodiments, a balance may be 
asSociated with a gaming device being operated by a player. 
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An indication of the amount of currency or other value may 
be output via a gaming device display, Such as an LED 
“credit meter.” In Some embodiments, a player wishing to 
cash out is provided with payment (e.g., a cashless gaming 
ticket) equal to his credit balance, or otherwise based on his 
credit balance (e.g., the integer amount of a credit balance, 
such as $5.00 for a balance of $5.50). In another embodi 
ment, a credit balance may be Stored on a Smart card and/or 
a casino server (e.g., and available for transfer to a gaming 
device). 
0069. Apparatus and Systems 
0070 Referring now to FIG. 1A, an example embodi 
ment 100A of a system in accordance with one or more 
embodiments is depicted in block diagram form. Embodi 
ment 100A is referred to as system 100A herein. The present 
invention can be configured to work as a system 100A in a 
network environment including a computer 110A (e.g., a slot 
Server of a casino) that is in communication, via a commu 
nications network, with one or more gaming devices 130A 
(e.g., slot machines, Video poker machines, etc.). The com 
puter 110A may communicate with the gaming devices 
directly or indirectly, via a wired or wireleSS medium Such 
as the Internet, LAN, WAN or Ethernet, Token Ring, or via 
any appropriate communications means or combination of 
communications means. Each of the gaming devices 130A 
may comprise computers, Such as those based on the Intel(R) 
Pentium(E) processor, that are adapted to communicate with 
the computer 110A. Any number and type of devices 130A 
may be in communication with the computer 110A. 
0071 Communication between the devices 130A and the 
computer 110A, and among the devices 130A, may be direct 
or indirect, such as over the Internet through a Web site 
maintained by computer on a remote Server or over an 
on-line data network including commercial on-line Service 
providers, bulletin board systems and the like. In yet other 
embodiments, the gaming devices 130A may communicate 
with one another and/or the computer 110A over RF, cable 
TV, satellite links and the like. 

0072 Some, but not all, possible communication net 
Works that may comprise the network or be otherwise part 
of the system 100A include: a local area network (LAN), a 
wide area network (WAN), the Internet, a telephone line, a 
cable line, a radio channel, an optical communications line, 
and a Satellite communications link. Possible communica 
tions protocols that may be part of the System include: 
Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth TM, and 
TCP/IP. Communication may be encrypted to ensure privacy 
and prevent fraud in any of a variety of ways well known in 
the art. 

0073. A variety of communications protocols may be part 
of the system 100A or another system described herein (e.g. 
system 100B, described with respect to FIG. 1B), including 
but not limited to: Ethernet (or IEEE 802.3), SAP, SASTM, 
SuperSASTM, ATP, Bluetooth TM, and TCP/IP. Further, in 
Some embodiments, various communications protocols 
endorsed by the Gaming Standards ASSociation of Fremont, 
Calif., may be utilized, Such as (i) the Gaming Device 
Standard (GDS), which may facilitate communication 
between a gaming device and various component devices 
and/or peripheral devices (e.g., printers, bill acceptors, etc.), 
(ii) the Best of Breed (BOB) standard, which may facilitate 
communication between a gaming device and various Serv 
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erS 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 infor 
mation 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. 

0.074. In some embodiments, a computer 110A may not 
be necessary and/or preferred. For example, one or more 
embodiments may be practiced on a Stand-alone gaming 
device 130A and/or a gaming device 130A in communica 
tion only with one or more other gaming devices 130A (i.e. 
without a computer 110A). In such embodiments, any func 
tions described as performed by the computer 110A or data 
described as stored on the computer 110A may instead be 
performed by or Stored on one or more gaming devices 
130A. 

0075 Turning to FIG. 1B, an alternative system 100B 
according to Some embodiments of the present invention 
includes a computer 110B (e.g., a slot server of a casino) that 
is in communication, via a communications network 120B, 
with one or more gaming devices 130B (e.g., slot machines, 
Video poker machines). A difference between the aforemen 
tioned system 100A and this alternative system 100B is that 
in this system 100B at least one gaming device 130B is also 
in communication with one or more peripheral devices 
140B. A peripheral device 140B may, in turn, be in com 
munication with a peripheral device server 145B and, in 
Some embodiments, with the computer 110B. In some 
embodiments the peripheral device server 145B may be in 
communication with one or more gaming devices 130B 
and/or the computer 145B. 

0.076 The computer 110B may communicate with any or 
all of the devices 130B, 140B and/or 145B directly or 
indirectly, via a wired or wireleSS medium Such as the 
Internet, LAN, WAN or Ethernet, Token Ring, or via any 
appropriate communications means or combination of com 
munications means. For example, the computer 110B may 
communicate directly with one of the gaming devices 130B 
(e.g., via a LAN) and indirectly (e.g., via a gaming device) 
with a peripheral device 140B. In another example, the 
computer 110B may communicate with one of the gaming 
devices 130B via a LAN and with another of the gaming 
devices 130B via the Internet (e.g., if the particular gaming 
device 130B comprises a personal computer in communi 
cation with an online casino). 
0077. At least one of the devices of the system 100B may 
comprise computers, Such as those based on the Intel(R) 
Pentium(E) processor, that are adapted to communicate with 
the computer. Further, at least one of the devices 130B may 
comprise a gaming device Such as a mechanical or electronic 
Slot machine, a Video poker machine, a Video blackjack 
machine, a Video keno machine, a pachinko machine, a 
Video roulette machine, and/or a lottery terminal. Further 
yet, at least one of the peripheral devices 140B may com 
prise an external or internal module associated with one or 
more of the gaming devices 130B. In one embodiment, the 
module may be operable to communicate with one or more 
of the gaming devices 130B and of directing the one or more 
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gaming devices 130B to perform one or more functions. Any 
number and type of gaming devices 130B may be in 
communication with the computer 110B. Any number and 
type of peripheral devices 140B may be in communication 
with a gaming device 130B, peripheral device server 145B 
and/or the computer 110B. 
0078 Communication among any or all of the devices of 
the system 100B may be direct or indirect, such as over the 
Internet through a Web site maintained by the computer 
110B on a remote server or over an on-line data network 
including commercial on-line Service providers, bulletin 
board Systems and the like. In yet other embodiments, any 
or all of the devices of the system 100B may communicate 
with one another over RF, cable TV, Satellite links and the 
like. 

0079 Some, but not all, possible communication net 
works that may comprise the network 120B or otherwise be 
part of the system 100B or another system described herein 
include: a local area network (LAN), a wide area network 
(WAN), the Internet, a telephone line, a cable line, a radio 
channel, an optical communications line, a Satellite commu 
nications link. PoSSible communications protocols that may 
be part of the system include: Ethernet (or IEEE 802.3), 
SAP, ATP, BluetoothTM, and TCP/IP. Communication may 
be encrypted to ensure privacy and prevent fraud in any of 
a variety of ways well known in the art. 
0080. In some embodiments, the computer 110B may not 
be necessary and/or preferred. For example, one or more 
embodiments may be practiced on a Stand-alone gaming 
device 130B, one or more gaming devices 130B in commu 
nication with one or more peripheral devices 140B, one or 
more gaming devices 130B in communication with a periph 
eral device server 145B, one or more peripheral devices 
140B in communication with a peripheral device server 
145B, and/or a gaming device 130B in communication only 
with one or more other gaming devices 130B. In such 
embodiments, any functions described as performed by the 
computer 110B or data described as stored in a memory of 
the computer 110 B may instead be performed by or stored 
on one or more other devices of the system 10B. 
0081. Similarly, a peripheral device server 145B may not 
be desired and/or preferred in some embodiments of the 
present invention. In embodiments that do not involve a 
peripheral device server 145B, any or all of the functions 
described herein as being performed by a peripheral device 
server 145B may instead be performed by one or more of the 
other devices of the system 100B. Similarly, in embodiments 
that do not involve a peripheral device server 145B any data 
described herein as being Stored in a memory of a peripheral 
device server 145B may instead be stored in a memory of 
one or more other devices of the system 100B. 
0082) Any or all of the gaming devices 130B may, 
respectively, include or be in communication with a periph 
eral device 140B. A peripheral device 140B may be a device 
that receives information from (and/or transmits information 
to) one or more gaming devices 130B. For example, a 
peripheral device 140B may be operable to receive infor 
mation about games being played on a gaming device 130B, 
Such as the initiation of a game and/or a random number that 
has been generated for a game. In one embodiment, a 
peripheral device 140 may comprise a Video Screen for 
outputting audio/video content, which audio/video content 
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may be related to indicia disposed along a payline of a 
gaming device 130B, as described herein. 
0.083. In one or more embodiments, one or more periph 
eral devices 140B may be in communication with a periph 
eral device server 145B. This may allow the peripheral 
device server 145B to receive information regarding a 
plurality of games being played on a plurality of gaming 
devices 130B. The peripheral device server 145B, in turn, 
may be in communication with the computer 110B. It should 
be understood that any functions described herein as per 
formed by a peripheral device 140B may also or instead be 
performed by the peripheral device server 145B. Similarly, 
any data described herein as being Stored on or accessed by 
a peripheral device 140B may also or instead be stored on or 
accessed by the peripheral device server 145B. 
0084. A peripheral device 140B may be operable to 
access a database (e.g., of a peripheral device server 145B) 
to provide benefits (e.g., cashless gaming receipts) based on, 
for example, an analysis of audio/video content output at 
Substantially a time that indicia is disposed along a payline 
of a gaming device 130B associated with the peripheral 
device 140B. 

0085. The peripheral device server 145B may also moni 
tor player gambling history over time by associating gam 
bling behavior with player identifiers, Such as player track 
ing card numbers. For example, information about the player 
obtained or accessed by a peripheral device server 145B 
may be analyzed, e.g., to identify those players that a 
particular gaming machine owner, operator, or manufacturer 
finds most desirable. Based upon desired objectives, the 
peripheral device server 145B may direct the appropriate 
peripheral device 140B to issue customized messages, 
offers, and games to specific players. For example, the 
peripheral device Server 145 may direct the appropriate 
peripheral device 140 to output a message to a player, 
informing the player that the player has qualified for a 
payout because a characteristic of audio/video content Sat 
isfies a requirement associated with indicia disposed along a 
payline of a gaming device 130 associated with the periph 
eral device 140B. 

0086) Information received by a peripheral device 140B 
from a gaming device 130B may include gambling data Such 
as number of games initiated per unit of time, outcomes 
displayed for games initiated, payouts corresponding to 
outcomes displayed, a credit meter balance of the gaming 
device 130B, and/or data associated with the player cur 
rently playing the gaming device 130B. 

0087. The functions described herein as being performed 
by a peripheral device server 145B and/or a peripheral 
device 140B may, in one or more embodiments, be per 
formed by the computer 110B or a gaming device 130B (in 
lieu of or in conjunction with being performed by a periph 
eral device server 144B and/or a peripheral device 140B). 
0088. In some embodiments, a peripheral device 140B 
may be useful for implementing the embodiments of the 
present invention into the operation of a conventional gam 
ing device. For example, in order to avoid or minimize the 
necessity of modifying or replacing a program already 
Stored in a memory of a conventional gaming device, an 
external or internal module that comprises a peripheral 
device 140B may be inserted in or associated with a con 
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ventional gaming device to transform it into a gaming device 
130B of the present invention. 
0089. Thus, for example, a peripheral device 140B may 
be utilized to monitor play of the gaming device 130B and 
output messages and an outcome of a game. In Such embodi 
ments the gaming device 130B with which the peripheral 
device 140B is in communication may continue to operate 
conventionally. In Such embodiments the gaming device 
130B may continue to output an outcome for each game 
played. The peripheral device 140B, however, may output 
audio/video content as appropriate. The peripheral device 
140B may also output messages to the player. The peripheral 
device 140B may also provide benefits to a player (e.g., 
coins, tokens, electronic credits, paper receipts exchange 
able for cash, Services, and/or merchandise). For example, a 
gaming device 130B may output a first payout if indicia 
disposed along a payline of the gaming device correspond to 
the payout. In addition, a peripheral device 140B may output 
an additional payout (i.e., a payout or bonus in addition to 
the first payout) if audio/video content (e.g., audio/video 
content output via a display device of a the peripheral device 
140B or a display device of another device) if a character 
istic of audio/video content Satisfies a requirement corre 
sponding to the indicia. In one embodiment, the peripheral 
device 140B may be operable to determine whether the 
audio/video content Satisfies the requirement. 
0090 Accordingly, a peripheral device 140B may include 

(i) a communications port (e.g., for communicating With one 
or more gaming devices, peripheral device Server, another 
peripheral device, and/or computer; (ii) a display (e.g., for 
displaying messages and/or audio/video content), (iii) 
another output means (e.g., a speaker, light, or motion device 
to communicate with a player), and/or (iv) a benefit provid 
ing means (e.g., a printer and paper dispensing means, a 
credit meter, and/or a hopper and hopper controller). 
0091. In some embodiments, a peripheral device 140B 
may not output outcomes, audio/video content and/or mes 
Sages to a player but may instead direct a gaming device 
130B to perform such functions. For example, a program 
stored in a memory of peripheral device 140B may cause a 
processor of a gaming device 130B to perform certain 
functions. For example, a program Stored in a memory of 
peripheral device 140B may cause a processor of a gaming 
device 130B to output an outcome, determine an outcome, 
output a message, access a database, provide a benefit, 
refrain from providing a benefit (e.g., by not sending a signal 
to a hopper controller of the gaming device when it other 
wise normally would), output audio/video content, deter 
mine whether a characteristic of audio/video content Satis 
fies a requirement corresponding to indicia disposed along a 
payline (or indicia expected to be disposed along a payline) 
and/or communicate with another device. Examples of a 
peripheral device 140B include (1) electronic apparatuses 
"retrofitted” to conventional gaming devices So that inven 
tive processes disclosed herein may be realized through 
game play at the gaming device 130B, (2) Personal Digital 
ASSistants Such as those manufactured by Palm, Inc., (3) lap 
top computers, (4) cellular telephones, (5) pagers, or (6) any 
combination thereof. 

0092. In one or more embodiments, either or both of 
system 100A and system 100B may include additional 
devices, Such as one or more kiosks and/or one or more 
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casino perSonnel devices. One or more point-of-Sale termi 
nals associated with one or more merchants may also be 
included in either or both of system 100A and system 100B. 
0093. In some embodiments, a kiosk may be configured 
to execute or assist in the execution of various processes of 
the present invention. In Some embodiments, a kiosk may 
comprise a processor and a memory as described. A kiosk 
may also comprise various input devices (e.g., a keypad, a 
keyboard, a mouse, buttons, a port that receives player 
tracking cards, an optical Scanner for reading barcodes or 
other indicia, a CCD camera, etc.), output devices (e.g., a 
display Screen, audio speakers, etc.), benefit output devices 
(e.g., a coin tray or printer for printing cashless gaming 
tickets), combinations thereof (e.g., a "ticket-in/ticket-out” 
device, a touch-sensitive display Screen, etc.), communica 
tions ports, and So on. Thus, a kiosk may comprise many of 
the features and components of a gaming device, though the 
kiosk itself may not necessarily be configured to enable 
gambling activity as a primary function. A kiosk may 
communicate with any or all of (i) a central controller, (ii) 
a gaming device, (iii) an inventory/reservation System of a 
casino-maintained property (e.g., a hotel), (iv) casino per 
sonnel devices, (v) merchant POS terminals, and so on. A 
number of kiosks may be Stationed within casino premises 
(e.g., at various locations on a slot floor). In various embodi 
ments, kiosks may execute or assist in the execution of (i) 
determining and outputting a player Status or other types of 
data described herein (e.g., a kiosk receives a player tracking 
card, and outputs a number of accumulated reward which a 
player may be entitled to redeem), (ii) outputting payments 
to players (e.g., upon receipt of cashless gaming tickets, 
player tracking cards, Smart cards, etc.), and/or (iii) any 
other process described herein. Thus, Such a device may be 
configured to read from and/or write to one or more data 
bases of the present invention. The memory of Such a device 
may store a program for executing Such processes. 

0094. In some embodiments, various casino employees 
may be equipped with or otherwise utilize one or more 
casino perSonnel devices, Such as personal digital assistants 
(PDAS) or other computing devices (e.g., personal computer 
terminals). A casino personnel device may comprise various 
input devices (e.g., a keypad, a touch-sensitive display 
Screen, a card reader, an infrared bar code Scanner, etc.), 
various output devices (e.g., an LCD Screen), a processor, a 
memory and/or a communications port, as described herein 
with respect to other devices. In Some embodiments, a 
casino perSonnel device may communicate with a gaming 
device, Server, kiosk, peripheral device, and/or an inventory/ 
reservation System of a casino-maintained property (e.g., a 
hotel). Thus, a casino personnel device may be configurable 
to, among other things, (i) read from and/or write to one or 
more databases of the present invention, (ii) assist in pay 
ments made to players (e.g., a representative "scans” a 
cashleSS gaming receipt and determines a value associated 
with the receipt, and if the receipt is valid, provides payment 
equal to the value), and/or (iii) execute or assist in the 
execution of various other processes described herein. The 
memory of Such a device may store a program for executing 
Such processes. 

0.095. In some embodiments, various merchants (e.g., 
shops, restaurants, etc.) may utilize point-of-sale (POS) 
computer terminals to facilitate various processes of the 
present invention. For example, in Some embodiments, a 
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player may receive a cashleSS gaming ticket redeemable for 
an amount of currency. However, the ticket may alternately 
or additionally be redeemable for an amount of credit at a 
particular merchant location. Thus, in Some embodiments, 
merchants may utilize POS terminals to redeem such vouch 
erS. In Some embodiments, Such devices may be configured 
to read from and/or write to one or more databases of the 
present invention. Such POS terminals may thus comprise 
various hardware and Software described herein with respect 
to other devices, and may communicate with (i) a central slot 
Server, (ii) a gaming device, (iii) an inventory/reservation 
System (e.g., a computer terminal at a theatre communicates 
with an inventory database to determine a number of unsold 
Seats for a certain event), (iv) a kiosk, and So on. 
0096. In some embodiments of the present invention, 
various component devices (e.g., any or all of the benefit 
output devices, output devices, input devices and/or input 
output devices described herein) may be embodied as 
peripheral devices. For example, Such devices may not 
necessarily be components of a gaming device, though they 
may be configured in Such a manner So as to communicate 
with one or more gaming device processors or any other 
devices described herein. For example, a peripheral device 
Such as a large display device may be associated with a 
plurality of gaming devices, and thus may not necessarily be 
considered a component of any one gaming device. Further, 
in Some embodiments, certain peripheral devices Such as 
card readers may be interchangeable between gaming 
devices, and thus may be considered a component of a first 
gaming device while connected thereto, removed from the 
first gaming device, connected to a Second gaming device, 
and So on. In other embodiments, various peripheral devices 
may never be considered a component of a particular 
gaming device. For example, in Some embodiments, a 
peripheral device such as a USB-based portable memory 
device may store (i) one or more databases described herein, 
and/or (ii) a program for executing one or more process Steps 
described herein. Such a peripheral device may then be 
utilized by casino perSonnel for upgrading/retrofitting exist 
ing gaming devices as described herein. 

0097. It should be noted that in either or both of system 
100A and system 100B, the computer 110A and/or computer 
110B may be operable to stream or otherwise transmit the 
audio/video content to a gaming device for output at the 
gaming device. Further, the computer 110A and/or computer 
110B may be operable to modify the operation or configu 
rations of a gaming device, Such as adjusting one or more 
pay tables or probability tables used by a gaming device. 

0.098 Referring now to FIG. 2, illustrated therein is an 
embodiment 200 of a computer 110A and/or a computer 
110B. Embodiment 200 is referred to as computer 200 
herein. The computer 200 may be implemented as a system 
controller, a dedicated hardware circuit, an appropriately 
programmed general-purpose computer, or any other 
equivalent electronic, mechanical or electro-mechanical 
device. The computer 200 may comprise, for example, a 
Server computer operable to communicate with one or more 
client devices, Such as one or more gaming devices, one or 
more kiosks, one or more peripheral devices, and/or one or 
more casino personnel devices. The computer 200 may be 
operative to manage the system 100A or the system 100B 
and execute Some or all of the methods described herein. 
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0099. In operation, the computer 200 may function under 
the control of a casino, another merchant, or other entity that 
may also control use of the gaming devices 130B, peripheral 
devices 140B and/or a peripheral device server 145B. For 
example, the computer 200 may be a slot Server in a casino. 
In some embodiments, the computer 200 and a slot server 
may be different devices. In Some embodiments, the com 
puter 200 may comprise a plurality of computerS operating 
together. In some embodiments, the computer 200 and a 
peripheral device server 145B may be the same device. 
0100. The computer 200 comprises a processor 205, such 
as one or more Intel(R) Pentium(R) processors. The processor 
205 is in communication with a memory 210 and a com 
munications port 215 (e.g., for communicating with one or 
more other devices). The memory 210 may comprise an 
appropriate combination of magnetic, optical and/or Semi 
conductor memory, and may include, for example, Random 
Access Memory (RAM), Read-Only Memory (ROM), a 
compact disc and/or a hard disk. The processor 205 and the 
memory 210 may each be, for example: (i) located entirely 
within a single computer or other device; or (ii) connected 
to each other by a remote communication medium, Such as 
a Serial port cable, telephone line or radio frequency trans 
ceiver. In one embodiment, the computer 200 may comprise 
one or more devices that are connected to a remote Server 
computer for maintaining databases. 
0101 The memory 210 stores a program 220 for con 
trolling the processor 205. The processor 205 performs 
instructions of the program 220, and thereby operates in 
accordance with the present invention, and particularly in 
accordance with the methods described in detail herein. The 
program 220 may be Stored in a compressed, uncompiled 
and/or encrypted format. The program 220 furthermore 
includes program elements that may be necessary, Such as an 
operating System, a database management System and 
“device drivers' for allowing the processor 205 to interface 
with computer peripheral devices. Appropriate program 
elements are known to those skilled in the art, and need not 
be described in detail herein. 

0102) According to an embodiment of the present inven 
tion, the instructions of the program 220 may be read into a 
main memory from another computer-readable medium, 
such from a ROM to RAM. Execution of sequences of the 
instructions in program 220 causes processor 205 to perform 
the proceSS Steps described herein. In alternate embodi 
ments, hard-wired circuitry may be used in place of, or in 
combination with, Software instructions for implementation 
of the processes of the present invention. Thus, embodi 
ments of the present invention are not limited to any specific 
combination of hardware and Software. 

0103) The memory 210 also stores (i) a payout require 
ment(s) database 225 (which may store an indication of one 
or more requirements to be Satisfied in order for a payout to 
be provided upon indicia associated with the one or more 
requirements being disposed along a payline of a gaming 
device) and (ii) an audio/video content characteristic(s) 
database 230 (which may store data indicating one or more 
characteristics of audio/video content available for Output 
via a gaming device). Each of the databases 225 and 230 are 
described in more detail below. 

0104. Although the databases 225 and 230 are described 
as being stored in a memory of computer 200, in other 
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embodiments. Some or all of these databases may be partially 
or wholly Stored, in lieu of or in addition to being Stored in 
a memory of computer 200, in a memory of one or more 
other devices. Such one or more other devices may com 
prise, for example, one or more peripheral devices, a periph 
eral device Server, one or more gaming devices, a slot Server 
(if different from the computer 200), another device, or a 
combination thereof. Further, Some or all of the data 
described as being stored in the memory 210 may be 
partially or wholly stored (in addition to or in lieu of being 
stored in the memory 210) in a memory of one or more other 
devices. Such one or more other devices may comprise, for 
example, one or more peripheral devices, one or more 
gaming devices, a peripheral device server, a slot server (if 
different from computer 200), another device, or a combi 
nation thereof. 

0105. In one or more embodiments, memory 210 may 
Store additional databases. For example, a gaming device 
database that Stores information regarding one or more 
gaming devices may be Stored in memory 210 or another 
memory of system 100A and/or system 100B. A gaming 
device database (not shown) may be utilized to Store and 
acceSS information associated with one or more gaming 
devices with which computer 200 is operable to communi 
cate. Examples of Such information include information 
regarding (i) a manufacturer of a gaming device; (ii) a 
denomination of a gaming device; (iii) one or more games 
available on the gaming device; (iv) features available on a 
gaming device, (v) features currently activated on a gaming 
device; (vi) a location of a gaming device; (vii) a status of 
a gaming device; (viii) outcomes obtained via the gaming 
device; (ix) coin-in of a gaming device; (x) coin-out of a 
gaming device; (xi) payout tables available for the gaming 
device; (xii) audio/video content available for output via a 
gaming device; and/or (xiii) audio/video content (or an 
indication or status thereof) currently being output via a 
gaming device. For example, in one embodiment computer 
200 may be operable to download audio/video content to a 
gaming device and may access a gaming device database in 
order to determine an address of the gaming device and/or 
the audio/video content, a file of the audio/video content, or 
an indication of the audio/video content. 
0106. In one embodiment, memory 200 may store a 
player database (not shown). A player database may be 
utilized to Store historical and/or current 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, previous alternate 
payment offer Selections and/or preferences, Outstanding 
debts, lodging arrangements, and the like). Further, the 
player database 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. In one embodiment, a player database may store 
an indication of a player's favorite and/or previously 
Selected audio/video content, as well as an indication of the 
portion of the audio/video content last viewed. Player data 
may be Stored in a relational database and retrieved or 
otherwise accessed by the processor after receiving a "key 
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data point from the player, Such as a unique identifier read 
from the player's player tracking card or another card 
identifying an account associated with the player (e.g., a 
credit, debit or Smart card), a code input by a player, or 
cashleSS gaming ticket. 
0107 Referring now to FIG. 3, illustrated therein is a 
block diagram of an example embodiment 300 of a gaming 
device (e.g., a gaming device 130A or a gaming device 
130B) that may be used in accordance with one or more 
embodiments. Embodiment 300 is referred to herein as 
gaming device 300. 
0108. The gaming device 300 may be implemented as a 
System controller, a dedicated hardware circuit, an appro 
priately programmed general-purpose computer, or any 
other equivalent electronic, mechanical or electromechani 
cal device. The gaming device 300 may comprise, for 
example, a Slot machine, a Video poker terminal, a Video 
blackjack terminal, a Video keno terminal, a Video lottery 
terminal, a pachinko machine or a table-top game (e.g., a 
mechanical or electro-mechanical device may be associated 
with a table game and be operable by a player and/or a 
dealer). 
0109. In some embodiments, a gaming device 300 may 
comprise, for example, a personal computer (e.g., which 
communicates with an online casino Web site), a telephone 
(e.g., to communicate with an automated Sports book that 
provides gaming Services), and/or a portable handheld gam 
ing device (e.g., a perSonal digital assistant, Nintendo Game 
Boy or Sony PSP). 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 300 compo 
nents depicted in FIG. 3. Further, a gaming device 300 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 300 may comprise a computing device 
operable to execute Software that Simulates play of, for 
example, a reeled (mechanical or video) slot machine game, 
Video poker game, Video blackjack game, Video keno game, 
Video roulette game, or lottery game. 
0110. It should be noted that not all of the components 
described herein as being components of gaming device 300 
may be necessary and/or preferred for a gaming device 
operable to implement embodiments described herein. For 
example, in embodiments in which a gaming device com 
prises a personal computer operable to access an online 
casino, a random number generator may not be a component 
of the gaming device but may rather be a component of a 
Server administering the online casino. In another example, 
a gaming device that comprises a personal computer may 
not necessarily include a benefit output device and/or a 
player-tracking device. 
0111. The gaming device 300 comprises a processor 305, 
such as one or more Intel(R) Pentium(R) processors. The 
processor 305 is in communication with a memory 310 and 
a communications port 315 (e.g., for communicating with 
one or more other devices). The memory 310 may comprise 
an appropriate combination of magnetic, optical and/or 
Semiconductor memory, and may include, for example, 
Random Access Memory (RAM), Read-Only Memory 
(ROM), a compact disc and/or a hard disk. The memory 310 
may comprise or include any type of computer-readable 
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medium. The processor 305 and the memory 310 may each 
be, for example: (i) located entirely within a single computer 
or other device; or (ii) connected to each other by a remote 
communication medium, Such as a Serial port cable, tele 
phone line or radio frequency transceiver. In one embodi 
ment, the gaming device 300 may comprise one or more 
devices that are connected to a remote Server computer for 
maintaining databases. 

0112 The memory 310 stores a program 320 for control 
ling the processor 305. The processor 305 performs instruc 
tions of the program 320, and thereby operates in accordance 
with embodiments of the present invention, and particularly 
in accordance with the methods described in detail herein. 
The program 320 may be Stored in a compressed, uncom 
piled and/or encrypted format. The program 320 may fur 
thermore includes program elements that may be necessary, 
Such as an operating System, a database management System 
and “device drivers' for allowing the processor 305 to 
interface with computer peripheral devices. Appropriate 
program elements are known to those skilled in the art, and 
need not be described in detail herein. 

0113. According to an embodiment described herein, the 
instructions of the program 320 may be read into a main 
memory from another computer-readable medium, Such as 
from a ROM to RAM. Execution of sequences of the 
instructions in program 320 causes processor 305 to perform 
the process Steps described herein. In Some embodiments, 
hard-wired circuitry may be used in place of, or in combi 
nation with, Software instructions for implementation of the 
processes of the present invention. Thus, embodiments 
described herein are not limited to any Specific combination 
of hardware and Software. AS discussed with respect to 
system 100B of FIG. 1B, in some embodiments execution 
of Sequences of the instructions in a program of a peripheral 
device 140B in communication with a gaming device Such 
as gaming device 300 may also cause processor 305 to 
perform Some of the proceSS Steps described herein. 

0114. The memory 310 also stores a plurality of data 
bases, including a probability database 325, a payout data 
base 330, and available audio/video content database 335 
(which may store data associated with audio/video content 
available for output via the gaming device 300). Each of 
these databases is described in detail below. Additionally, 
the memory 310 may store (e.g., while audio/video content 
is being output), an indication of the audio/video content 
currently being output (and, for example, an indication of a 
Status thereof), Via, for example, a memory caching or disk 
caching mechanism. 

0115) Although databases 325,330 and 335 are described 
as being Stored in a gaming device 300, in other embodi 
ments of the present invention Some or all of these databases 
may be partially or wholly stored (in addition to or in lieu of 
being stored in gaming device 300) in one or more other 
devices. Such one or more other devices may comprise, for 
example, (i) one or more peripheral devices, (ii) a peripheral 
device server, (iii) computer 110A, (iv) computer 110B, (v) 
another device, or (vi) a combination thereof. Further, Some 
or all of the data described as being Stored in the databases 
325, 330, 335 and 340 may be partially or wholly stored (in 
addition to or in lieu of being Stored in the gaming device 
300) in a memory of one or more other devices. Such one or 
more other devices may comprise, for example, (i) one or 
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more peripheral devices, (ii) a peripheral device server, (iii) 
computer 110A, (iv) computer 110B, (v) another device, or 
(vi) a combination thereof. 
0116. The databases 325, 330 and 335 are described in 
detail below and example structures are depicted with 
Sample entries in the accompanying figures. AS will be 
understood by those skilled in the art, the Schematic illus 
trations and accompanying descriptions of the Sample data 
bases 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 three Separate 
databases are illustrated, the invention could be practiced 
effectively using one, two, four, five, 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 pro 
ceSSes of the present invention. 

0117. As described, in one embodiment, a memory of 
gaming device 300 may store the payout requirement(s) 
database 225 (FIG. 2) and/or the audio/video content char 
acteristic(s) database 230 (FIG. 2). In one embodiment, 
even though database 225 and/or database 230 may be 
stored in a memory of another device, gaming device 300 
may be operable to access the data thereof or have infor 
mation associated with the data Stored therein downloaded 
to the gaming device as necessary and/or appropriate. 

0118. The processor 305 is also operable to communicate 
with a random number generator 345, which may be a 
component of gaming device 300. The random number 
generator 345, in accordance with at least one embodiment 
of the present invention, may generate data representing 
random or pseudo-random values (referred to as "random 
numbers' herein). The random number generator may gen 
erate a random number every predetermined unit of time 
(e.g., every Second) and/or in response to an event Such as 
an initiation of a game play on the gaming device or receipt 
of a signal from another device. In the former embodiment, 
the generated random numbers may be used as they are 
generated (e.g., the random number generated at Substan 
tially the time of game play initiation is used for that game 
play) and/or stored for future use. A random number gen 
erated by the random number generator may be used by the 
processor 305 to determine, for example, an outcome for a 
game play, a payout associated with an outcome, and/or 
which of a plurality of payouts to provide as the result of an 
outcome. For example, in one embodiment a payout to be 
provided as a result of a game play is determined based on 
a random number. Indicia to dispose along a payline is then 
determined based on audio/video content expected to be 
output at the time the indicia is disposed along the payline. 
This process is described in more detail below with respect 
to FIG. 15. 

0119) A random number generator, as used herein, may 
be embodied as a processor Separate from but working in 
cooperation with processor 305. Alternatively, a random 
number generator may be embodied as an algorithm, pro 
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gram component, or Software Stored in the memory of 
gaming device 300 and used to generate a random number. 
0120 Note that, although the generation or obtainment of 
a random number is described herein as involving a random 
number generator of a gaming device, other methods of 
determining a random number may be employed. For 
example, a gaming device owner or operator may obtain Sets 
of random numbers that have been generated by another 
entity. Hot3itsTM, for example, is a service that provides 
random numbers that have been generated by timing Suc 
cessive pairs of radioactive decayS detected by a Geiger 
Muller tube interfaced to a computer. In another example, a 
blower mechanism that uses physical balls with numbers 
thereon may be used to determine a random number by 
randomly Selecting one of the balls and determining the 
number thereof. 

0121. In yet another example, another device remote 
from and/or distinct from the gaming device 300 (e.g., a 
computer 110A or computer 110B) may include a random 
number generator that generates random numbers to be 
provided to the gaming device 300. For example, in some 
embodiments, a gaming device may receive random num 
bers and/or any other data related to the random or pseudo 
random determination of an outcome from a separate device, 
Such as a server. It should be noted that Such embodiments 
may be advantageous in environments or jurisdictions 
wherein the “central determination' of outcomes is required 
by regulation or otherwise preferred. 
0.122 The processor 305 is also operable to communicate 
with a benefit output device 350, which may be a component 
of gaming device 300. The benefit output device 350 may 
comprise one or more devices for outputting a benefit (e.g., 
a payout) to a player of the gaming device 300. 
0123 For example, in one embodiment the gaming 
device 300 may provide coins and/or tokens as a benefit. In 
such an embodiment the benefit output device 350 may 
comprise a hopper and hopper controller, for dispensing 
coins and/or tokens into a coin tray of the gaming device 
300. 

0.124. In another example, the gaming device 300 may 
provide a receipt or other document on which there is printed 
an indication of a benefit. For example, the gaming device 
may be operable to output one or more cash-out tickets. In 
such an embodiment the benefit output device 350 may 
comprise a printing mechanism and a document dispensing 
mechanism. 

0.125. In yet another example, the gaming device 300 
may provide electronic credits as a benefit (which, e.g., may 
be Subsequently converted to coins and/or tokens and dis 
pensed from a hopper into a coin tray). In Such an embodi 
ment the benefit output device 350 may comprise a credit 
meter balance and/or a processor that manages the amount 
of electronic credits that is indicated on a display of a credit 
meter balance. The processor may be the processor 305 or 
another processor. 
0.126 In yet another example, the gaming device 300 
may credit a monetary amount to a financial account asso 
ciated with a player as a benefit provided to a player. The 
financial account may be, for example, a credit card account, 
a debit account, a charge account, a checking account, or a 
casino account. In Such an embodiment the benefit output 
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device 350 may comprise a device for communicating with 
a Server on which the financial account is maintained. 

0127. Note that, in one or more embodiments, the gaming 
device 300 may include more than one benefit output device 
350 even though only one benefit output device is illustrated 
in FIG. 3. For example, the gaming device 300 may include 
each of (i) a hopper and hopper controller combination, (ii) 
a credit meter balance, and (iii) a document printing and 
dispensing combination. Such a gaming device may be 
operable to provide more than one type of benefit to a player 
of the gaming device. 
0128. A single benefit output device 350 may be operable 
to output more than one type of benefit. For example, a 
benefit output device 350 may be operable to increase the 
balance of credits in a credit meter and communicate with a 
remote device in order to increase the balance of a financial 
account associated with a player. 
0129. The processor 305 is also operable to communicate 
with a display device 355, which may be a component of 
gaming device 300. The display device 355 may comprise, 
for example, one or more display Screens or areas for 
outputting information related to game play on the gaming 
device, Such as a cathode ray tube (CRT) monitor, liquid 
crystal display (LCD) screen, or light emitting diode (LED) 
SCCC. 

0130. In one or more embodiments, gaming device 300 
may comprise more than one display device. For example, 
gaming device 300 may comprise an LCD display for 
displaying electronic reels, a display area that displayS 
rotating mechanical reels, and an LED display of a player 
tracking device (e.g., Such as player tracking device 360, 
described below) that outputs information to a player. 
0131 The processor 305 may also be in communication 
with one or more other output devices besides the display 
device 355, for outputting information (e.g., to a player or 
another device). Such other one or more output devices may 
also be components of gaming device 300. Such other one 
or more output devices may comprise, for example, an audio 
Speaker (e.g., for outputting audio information correspond 
ing to audio/video content), an infra-red transmitter, a radio 
transmitter, an electric motor, a printer (e.g., Such as for 
printing cashless gaming vouchers), a ticket or product 
dispenser, an infra-red port (e.g., for communicating with a 
Second gaming device or a portable device of a player), a 
Braille computer monitor, and a coin or bill dispenser. For 
gaming devices, common output devices include a cathode 
ray tube (CRT) monitor on a video poker machine, a bell on 
a gaming device (e.g., rings when a player wins), an LED 
display of a player's credit balance on a gaming device, an 
LCD display of a personal digital assistant (PDA) for 
displaying keno numbers. 
0132) The display device 355 may comprise, for 
example, one or more display areas. For example, one of the 
display areas may display outcomes of games played on the 
gaming device (e.g., electronic reels of a gaming device). 
Another of the display areas may display rules for playing a 
game of the gaming device. Yet another of the display areas 
may display the benefits obtainable by playing a game of the 
gaming device (e.g., in the form of one or more payout 
tables). Yet another of the display areas may display audio/ 
Video content. For example, a display area may output all or 
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a portion of a television episode selected by or on behalf of 
the player. In one or more embodiments, the gaming device 
300 may include more than one display device, one or more 
other output devices, or a combination thereof (e.g., two 
display devices and two audio speakers). In one embodi 
ment, a first display area and a Second display area may 
comprise two distinct areas of the same display device (e.g., 
a slit Screen or a window within a Screen, etc.). 
0133. The processor 305 is also in communication with 
an input device 365, which is a device that is capable of 
receiving an input (e.g., from a player or another device, 
Such as a Selection of an option or feature available on the 
gaming device, Such as a Selection of an episode of a 
television show) and which may be a component of gaming 
device 300. An input device may communicate with or be 
part of another device (e.g. a computer 110A or computer 
110B, another gaming device, etc.). For example, a player 
may use a touch Screen to indicate his desire to view all or 
a portion of a particular episode of a particular television 
show as the audio/video content for one or more game playS. 

0134) Some examples of input devices include: a bar 
code Scanner, an optical Scanner configured to read other 
indicia of a Voucher or cashleSS gaming ticket, a CCD 
camera, a magnetic Stripe reader (e.g., for reading data 
encoded upon a player tracking card), a Smart card reader 
(e.g., for reading data Stored upon a Smart card), a computer 
keyboard or keypad, a button, a handle, a lever, a keypad, a 
touch-Screen, a microphone, an infrared Sensor, a voice 
recognition module, a coin or bill acceptor, a Sonic ranger, 
a computer port, a Video camera, a motion detector, a digital 
camera, a network card, a universal Serial bus (USB) port, a 
GPS receiver, a radio frequency identification (RFID) 
receiver, an RF receiver, a thermometer, a preSSure Sensor, 
an infrared port (e.g., for receiving communications from a 
Second gaming device or from a another device Such as a 
Smart card or PDA of a player), and a weight Scale. For 
gaming devices, common input devices include a button or 
touch Screen on a Video poker machine, a lever or handle 
connected to the gaming device, a magnetic Stripe reader to 
read a player tracking card inserted into a gaming device, a 
touch Screen for input of player Selections during game play, 
a paper ticket acceptor for accepting paper tickets Such as 
cash-out tickets and a coin and bill acceptor. 

0135) In Some embodiments, a gaming device may com 
prise components capable of facilitating both input and 
output functions (i.e., input/output devices). In one example, 
a touch-Sensitive display Screen comprises an input/output 
device (e.g., the device outputs graphics and receives Selec 
tions from players). In another example, a processor may 
communicate with a "ticket-in/ticket-out' device configured 
to dispense and receive cash-out tickets. Such a device may 
also assist in (e.g., provide data So as to facilitate) various 
accounting functions (e.g., ticket validation and redemp 
tion). For example, any or all of a gaming device, kiosk and 
casino personnel device maintained at a cashier cage may (i) 
comprise Such a benefit input/output device, and/or (ii) 
communicate with a central Server that manages the 
accounting associated with Such ticket-in/ticket-out transac 
tions (e.g., So as to track the issuance, redemption and 
expiration of Such tickets). One example of ticket-in/ticket 
out technology that may be adapted or utilized to implement 
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embodiments described herein is the EZ PayTM system, is 
manufactured by International Gaming Technology, head 
quartered in Reno, Nev. 
0136. Of course, as would be understood by one of 
ordinary skill in the art, a gaming device may comprise 
various combinations of Such component devices. For 
example, in one or more embodiments, the gaming device 
may include more than one display device, one or more 
other output devices, several input devices, and So on (e.g., 
two display Screens, two audio speakers, a ticket-in/ticket 
out device and several buttons). 
0.137 The processor 305 is also in communication with a 
payment System 270, which may be a component of gaming 
device 300. The payment system 270 is a device capable of 
accepting payment from a player (e.g., a bet or initiation of 
a balance). 
0138 Exemplary methods of accepting payment by the 
payment System 270 include (i) receiving hard currency (i.e., 
coins or bills), and accordingly the payment System 270 may 
comprise a coin or bill acceptor; (ii) receiving an alternate 
currency (e.g., a cash-out ticket, a coupon, a non-negotiable 
token), and accordingly the payment System 270 may com 
prise a bar code reader or other Sensing means; (iii) receiving 
a payment identifier (e.g., a credit card number, a debit card 
number, a player tracking card number, a code via a keypad 
or touch-Screen); (iv) receiving a Smart card having an 
indication of an amount of currency Stored thereon, and (v) 
determining that a player has performed a value-added 
activity (e.g., participating in Surveys, monitoring remote 
images for Security purposes, referring friends to the casino). 
013:9) The processor 305 is further operable to commu 
nicate with a player tracking device 360, which may be a 
component of gaming device 300. Player tracking device 
360 may, in one or more embodiments, comprise a reader 
device operable to read information from and/or write 
information to a card Such as a Smart card and/or a player 
tracking card, Such that (i) players may be identified, and (ii) 
various data associated with playerS may then be determined 
(e.g., a number of cashable credits; a number of promotional 
credits that may not be redeemed for cash; a code or other 
indication of a benefit to be provided to the player, a number 
of accumulated loyalty points, a number of accumulated 
game elements Such as Symbols, cards or hands, associated 
audio/video content, etc.). In one example, a card reader 
device may determine an identifier associated with a player 
(e.g., by reading a player tracking card comprising an 
encoded version of the identifier), Such that the gaming 
device may then access data (e.g., of a player database, a 
Session database) associated with the player. In another 
example, a Smart card reader device may determine data 
asSociated with a player directly by accessing a memory of 
an inserted Smart card. 

0140. In one embodiment, the player tracking device may 
comprise (i) a card reader (e.g., a port into which player 
tracking cards may be inserted), (ii) various input devices 
(e.g., a keypad, a touch-Screen), (iii) various output devices 
(e.g., a Small, full-color display Screen), and/or (iv) combi 
nations thereof (e.g., a touch-Sensitive display Screen that 
accommodates both input and output functions). Various 
commercially available devices may be Suitable for Such an 
application, Such as the NextGenTM interactive player track 
ing panel manufactured by IGT or the iVIEW display screen 
manufactured by Bally(R) Gaming and Systems. 
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0.141. As known in the art, “smart cards' may incorporate 
(i) a memory, and (ii) means for accessing Such a memory. 
For example, in one embodiment, the memory may store 
data related to aspects of the present invention. In one 
embodiment, data may be written to the Smart card as a 
player plays one or more gaming devices (e.g., Such that 
various data may be updated on a continuous, periodic or 
event-triggered bases). Accordingly, in one or more embodi 
ments one or more devices operable to carry out various 
processes of the present invention (e.g., a gaming device or 
kiosk) may have associated there with a Smart card reader 
device, Such that data may be read from the Smart card 
pursuant to the execution of Such processes. An example of 
a Smart card System that may be used to implement one or 
more embodiments of the present invention is the 
S-Choice TM Smart Card Casino Management System from 
Smart Card Integrators, Inc.T.M. 
0142. Of course, other non-card-based methods of iden 
tifying players are contemplated. For example, a unique 
identification code may be associated with the player. The 
player may then be identified upon entering the code. For 
example, the code may be stored (e.g., within a database 
maintained within the gaming device and/or a server) Such 
that the player may enter the code using an input device of 
a gaming device, and accordingly be identified. In other 
embodiments, player biometrics may serve as identification 
means (e.g., a player is identified via a thumbprint or retinal 
Scan). In further embodiments, a barcode of a cashless 
gaming ticket may encode a player identifier. 
0.143 Thus, as described, various data associated with a 
player may be tracked and stored (e.g., in an appropriate 
record of a centrally-maintained database), Such that it may 
be accessed as desired (e.g., when determining promotional 
offers or rewards to be provided to players, when determin 
ing the Status of player with respect to a particular game or 
period of gambling activity, when determining which audio/ 
Video content to output to a player, and So on). Further, 
various Statistics may be measured in association with a 
player (e.g., coin-in statistics, win/loss Statistics, buy-in 
amount for a Session) and similarly accessed. 
0144 Various systems for facilitating such monitoring 
are contemplated. For example, a two-wire System Such as 
one offered by International Gaming Systems (IGT) may be 
used. Similarly, a protocol such as the IGT SASTM protocol 
or the IGT SuperSASTM protocol may be used. The SASTM 
protocol and the SuperSASTM protocol each allows for 
communication between gaming machines and slot account 
ing Systems and provides a Secure method of communicating 
all necessary data Supplied by the gaming device to the 
online monitoring system. One aspect of the SASTM protocol 
and the SuperSASTM protocol that may be beneficial in 
implementing aspects of the present invention is the authen 
tication function which allows operators and regulators to 
remotely interrogate gaming devices for important memory 
Verification information, for both game programs, and 
peripheral devices. In another example, a one-wire System 
such as the OASISTM System offered by Aristocrat Tech 
nologiesTM or the SDS slot-floor monitoring system offered 
by Bally Gaming and SystemsTM may be used. Each of the 
Systems described above is an integrated information System 
that continually monitors slot machines and customer gam 
ing activity. Thus, for example, any one of these Systems 
may be used to monitor a player's gaming activity in order 
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to determine player outcomes, buy-in amounts, coin-in 
Statistics, win/loSS Statistics and/or any other data deemed 
relevant. 

0145. In one embodiment, a player may operate a plu 
rality of gaming devices. For example, a player may simul 
taneously play two side-by-side gaming devices, a player 
may play one gaming device (e.g. a gaming device) and then 
continue his gaming Session at another gaming device (e.g. 
a video poker machine), and a player may remotely operate 
a gaming device, possibly by using a telephone, PDA or 
other device (i) to transmit commands (directly or indirectly) 
to the gaming device, Such as wager amounts and commands 
to Select certain cards; and/or (ii) to receive output (directly 
or indirectly) from the gaming device. 
0146 In one embodiment, a gaming device may allow a 
player to play a game of skill rather than a game of chance. 
Such an embodiment may be more appealing to certain 
playerS or may be permitted in areas where it is illegal to 
gamble on games of chance. In one or more embodiments, 
aspects of the present invention, Such as providing a payout 
if both (i) indicia corresponding to the payout is disposed 
along a payline of a gaming device, and (ii) a characteristic 
of audio/video content associated with the payout Satisfies a 
requirement of providing the payout, may be practiced by 
replacing and/or augmenting one or more components (e.g., 
hardware and/or Software components) of an existing gam 
ing device. Thus, in one or more embodiments, the invention 
may be applied as a retrofit or upgrade to existing gaming 
devices currently available for play within various casinos. 
0147 For example, a memory (e.g., computer chip) of the 
gaming device may be replaced or added, the replacement or 
additional memory Storing a program for instructing the 
processor of the gaming device to operate in accordance 
with one or more embodiments of the present invention. In 
another example, data output via the gaming device (e.g., 
graphical and/or textual data displayed on the gaming 
device) may be replaced or added, the replacement or 
additional data indicating to a player information relevant to 
one or more aspects of the present invention. 
0.148. In a specific example, a gaming device may com 
prise various electronic components mounted to one or more 
printed circuit boards (PCBs). Such components may 
include various hardware described herein, Such as a com 
munications port and various controllers of peripheral 
devices (e.g., a display controller), as well as a memory for 
Storing programming instructions (Software) and a processor 
for carrying out Such instructions. Forms of memory that 
may be found in a gaming device include electronically 
erasable programmable read-only memory (EEPROM), 
erasable programmable read-only memory (EPROM) and 
flash memory. Thus, in one or more embodiments of the 
present invention, an EPROM storing software with instruc 
tions for carrying out aspects of the present invention (as 
well as instructions for carrying out other functions tradi 
tionally performed by the gaming device) may replace an 
EPROM previously installed in a gaming device or may be 
reprogrammed in accordance with one or more embodi 
ments described herein, Such that the gaming device may be 
configured to operate in accordance with various processes 
described herein. 

014.9 For example, a “payout based on a characteristic of 
audio/video content in addition to game indicia” may be 
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made available for purchase to various casino operators. The 
module, which may comprise various hardware and Soft 
ware (e.g., an EEPROM storing software instructions), may 
be installed in an existing gaming device (e.g., a video-reel 
slot machine, a video poker machine, etc.), Such that when 
the module is installed, players of the device may elect (i) to 
play the gaming device in a manner that does not incorporate 
embodiments described herein (e.g., be eligible for payouts 
based on a conventional payout table), or (ii) to play the 
gaming device in a manner that incorporates embodiments 
described herein (e.g., be eligible for payouts based on both 
(i) indicia disposed along a payline and (ii) a characteristic 
of audio/video content Satisfying a requirement for receiving 
the payout). Thus, players who are familiar with operating a 
gaming device may elect to pay for them in a different or 
Similar manner as they are accustomed to. 
0150. Accordingly, a gaming device may be configured 
to allow a player to Select one of two “modes' of the gaming 
device, and to enable the Selected mode. If a player Selects 
a "standard” mode, the gaming device may be configured to 
operate in a manner Similar to how it operated before the 
installation of the module (e.g., the gaming device operates 
in a conventional manner, Such that embodiments described 
herein may not be utilized). If a player selects “audio/video 
content payout' mode, the gaming device may then be 
operable to execute game play in accordance with one or 
more embodiments described herein. 

0151. In one example of allowing a player to Select one 
or more modes, a touch-Sensitive display Screen may be 
configured to output a prompt asking a player to Select a 
mode of operation. Such a prompt may be output in occur 
rence to various trigger conditions (e.g., coins, bills or 
tickets are inserted; a credit balance increases from Zero to 
Some other number; a player presses a "play' button; a 
motion, weight, infrared or other Sensor detects the presence 
of a player, etc.). Accordingly, a player may select a mode 
of operation (e.g., by pressing an appropriately labeled icon 
of a touch-sensitive display Screen), and upon receiving the 
player's Selection, the gaming device may be configured to 
operate in the Selected mode. 

0152. In other embodiments, as described, a peripheral 
device may be useful for implementing one or more embodi 
ments of the present invention into the operation of a 
conventional gaming device. For example, in order to avoid 
or minimize the necessity of modifying or replacing a 
program already Stored in a memory of a conventional 
gaming device, an external or internal module that com 
prises a peripheral device may be inserted in, connected to 
or otherwise associated with the gaming device. 

0153. In still further embodiments, rather than configure 
existing gaming devices to execute embodiments described 
herein by installing or connecting new hardware and/or 
Software, Software may be downloaded into an existing 
memory of one or more gaming devices. U.S. Pat. No. 
6,805,634 to Wells et al. teaches methods for downloading 
data to gaming devices in Such a manner. The entirety of 
U.S. Pat. No. 6,805,634 is incorporated by reference herein 
for all purposes. Thus, in Some embodiments, an existing 
gaming device may be reprogrammed to accommodate new 
functionality of the present invention without the need, or by 
minimizing the need, to remove and replace hardware within 
the gaming device. 
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0154 Referring now to FIG. 4, illustrated therein is an 
embodiment 400 of a plan view of an example gaming 
device 130A or a gaming device 130B, which gaming device 
comprises a three reeled slot machine. Embodiment 400 is 
referred to as slot machine 400 herein. 

O155 The slot machine 400 comprises a primary display 
area 405 in which indicia comprising an outcome for a game 
play may be displayed to a player. The primary display area 
405 may, for example, be a video display that displays 
simulations of reels. The primary display area 405 may, in 
another example, be glass behind which are located 
mechanical reels. Primary display area 405 is an exemplary 
embodiment of the display device 355, described with 
respect to FIG. 3. 
0156 Within primary display area 405 is a payline 415. 
In accordance with Some embodiments of the present inven 
tion, an outcome of a game play is a Set of Symbols displayed 
disposed along a payline of a reeled slot machine. Slot 
machine 400 exemplifies such embodiments. 
0157 Slot machine 400 further comprises a handle 420. 
A player may initiate the movement of the reels in primary 
display area 405 by pulling on the handle 420. Alternatively, 
a player may initiate the movement of the reels in primary 
display area 405 by actuating the start button 425. Either or 
both of handle 420 and start button 425 are exemplary 
embodiments of an input device 365, described with respect 
to FIG. 3. 

0158 Slot machine 400 also comprises a player tracking 
device 430, which is an example of a player tracking device 
360 that was described with respect to FIG. 3. The player 
tracking device 430 may comprise a player tracking card 
reader and a display (e.g., an LED display) for outputting 
information related to the player identifier (e.g., player's 
name and number of comp points associated with player's 
account) of a player tracking card inserted into the player 
tracking device 430. 
0159. Also a component of slot machine 400 is a sec 
ondary display area 435, for outputting information to a 
player. The secondary display area 435 may be utilized, for 
example, to output audio/video content to a player and/or to 
inform a player that he has qualified to receive a payout (e.g., 
by obtaining indicia disposed along the payline 415 that 
correspond to the payout and because a characteristic of the 
audio/video content output at the time the indicia is disposed 
along the payline Satisfies a requirement associated with the 
indicia and/or the payout). 
0160 The slot machine 400 may include another display 
area (not shown) for displaying a payout Schedule of the slot 
machine 400. The payout schedule may display, for 
example, payouts that correspond to various outcomes 
obtainable on the slot machine 400 and/or one or more 
requirements (e.g., characteristic(s) of audio/video content) 
asSociated with a payout on the Schedule. In one or more 
embodiments, a payout may be provided to a player by being 
added in the form of credits to the credit meter balance 460 
if (i) indicia is disposed along payline 415 that, as indicated 
in a payout Schedule, corresponds to the payout, and (ii) the 
audio/video content being output via Secondary display area 
435 at Substantially the time the indicia is disposed along the 
payline Satisfies the requirement associated with the payout. 
The table 500, described below with reference to FIG. 5, 
illustrates data that may be presented in Such a payout 
Schedule. 
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0.161 It should be noted that, in one or more embodi 
ments, primary display area 405 and Secondary display area 
435 (as well as a payout Schedule display area) may com 
prise a single display device that can be or is split into 
multiple Screens, portions, areas or windows (e.g., wherein 
more than one Such Screen, portion, area or window is 
displayed simultaneously). 
0162. In one embodiment, slot machine 400 or another 
gaming device operable to carry out one or more embodi 
ments described herein, may be operable to output a menu 
of available options or features to a player via a player 
interface. A player interface may comprise, for example, a 
Video Screen that is a touch Screen operable to display Such 
one or more Such menus. A menu So displayed to a player 
may provide the player with, for example, a choice of 
whether to play the gaming device in a conventional manner 
or in a manner consistent with one or more embodiments 
described herein. In another example, a menu So displayed 
to a player may provide the player with available television 
shows and/or episodes of television shows. A player may be 
presented with a menu of options via a touch Screen, for 
example, upon indicating a desire to consider options avail 
able via Such a menu and/or upon initiating play at the Slot 
machine 400. A player may Select an option from Such a 
menu by touching the area of the Screen on which the 
package appears. 
0163. It should be appreciated that one or more embodi 
ments may include Storing graphic and/or Sound elements 
that are used to construct the menu of available options. 
These elements may be store, for example, in EEPROM, 
flash memory, hard disk, CD ROM, or in any other suitable 
Storage device. The menu may be displayed via any Suitable 
display device, such as a CRT, LCD, VFC, LED display. In 
one embodiment, the menu may be implemented using only 
dedicated electromechanical Switches. In one embodiment, a 
player operates an input device of the slot machine 400 to 
cause the menu to be displayed. In one embodiment, a 
gaming device includes a touch Screen and a touch Screen 
controller (not shown) associated with a video monitor 
display device. The touch Screen and touch Screen controller 
may be operable to communicate with a Video controller of 
the Video monitor display device and a processor (e.g., a 
processor of gaming device 400). Thus, a player may be 
enabled to indicate decisions (e.g., which episode of a 
television show the player desires to view) by touching the 
touch Screen in the appropriate places. 
0164. In one embodiment, display of the menu preempts 
display of other information. For example, in one embodi 
ment the Same display device or Screen used to display 
indicia indicative of an outcome by displaying the indicia as 
disposed along a payline during active game play may be 
used to display a menu of available options to a player upon 
an indication of a player to view the menu. In another 
embodiment, a dedicated display device or Screen may be 
used to display a menu of available options on a continuous, 
periodic, or other basis. 
0.165 Payment system 440, an exemplary embodiment of 
payment system 375 of FIG. 3, comprises a bill acceptor, a 
credit, debit and/or Smart card reader, and a coin or token 
acceptor. A player may utilize payment System 440 to 
provide, for example, a wager for one or more game playS. 
0166 Slot machine 400 further comprises a credit meter 
balance 460, which is an exemplary embodiment of a benefit 
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output device 350 that was described with respect to FIG. 3. 
The credit meter balance reflects the amount of electronic 
credits currently available to a player for wagering and/or 
cash-out. The electronic credits may be used by a player, for 
example, as Wagers for game plays of the gaming device. 
The electronic credits may also be "cashed out as coins, 
bills, tokens, a cashleSS gaming receipt, and/or credits to 
another financial account associated with the player. 
0167 Finally, the slot machine 400 comprises a coin tray 
470. Payment to the player may be rendered by dispensing 
coins into the coin tray 470. Such coins may be dispensed 
based on, for example, a player's indication that the player 
would like to cash out his credit meter balance and/or a 
payout obtained by a player as a result of playing a game on 
the slot machine 400. The coin tray 470 is an exemplary 
embodiment of the benefit output device 350, described with 
respect to FIG. 3. Note that slot machine 400 may include 
different and/or additional components besides those illus 
trated in FIG. 4. 

0168 Databases 
0169. Referring now to FIG. 5, illustrated therein is a 
tabular representation 500 of an example embodiment of a 
payout requirement(s) database 225. Tabular representation 
500 is referred to herein as payout requirement(s) database 
500. The payout requirement(s) database 500 may be uti 
lized by a device (e.g., a computer 110A, computer 110B, a 
peripheral device 140B, a peripheral device server 145B, a 
gaming device 130A, and/or a gaming device 130B) to store 
and/or access information about outcomes available on a 
gaming device and the requirement(s) for providing a payout 
asSociated with a respective outcome. The data in the payout 
requirement(s) database may be input by, for example, a 
casino employee, an employee of a game designer, and/or an 
employee of a gaming device manufacturer. The data may be 
updated by one or more of these entities as well. 
0170 For example, upon determining indicia to dispose 
along a payline for a game play of a gaming device (e.g., by 
determining a random number and determining that the 
indicia corresponds to the random number), a device may 
access the payout requirement(s) database 500 to determine 
the one or more requirements to be Satisfied before the 
payout corresponding to the indicia may be provided to a 
player. A requirement may comprise, for example, a char 
acteristic that audio/video content being output via the 
gaming device, at Substantially the time the indicia is 
disposed along the payline, must possess. 

0171 The payout requirement(s) database 500 includes a 
number of example records or entries, including records 
R600-1 through R600-7, each defining an outcome that may 
be obtained on a gaming device. Those skilled in the art will 
understand that the payout requirement(s) database 500 may 
include any number of entries. The payout requirement(s) 
database 500 also defines fields for each of the entries or 
records. The fields specify: (i) indicia 602 that specifies the 
indicia comprising an outcome, (ii) associated characteris 
tic(s) 604 that specifies one or more characteristics of 
audio/video content that corresponds to the outcome, (iii) a 
payout 606 that specifies a payout corresponding to the 
outcome, (iv) a payout requirement 608 that specifies one or 
more requirements associated with the characteristic, which 
requirements have to be Satisfied in order for the correspond 
ing payout to be provided, and (v) a feature 610 that specifies 
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a feature of a gaming device to which the outcome is 
applicable. A variety of feature types may be Stored in field 
610 to indicate a gaming device feature (e.g., audio/video 
programming, a Secondary Video poker game, a Secondary 
slot machine game) that may be used to determine whether 
a payout requirement is Satisfied. In one embodiment, a 
payout requirement(s) database may not store an indication 
of a payout corresponding to an outcome. This information 
may be stored in a separate database, Such as a payout 
database as described below with respect to FIG. 8 and with 
respect to FIG. 9. Thus, a device may access the payout 
database to determine a payout that corresponds to indicia to 
be disposed along a payline and may access the payout 
requirement(s) database to determine the requirement(s) to 
be Satisfied in order for a payout to be provided to a player. 
Storing the payout data separately from the payout require 
ment(s) data may allow, for example, the payout require 
ment(s) data to be applicable to a plurality of games and/or 
gaming devices even if the games and/or gaming devices 
utilize different payout tables. Thus, for example, the same 
outcome obtained on a first gaming device may result in a 
first payout being provided if a requirement corresponding 
to the outcome is Satisfied but the same outcome obtained on 
a Second gaming device may result in a Second payout being 
provided if the same requirement is Satisfied. It should be 
noted that, in Some embodiments, different playerS may be 
provided with different payouts for obtaining the same 
outcome in circumstances in which the same audio/video 
content Satisfies the same requirement. The playerS may be 
provided different payouts based on, for example, a Status 
associated with the players (e.g., one player is considered a 
premium player and the other is not), gambling history 
asSociated with the players, and/or current gaming activity 
asSociated with the players. 

0172 To illustrate a usage of one record of the payout 
requirement(s) database 500, assume an outcome of 
“Rachel-Rachel-Rachel’ is determined as the indicia to be 
disposed along a payline for a game play. Such an outcome 
may be determined, for example, by determining a random 
number and further determining that the indicia “Rachel 
Rachel-Rachel’ correspond to the random number in a 
probability database (i.e., a table correlating random num 
bers and/or ranges of random numbers to outcomes or 
indicia). Upon determining that the indicia “Rachel-Rachel 
Rachel’ is to be disposed along a payline for a game play, 
a device may access the payout requirement(s) database to 
determine the payout corresponding to the indicia and the 
one or more requirements for providing the payout. AS can 
be seen from the example record R600-2, a payout of “30” 
corresponds to the indicia and the payout is to be provided 
if, at Substantially the time the indicia “Rachel-Rachel 
Rachel’ is disposed along a payline, audio/video content 
being output via a display area of the gaming device displayS 
the character “Rachel' as appearing on Screen. 

0173 Referring now to FIG. 6A, illustrated therein is a 
tabular representation 600 of an example audio/video con 
tent characteristic(s) database 230. Tabular representation 
600 is referred to herein as audio/video content character 
istic(s) database 600. The audio/video characteristic(s) data 
base 600 may be utilized, for example, to determine a 
characteristic of a specific portion of audio/video content 
currently being output via a gaming device. 
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0.174 Those skilled in the art will understand that the 
audio/video content characteristic(s) database 600 may 
include any number of entries, including entries R600-1 
through R600-n. The audio/video content characteristic(s) 
database 600 also defines fields for each of the entries or 
records. The fields may specify: (i) an audio/video content 
identifier 602 that (e.g., uniquely) identifies the audio/video 
content that is the Subject of the record; (ii) an elapsed time 
604 that indiciates an amount of time or period of time from 
a beginning point of the audio/video content (which may be 
the point at which the audio/video content begins to be 
output), thereby identifying a specific portion of the audio/ 
video content; (iii) character(s) 606 that stores an indication 
of relevant character(s) appearing and/or speaking during 
the corresponding specific portion; (iv) objects/props 608 
that Stores an indication of relevant objects and/or props that 
appear during the corresponding specific portion; (V) actions 
610 that stores an indication of one or more relevant actions 
that occur during the corresponding specific portion; and (vi) 
words/lines 612 that stores an indication of one or more 
relevant words, phrases, terms or lines that one or more 
characters utters during the corresponding Specific portion. 
It should be noted that “relevant” may mean relevant to 
determining whether a requirement of an outcome has been 
Satisfied. In accordance with one embodiment, fields 606 
through 612 may be considered to Store indications of 
characteristics posses by Specific portions of audio/video 
content. For example, record R600-3 indicates that in the 
portion of the audio/video content identified as “Buddies 
99-42103” which begins 47 seconds after the beginning time 
of the content and ends one minute and Six Seconds after the 
beginning time of the content, (i) the characters “Rachel', 
“Ross' and “Monica” appear, (ii) a lamp and a couch appear, 
(iii) a kiss occurs, and the words “God”, “totally” and 
"never are spoken. Of course, it should be appreciated that 
types of characteristics other than characters, objects/props, 
actions and/or words may be utilized in a similar manner 
(e.g., colors, Volume levels, graphics or icons, and So on). 
0.175. The data stored in audio/video content character 
istic(s) database 600 may be added to the database in a 
variety of manners. In one example, a person (e.g., an 
employee of a casino, an employee of a gaming device 
manufacturer and/or an employee of a game designer) may 
view the video and enter the information into the database 
based on what he perceives while viewing the video. In 
another example, a device (e.g., a computing device) may 
analyze the Video and Store the data in the database based on 
the analysis. For example, a tool such as the TEDTM (Tran 
scription Editor) system, which is a PC-based video tran 
Scription System, may be used to analyze the audio/video 
content. The TEDTM system creates text transcription files 
with references to Video time code. In another example, a 
tool such as MediaTaggerTM system, which is a Mac-based 
Video transcription System, may be used to analyze the 
audio/video content. The MediaTaggerTM system is a system 
that creates multimedia documents that closely links tran 
Scription text to digital audio and digital Video. Technology 
such as the temporal prediction techniques used in MPEG 
and MPEG-4 video analysis, which is based on motion 
estimation, may also be used to analyze audio/video content 
to determine characteristic(s) of the content. A description of 
Such video analysis may be found in the article entitled 
"Requirements for motion-estimation Search range in 
MPEG-2 coded video” by C. A. Gonzalez, H. Yeo and C. J. 
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Kuo, published in the IBM Journal of Research and Devel 
opment, Volume 43, Number 4, 1999. The entirety of this 
article is incorporated by reference herein for all purposes. 
Other manners of analyzing audio/video content to deter 
mine relevant characteristic(s) of the content would be 
recognized by one of ordinary skill in the art upon reading 
the present disclosure. 
0176 Referring now to FIG. 6B, illustrated therein is a 
tabular representation 650 of one example embodiment of an 
audio/video content characteristic(s) database 230. Tabular 
representation 650 is referred to herein as audio/video 
content characteristic(s) database 650. Audio/video content 
characteristic(s) database may be utilized, for example, in 
which a video clip is output along with indicia, as an 
indication of a result of a game play and an indication of 
whether a payout is to be provided for the game play. In a 
more specific example, audio/video content characteristic(s) 
database 650 may be utilized to select a video clip for output, 
wherein the selection is performed on behalf of a player 
(e.g., by a gaming device 130A or computer 110A) such that 
the Video clip Satisfies a requirement associated with an 
outcome for a current game play. Of course, other uses of the 
audio/video content characteristic(s) database 650 are con 
templated. For example, the audio/video content character 
istic(s) database 650 may be utilized to determine a char 
acteristic of a Video clip already being output or Selected for 
output based on a factor other than to Satisfy a requirement 
of an outcome, wherein the Video clip was Selected by a 
player or randomly on behalf of a player. 
0177 For example, in some embodiments audio/video 
content will begin to be output prior to a particular game 
play and the audio/video content (or the portion thereof that 
is being output or is to be output as Substantially a time at 
which indicia for a game play are disposed along a payline) 
may be analyzed to determine whether it satisfies a require 
ment associated with the indicia. For example, in Some 
embodiments audio/video content may be output Such that it 
spans multiple game playS. In Such embodiments, the audio/ 
video content characteristic(s) database 600 may be utilized. 
However, in other embodiments a specific video clip may be 
output for a particular game play, Such that the Video clip 
spans only the Single game play for which it is output. In 
Such embodiments, the video content characteristic(s) data 
base 650 may be utilized. 
0.178 Those skilled in the art will understand that the 
audio/video content characteristic(s) database 650 may 
include any number of entries, including entries R650-1 
through R650-n. The audio/video content characteristic(s) 
database 650 also defines fields for each of the entries or 
records. The fields may specify: (i) a video clip identifier 652 
that (e.g., uniquely) identifies the video clip that is the 
subject of the record; (ii) character(s) 654 that stores an 
indication of relevant character(s) appearing and/or speak 
ing during the corresponding video clip; (iii) objects/props 
656 that stores an indication of relevant objects and/or props 
that appear during the corresponding video clip; (iv) actions 
658 that stores an indication of one or more relevant actions 
that occur during the corresponding video clip; and (v) 
words/lines 660 that stores an indication of one or more 
relevant words, phrases, terms or lines that one or more 
characters utters during the corresponding Video clip. It 
should be noted that “relevant” may mean relevant to 
determining whether a requirement of an outcome has been 
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Satisfied. In accordance with one embodiment, fields 654 
through 660 may be considered to store indications of 
characteristics possessed by Specific video clips. For 
example, record R650-3 indicates that in the video clip 
identified as “C-00003" (i) the characters “Rachel”, “Ross” 
and “Monica' appear, (ii) a lamp and a couch appear, (iii) a 
kiss occurs, and the words “God”, “totally' and “never are 
spoken. It should be noted that data may be entered into the 
audio/video content characteristic(s) database via any of the 
manners described with respect to FIG. 6A. 
0179 Referring now to FIG. 7, illustrated therein is a 
tabular representation 700 of an example embodiment of a 
prior art probability database 325. Tabular representation 
700 is referred to herein as probability database 700. The 
probability database 700 may be utilized by a device (e.g., 
a computer 110A, computer 110B, a peripheral device 140B, 
a peripheral device server 145B, a gaming device 130A, 
and/or a gaming device 130B) to Store and/or access infor 
mation about outcomes available on a gaming device and the 
random number(s) corresponding to Such outcomes. For 
example, upon determining a random number, a device may 
access probability database 700 to determine the outcome 
that corresponds to the random number. 

0180 Those skilled in the art will understand that the 
probability database 700 may include any number of entries. 
The probability database 700 also defines fields for each of 
the entries or records. The fields may specify: (i) a random 
number 702 (or range of random numbers) that may be 
generated by a random number generator; and (ii) an out 
come 704 that indicates the one or more indicia comprising 
the outcome that corresponds to the random number of a 
particular record. 

0181 Referring now to FIG. 8, illustrated therein is a 
tabular representation 800 of an example embodiment of a 
prior art payout database 330. Tabular representation 800 is 
referred to herein as payout database 800. The payout 
database 800 may be utilized by a device (e.g., a computer 
110A, computer 110B, a peripheral device 140B, a periph 
eral device server 145B, a gaming device 130A, and/or a 
gaming device 130B) to store and/or access information 
about payouts to provide for outcomes obtained on a gaming 
device. For example, upon determining an outcome for a 
game play, a device may access payout database 800 to 
determine the payout that corresponds to the outcome. 

0182 Those skilled in the art will understand that the 
payout database 800 may include any number of entries. The 
payout database may also define fields for each of the entries 
or records. The fields may specify: (i) an outcome 802 that 
indicates the one or more indicia comprising the outcome, 
and (ii) the payout 804 that corresponds to the outcome. It 
should be noted that the outcomes in field 804 may corre 
spond to the outcomes in field 702 of probability database 
700. Thus, for example, upon determining an outcome that 
corresponds to a random number in probability database 
700, a device may look up the outcome in payout database 
800. In one embodiment, upon determining the payout that 
corresponds to an outcome in payout database 800, a payout 
requirement(s) database or other data may be accessed to 
determine a requirement to be Satisfied in order for the 
payout to be provided. In other words, embodiments of the 
present invention differ from conventional payout determi 
nations in which the payout stored in a payout database 800 
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would then be automatically provided to a player. In con 
trast, in embodiments of the present invention, even though 
a payout corresponds to an outcome determined for a game 
play, the payout is not provided to a player unless and until 
a requirement associated with the outcome and/or the payout 
is Satisfied. Such a requirement may specify, for example, a 
characteristic that audio/video content associated with the 
payout must posses at Substantially the time that the out 
come is disposed along a payline. 

0183. Other arrangements of probability databases and 
payout databases are possible. For example, the book “Win 
ning At Slot Machines” by Jim Regan (Carol Publishing 
Group Edition, 1997) illustrates examples of payout and 
probability tables and how they may be derived. The entirety 
of this book is incorporated by reference herein for all 
purposes. 

0184 Referring now to FIG. 9, illustrated therein is a 
tabular representation 900 of an embodiment of a payout 
database in accordance with embodiments of the present 
invention. The tabular representation 900 is referred to 
herein as payout database 900. Payout database 900 may be 
utilized by a device, for example, to determine which payout 
of a plurality of payouts to provide for a game play based on 
whether a requirement associated with the outcome and/or 
payout has been Satisfied. AS described herein, in one 
embodiment, a payout is provided only if a requirement 
(e.g., a requirement that specifies a characteristic that audio/ 
Video content must possess Substantially at the time the 
outcome is disposed along a payline) is satisfied, the require 
ment being a requirement in addition to the indicia repre 
Senting the outcome being disposed along a payline as a 
result of a game play. In another embodiment, a first payout 
may be provided if the requirement is Satisfied but a Second, 
Smaller payout may be provided if the requirement is not 
Satisfied. Generally, in one embodiment a payout of a 
relatively greater value is provided if a requirement associ 
ated with the outcome corresponding to the payout is 
Satisfied and a payout of a relatively Smaller value is 
provided if a requirement associated with the outcome is not 
Satisfied. However, in Some embodiments, it may be 
arranged Such that the reverse is true (e.g., higher payouts 
are awarded if a requirement associated with the outcome is 
not satisfied). 
0185. Those skilled in the art will understand that the 
payout database 900 may include any number of entries, 
including records R900-1 through R900-4. The payout data 
base 900 may also define fields for each of the entries or 
records. The fields may specify: (i) an outcome 902 that 
indicates the one or more indicia comprising the outcome, 
(ii) a payout 904 to be provided if a requirement associated 
with the outcome is satisfied, and (iii) a payout 906 to be 
provided if the requirement(s) associated with the outcome 
is not Satisfied. 

0186. As can be seen from the example entry R900-1 and 
entry R900-4, it is contemplated that a payout of a value 
greater than Zero (e.g., Zero credits) may be provided only if 
a requirement associated with the outcome is Satisfied. In 
one embodiment, all outcomes correspond to payouts 
greater than Zero only if a requirement associated with each 
respective outcome is Satisfied. In other embodiments, Some 
outcomes may correspond to two or more payouts, each 
payout being greater than Zero. 
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0187. As can be seen from example entry R900-2 and 
R900-3, in some embodiments a first, relatively larger, 
valuable or more favorable payout may be provided for an 
outcome if a requirement is Satisfied while a Second rela 
tively Smaller, leSS Valuable or less favorable payout may be 
provided if the requirement is not Satisfied. In Some embodi 
ments, the payout of greater value that is provided if a 
requirement is Satisfied may be thought of as a bonus that is 
added to a payout of a lesser value that is provided if the 
requirement is not Satisfied. 

0188 As can be seen from example entry R900-3 and 
R900-4, a payout may comprise a benefit other than credits 
or currency. Various benefits, including free game playS, 
promotional or non-cashable credits, complimentary points, 
merchandise, Services, player-advantageous probability 
alterations (e.g., increased likelihood of attaining one or 
more winning game results), and So on, are contemplated. 
0189 In one embodiment, a player may be required to 
provide a payment in order to be eligible to receive payouts 
based on whether a requirement associated with the outcome 
(the requirement being above and beyond a requirement that 
the indicia comprising the outcome be disposed along a 
payline as a result of a game play). Thus, for example, the 
player may only be eligible for the payouts of field 904 (and 
a determination of whether a requirement associated with 
the outcome is Satisfied may not even be performed) if the 
player provides an appropriate payment. 

0190. Referring now to FIG. 10, illustrated therein is 
tabular representation 1000 of an example embodiment of a 
probability database 325. Tabular representation 1000 is 
referred to herein as probability database 1000. In some 
embodiments, a game outcome may be determined in an 
alternate manner. For example, a gaming device may gen 
erate a random number, and a payout amount may be 
asSociated directly with a random number or range of 
random numbers. Thus, a device (e.g., a gaming device 
and/or a controller of a gaming device) may first randomly 
determine a payout amount. A gaming device may then 
determine a game outcome in accordance with (i) an elapsed 
time from an initiation of output of audio/video content 
being output via the gaming device, (ii) a payout table, 
and/or (iii) an upcoming Scene, chapter, Section or other 
portion of audio/video programming. 

0191 For example, a gaming device may determine a 
random number, and determine (e.g., using a probability 
database such as probability database 1000) that a payout of 
10 coins corresponds to the random number. A gaming 
device may then determine one or more game outcomes 
which (e.g., in combination) may result in the payout of 10 
coins being provided to a player (e.g., “Lamp-Lamp-Lamp” 
or “Monica-Monica-Monica' pay 10 coins each). A gaming 
device or other device may perform Such a determination by, 
for example, accessing audio/video content characteristics 
data (e.g., in an audio/video characteristic(s) database and/or 
a payout requirement(s) database) to determine if any char 
acter, prop, action, etc. is Scheduled to appear (e.g., within 
the next 10 seconds) within the audio/video content such 
that a requirement of the one or more outcomes may be 
Satisfied and the appropriate payout may be provided. Thus, 
if it is determined that Monica will appear in the next 10 
Seconds of a Video that comprises audio/video content being 
output via a gaming device, an outcome of “Monica 
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Monica-Monica” may be selected from a list of available 
outcomes and the outcome “Monica-Monica-Monica” may 
be disposed along a payline within the next ten Seconds, to 
coincide with the appearance of the character "Monica' on 
the Video. A proceSS Similar to that just described is 
described in more detail below with reference to FIG. 14. 

0.192 Those skilled in the art will understand that the 
probability database 1000 may include any number of 
entries. The probability database 1000 may also define fields 
for each of the entries or records. The fields may specify: (i) 
a random number 1002 (or range of random numbers); and 
(ii) a payout that corresponds to the random number or range 
of random numbers. Thus, as described, a random number 
may be determined and a corresponding payout determined 
from the probability database 1000. It may then be deter 
mined, based on the audio/video content being output or on 
the audio/video content available for Output, in conjunction 
with the outcomes available for disposal along a payline and 
any requirement(s) associated therewith, which outcome 
should be selected for the current game play. 
0193 Referring now to FIG. 11, illustrated therein is a 
tabular representation 1100 of an available audio/video 
content database 335. Tabular representation 1100 is referred 
to herein available audio/video content database 1100. 
Available audio/video content database 1100 may be 
accessed, for example, to Select audio/video content for 
output and/or to Select an indication of audio/video content 
for output on a menu presented to a player. 

0194 Those skilled in the art will understand that the 
available audio/video content database 1100 may include 
any number of records or entries, including records R1100-1 
through R1100-n. The available audio/video content data 
base 1100 may also define fields for each of the entries or 
records. The fields may specify: (i) an audio/video content 
identifier 1102 that (e.g., uniquely) identifies audio/video 
content, and (ii) an audio/video content file 1104 that stores 
one or more files of the audio/video content. Although the 
files illustrated are in formats for video content, it should be 
understood that in Some embodiments audio files and/or Still 
image files may be Stored, as desired and appropriate. It 
should further be understood that in Some embodiments, 
rather than Storing the files themselves, the available audio/ 
video content database 1100 may store a file path or other 
indication of the files. 

0.195. In one embodiment, available audio/video content 
database 1100 may store additional information, such as a 
text description of each audio/video content Stored therein 
and/or one or more graphics associated with each audio/ 
Video content (e.g., a still image from the content that is 
representative of the content). Such data may be useful, for 
example, for Output to a player. 

0196) Processes 
0197) The processes described below with reference to 
FIG. 12, FIG. 13 and FIG. 14 are only examples of some 
processes that may be useful in implementing one or more 
embodiments described herein and are not comprehensive of 
processes or Subroutines that may be executed in accordance 
with the embodiments described herein. Further, the steps of 
each of the described processes may be performed in any 
order, and thus are not limited to the order in which they are 
described. Further Still, any and all of the processes 
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described herein may be performed by any Single device 
and/or any combination of any of the devices described 
herein. 

0198 Referring now to FIG. 12, illustrated therein is a 
flowchart of an example process 1200 that may be per 
formed in accordance with one or more embodiments of the 
present invention. The process 1200 may be performed, for 
example, to determine whether a payout is to be provided for 
a game play. 
0199. In Step 1205, a first payout for a game play is 
determined. For example, in one embodiment a random 
number may be determined, an outcome may be determined 
based on the random number (e.g., by accessing a probabil 
ity database such as that described with respect to FIG. 7), 
and then a payout corresponding to the outcome (e.g., by 
accessing a payout database Such as that described with 
respect to FIG. 8) may be determined. In another embodi 
ment, Step 1205 may comprise determining a random num 
ber and determining a payout directly corresponding to the 
random number (e.g., by accessing a probability database 
such as that described with respect to FIG. 10). 
0200. In Step 1210, it is determined whether indicia 
indicative of the first payout is disposed along a payline of 
a gaming device. For example, in Some embodiments, a 
payout may be provided only upon both of two conditions 
being satisfied. The first condition may be that indicia 
indicative of an outcome corresponding to the payout be 
disposed along a payline of a gaming device. The Second 
condition may be that audio/video content associated with 
the game play for which the payout is determined exhibit or 
possess a characteristic that Satisfies a requirement associ 
ated with the payout and/or outcome. Such a process should 
be contrasted with a conventional process for providing a 
payout, in which only the first condition need be Satisfied. It 
should be noted that Since in at least Some embodiments an 
additional condition need be Satisfied in order for a payout 
to be provided, a gaming device may be configured Such that 
larger payouts may be provided because the chances of both 
conditions being Satisfied may be lesser in Some circum 
stances than a chance of only one of the conditions being 
Satisfied. 

0201 If it is determined, in Step 1210, that indicia 
indicative of the first payout is disposed along a payline, it 
is further determined (in Step 1220) whether a characteristic 
of audio/video content associated with the game play for 
which the first payout is determined Satisfies a requirement 
asSociated with the first payout and/or indicia indicative of 
the outcome. Otherwise, the process 1200 continues to Step 
1215, in which a decision is made not to provide the first 
payout. AS described, in Some embodiments a Second payout 
of a value that is less than a value of the first payout may be 
provided if only the first condition (of Step 1205) is deter 
mined to be Satisfied. AS described, determining whether the 
requirement is Satisfied may comprise, for example, analyZ 
ing the audio/video content being output. In another 
example, determining whether the requirement is Satisfied 
may comprise determining an identifier of the audio/video 
content being output, determining a duration of time from a 
beginning time at which the audio/video content was output, 
and accessing a database of previously Stored characteristics 
of the audio/video content. 
0202) If it is determined that the requirement is satisfied 
by a characteristic of the audio/video content, the proceSS 
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continues to Step 1225 and the first payout is provided. 
Provision of a payout may be accomplished in any of the 
manners of providing a payout or other benefit described 
herein. For example, an appropriate number of credits may 
be added to a credit meter balance of the gaming device, an 
appropriate number of coins may be released from a coin 
hopper of the gaming device, etc. 

0203. In one embodiment, process 1200 may further 
include a step of outputting the audio/video content. For 
example, a gaming device may be configured to output 
audio/video content. For example, audio/video content may 
be output by a combination of output devices (e.g., a 
Secondary display Screen depicts a movie while audio Speak 
ers output the film's Sounds, etc.). Audio/video content may 
be stored in a variety of formats (e.g., a file such as an MPEG 
or MOV file is stored in memory, on physical media such as 
a DVD, etc.), as well as in a variety of locations (e.g., within 
a gaming device, computer 110A or computer 110B, within 
a server used by a casino-maintained hotel, etc.), Such that 
Stored audio/video content may be accessible to a computer 
110A, computer 110B and/or a gaming device. A variety of 
types of audio/video content are contemplated. Exemplary 
types of audio/video content include movies, television 
programs, sporting events (live or prerecorded), animated 
features (e.g., cartoons), live broadcasts, radio or other audio 
programs, prerecorded music Such as Songs (e.g., audio files 
Stored locally at a gaming device and/or at a central server), 
and So on. 

0204. In some embodiments, a player may select audio/ 
Video content that is to be output. For example, a database 
may indicate a number of available episodes of a plurality of 
television programs. Agaming device (or other device) may 
then use the data to output a list or menu of available content 
to a player via an output device (e.g., a display Screen depicts 
a menu of 10 television shows from which a player may 
Select one). A player may then select audio/video content by 
actuating an input device (e.g., pressing a physical button, 
touching a graphic depicted by a touch-Sensitive display 
Screen, etc.). In other embodiments, audio/video content 
may be selected randomly (e.g., without player input) or 
based on another factor and on behalf of a player. 
0205. In some embodiments, a player may be required to 
provide a payment or other consideration for the output of 
audio/video content (e.g., an episode of a television game 
show is priced at S10). In other embodiments, no payment 
or consideration may be required. In Some embodiments, 
audio/video content may only be output So long as a pre 
defined rate of play is maintained (e.g., the player must spin 
the reels of a slot machine at least once every minute). 
Apparatus and methods which, among other things, permit 
and enable various ways of providing benefits to gaming 
device players who maintain a particular rate of play, and 
which are appropriate for use in accordance with the present 
invention are disclosed in pending U.S. Pat. No. 6,238,288, 
filed Dec. 31, 1997, entitled “METHOD AND APPARATUS 
FOR DIRECTING A GAME IN ACCORDANCE WITH 
SPEED OF PLAY,” the entirety of which is incorporated 
herein by reference for all purposes. 

0206 AS described, in some embodiments audio/video 
content may be output by one or more output devices and the 
audio/video content may be output over a span of time that 
encompasses a plurality of game playS. In Some embodi 
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ments, a timer may be actuated upon the output of audio/ 
Video content So as to track an “elapsed time' (e.g., the time 
in minutes and Seconds Since a particular audio/video con 
tent or file began). 
0207 Referring now to FIG. 13, illustrated therein is a 
flowchart of an example process 1300 in accordance with 
one or more embodiments described herein. The proceSS 
1300 may be useful, for example, in embodiments in which 
a payout is determined based on a random number, and 
indicia for output is Selected based on the payout and on a 
characteristic of audio/video content expected to be output at 
Substantially the time the indicia is disposed along a payline, 
such that the payout will be provided. 

0208. In Step 1305, a random number is determined. A 
random number may be determined, for example, by deter 
mining a random number being generated by a random 
number generator at Substantially the time a game play is 
initiated. In another example, a random number may be 
determined by accessing a set of available random numbers 
that have been previously generated. 

0209. In Step 1310, a payout is determined based on the 
random number. For example, a probability database Such as 
that described with respect to FIG. 10 may be accessed, and 
the payout corresponding to the random number may be 
identified. 

0210. In Step 1315, an indicia output time is determined. 
In accordance with one embodiment, an indicia output time 
may comprise a time at which indicia indicative of an 
outcome for the game play is expected to be disposed along 
a payline of a gaming device. For example, assuming the 
indicia is indicia for a game of a reel slot machine, a length 
of time for a spinning of the reels may be determined (e.g., 
it may be determined that the reels are to Spin for 3 Seconds 
before coming to a Stop and revealing the indicia disposed 
along a payline), the time at which the reels are to begin 
Spinning may be determined (which may be a current time 
or a time that has already occurred), and thus the time at 
which the reels are to Stop spinning may be determined, 
thereby determining the indicia output time. 

0211. In Step 1320, one or more characteristics of audio/ 
Video content at Substantially the time of the indicia output 
time is determined. For example, assuming the audio/video 
content comprises at least a video portion, Step 1320 may 
comprise determining which character(s) and/or props are to 
be depicted on the Secondary display area at Substantially the 
indicia output time. In a more particular example, Step 320 
may comprise determining which character(s) and/or props 
are to be depicted on the Secondary display area within two 
Seconds of the indicia output time. 
0212 AS described, determining one or more character 
istics of audio/video content at Substantially the time of the 
indicia output time may be performed in a variety of 
manners. In example of Step 1320, in one embodiment in 
which audio/video content began to be output prior to the 
time of this determination, Step 1320 may comprise deter 
mining the indicia output time, determining a beginning 
time at which the audio/video content began to be output, 
and thus determining an elapsed time of the audio/video 
content at the indicia output time. A database Such as the 
audio/video content characteristics database 600 (FIG. 6) 
may then be accessed to determine a characteristic of the 
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portion of the audio/video content expected to be output at 
the indicia output time. In another embodiment in which 
audio/video content began to be output prior to the time of 
this determination, Step 1320 may comprise analyzing the 
portion of the audio/video content expected to be output at 
the indicia output time. For example, a processor of a device 
(e.g., a gaming device, computer 110A or computer 110B) 
may “fast-forward” the audio/video content to the portion 
expected to be output at the indicia output time (without 
fast-forwarding the audio/video content as it is being output 
to a player, Such that the fast-forward version is not per 
ceived by the player) in order to analyze the portion. In 
another example of Step 1320, in an embodiment in which 
a Video clip that is output only for a single game play (i.e., 
the Video clip does not span a duration of time that encom 
passes more than one game play), Step 1320 may comprise 
determining the identifier of the video clip for the current 
game play and accessing a database of previously Stored 
characteristics of the Video clip, Such as audio/video content 
characteristic(s) database 650 (FIG. 6B). 
0213. In step 1325, indicia is selected for the current 
game play, wherein the indicia is Selected Such that a 
requirement associated with the indicia and/or the payout 
determined in Step 1310 is satisfied by the characteristic(s) 
determined in Step 1320. For example, a database such as 
the payout requirements database 500 (FIG. 5) may be 
accessed and an outcome Selected that has an associated 
payout requirement 508 that satisfies the characteristic(s) 
determined in Step 1320. For example, assuming that the 
first payout determined in Step 1305 is a payout of “30” and 
further assuming that the characteristic determined in Step 
1320 is that the character of “Rachel' will appear on screen 
during the indicia output time, Step 1325 may result in an 
outcome of “Rachel-Rachel-Rachel’ may be selected, since 
record R500-2 indicates that this characteristic will satisfy 
the requirement associated with this outcome and result in a 
payout of “30” being provided to a player associated with a 
game play. 

0214. In Some embodiments, a payout database Such as 
that depicted in FIG. 9 may further store one or more 
requirement(s) associated with a payout, Such that Step 1325 
may comprise accessing the data in Such a database to 
determine a requirement associated with various outcomes 
and the associated payouts. 

0215. In Step 1330, the selected indicia are caused to be 
disposed along a payline of a gaming device, at the indicia 
output time determined in Step 1315. For example, the reels 
of a slot machine may be activated at the appropriate time 
and/or caused to be stopped at the appropriate time Such that 
the indicia selected in Step 1325 is disposed along the 
payline at the indicia output time. 

0216) In Step 1335, the payout determined in Step 1310 
is provided. As described with respect to Step 1225, a payout 
may be provided in any of the variety of manners described 
herein. 

0217. As with process 1200, in some embodiments the 
process 1300 may include a step of outputting audio/video 
content. This may be performed in any of the manners 
described with respect to process 1200. 
0218. Referring now to FIG. 14, illustrated therein is a 
flowchart of an example process 1400, in accordance with 
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one or more embodiments described herein. Process 1400 
may be utilized, for example, in an embodiment in which an 
outcome is determined and it is further determined whether 
a payout associated with the outcome should be provided, 
based on whether audio/video content associated with the 
game play for which the outcome was determined Satisfies 
a requirement associated with the payout and/or the out 
COC. 

0219. In Step 1405 a random number is determined. A 
random number may be determined, for example, by deter 
mining a random number being generated by a random 
number generator at Substantially the time a game play is 
initiated. In another example, a random number may be 
determined by accessing a set of available random numbers 
that have been previously generated. 
0220. In Step 1410 indicia for a game play is determined 
based on the random number. For example, a probability 
database such as that described with respect to FIG.7 may 
be accessed, and the indicia comprising an outcome corre 
sponding to the random number may be identified. 
0221) In Some embodiments, a gaming device comprises 
a game, Such as a slot machine game (e.g., wherein a player 
places a wager, a number of reels are spun, and an outcome 
is determined), a video poker game (e.g., wherein a player 
places a wager, a hand is dealt, and an outcome is deter 
mined), a video keno game (e.g., wherein a player places a 
wager and Selects a plurality of numbers, a drawing occurs, 
and the selected numbers are compared the drawn numbers), 
and So on. In Some embodiments, Such games may be played 
while audio/video content is output (e.g., a primary or lower 
display Screen is dedicated to game play, and a Secondary or 
upper display Screen is dedicated to the output of audio/ 
Video content). 
0222. Thus, in some embodiments, Step 1410 may com 
prise determining a slot machine outcome. As a variety of 
types of slot machine games are contemplated (e.g., video 
reel, mechanical reel, five-reel, three-reel, etc.), a variety of 
different types of outcomes may be determined. In Some 
embodiments, a slot machine outcome may comprise a 
number of Symbols, icons, words, pictures, graphics, ani 
mations, movies, etc., which may appear (e.g., in Sequence) 
on one or more slot machine paylines. Example outcomes of 
a slot machine game include “cherry-cherry-cherry,”“7-bell 
7-bar-bar,”“Rachel-Ross-Monica,”“and-hey-if,” and so on. 

0223) In other embodiments, Step 1410 may comprise 
determining a Video poker outcome. As a variety of Video 
poker games are contemplated, (e.g., Stud poker, draw poker, 
five-card, Seven-card) a variety of different types of video 
poker outcomes are contemplated. Example outcomes of a 
video poker game include “AV-KV-JV-10V-6 
A“T{0-5V-20-A100-JA8A and SO On 

0224 Outcomes may be generated in a variety of man 
ners. For example, a gaming device (or other device) may 
generate a random number as described, and a probability 
database may indicate an outcome associated with the 
generated random number (e.g., if the random number 
10586 is generated, an outcome is “Bar-Bell-Bell’). Game 
outcomes may be then be communicated or displayed to a 
player via a variety of output devices, including but not 
limited to any combination of display Screens, physical reels 
of a Slot machine, audio speakers, printers, etc. In one 
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example, a game comprises a slot machine game, and an 
output device comprises a touch-Sensitive display Screen 
(e.g., a video Screen depicts a five-reel slot outcome of 
“7-bell-bar-bar-blank”). 
0225. It should be noted that in some embodiments, a 
game (e.g., Video poker, slots, keno, bingo, etc.) may be 
thought of as a primary feature of a Slot machine. In Some 
embodiments, a Secondary slot machine feature may com 
prise audio/video content (e.g., a movie, television show, 
cartoon, Static image or other content output via a display 
Screen). In other embodiments, a secondary feature may 
comprise a secondary game (e.g., an additional set of slot 
machine reels, and additional poker hand, etc.). 
0226. It should be noted that, as with process 1200 and 
process 1300, process 1400 may include a step of outputting 
audio/video content. This may be done in any of the variety 
of manners described with respect to FIG. 12. 
0227. It should also be noted that, in some embodiments, 
audio/video content may not be output until after an out 
come is determined for a game play (e.g., a “video clip' is 
output in association with an outcome of a game play, 
wherein the Video clip is of a duration that only spans the 
Single game play). 

0228. Further, in some embodiments, a gaming device 
may automatically initiate game play on a players behalf. 
For example, a gaming device may be configured to auto 
matically spin the reels of a slot machine every 10 seconds, 
So long as the player has provided approval that automatic 
game play is to occur. Apparatus and methods which, among 
other things, permit and enable automated game play, and 
which are appropriate for use in accordance with the present 
invention are disclosed in pending U.S. patent application 
Ser. No. 10/331,438, filed Dec. 27, 2002, entitled 
“METHOD AND APPARATUS FOR AUTOMATICALLY 
OPERATING A GAME MACHINE,” the entirety of which 
is incorporated herein by reference for all purposes. 

0229. In Step 1415, a first payout associated with the 
indicia is determined. For example, a payout database Such 
as that depicted in FIG. 8, or that depicted in FIG. 9, maybe 
accessed and a payout corresponding to the indicia may be 
identified. It should be noted that though a payout may be 
determined in Step 1415, the payout may not be provided to 
a player unless and until further determinations have been 
made (e.g., whether or not output audio/video content com 
prises a characteristic that Satisfies a requirement associated 
with the payout and/or an outcome corresponding to the 
payout). Thus, Step 1415 may be thought of as determining 
a pending payout amount, which may later be authorized for 
provision to a player or cancelled or otherwise not provided 
based on a further determination. Also, in other embodi 
ments, a payout may not be determined until a later time 
(e.g., until after a characteristic of audio/video content is 
compared to a requirement associated with an outcome). 
0230. In Step 1420, the indicia determined in Step 1410 
are disposed along a payline of a gaming device. For 
example, if the indicia comprise Symbols of reels of a Slot 
machine, Step 1420 may comprise causing the reels to Spin 
and Stop Such that the indicia are disposed along the payline. 
In another example, if the indicia comprise Symbols of a 
card game, Step 1420 may comprise causing the cards to be 
revealed to a player. 
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0231. In Step 1425, audio/video content associated with 
the current game play is determined. This may comprise, for 
example, identifying audio/video content that has previously 
begun to be output. For example, a cache memory may be 
accessed to determine an identifier of audio/video content 
previously Stored as currently being output. In another 
example, this may comprise Selecting and/or outputting the 
audio/video content. 

0232. In Step 1430, a requirement for providing the first 
payout is determined. The requirement may comprise, for 
example, a requirement associated with the first payout 
and/or a requirement associated with the indicia. A require 
ment may specify, for example, one or more characteristic(s) 
that the audio/video content associated with the current 
game play must exhibit or possess (e.g., at Substantially the 
time that the indicia is disposed along the payline). 
0233. In some embodiments, determining a payout 
requirement associated with an outcome may comprise 
determining a characteristic associated with and/or indicated 
by an outcome. In one embodiment, characteristic may 
comprise an element, parameter or attribute (e.g., of audio/ 
Video content) associated with an outcome, as Specified by 
a requirement associated with an outcome. Accordingly, in 
one example, if an outcome determined in Step 1410 is 
“Rachel-Rachel-Rachel,” a gaming device (and/or control 
ler) may determine a payout requirement associated with the 
outcome by accessing an audio/video content characteris 
tic(s) database (e.g., a payout requirement field asSociated 
with the outcome indicates that “Rachel must appear”). In 
Some embodiments, a payout requirement may be derived 
from outcome characteristics (e.g., if the Symbols of a slot 
machine outcome are representative of television characters, 
one or more of the television characters must appear during 
an output television program for a payout requirement to be 
Satisfied). 
0234. In Step 1435 it is determined whether the audio/ 
video content determined in Step 1430 satisfies the require 
ment determined in Step 1430. For example, the audio/video 
content may be analyzed (e.g., pixels of a video portion of 
the content may be analyzed and/or frames of a Video 
portion of the content may be analyzed) in any of the 
manners described above. 

0235. As described, audio/video content (e.g., a televi 
Sion program output during step 100) may be used to 
determine whether a payout requirement associated with a 
game outcome is Satisfied. A variety of actions, events, or 
other detectable characteristics of audio/video content may 
be used to Satisfy a payout requirement. AS described, one 
requirement may specify that a particular character must 
appear on Screen during the output of audio/video content at 
Substantially the time of the indicia comprising the outcome 
being disposed along a payline. Other occurrences or actions 
are contemplated, including but not limited to the following 
examples: a certain word or phrase must be spoken or, for 
example, must appear in closed captioning (e.g., if the reel 
symbols of a slot machine are words, such as “hi-hey-hello.” 
the utterance of any/all of the words may Satisfy a payout 
requirement); a particular character must enter a Scene, 
Speak, or perform Some other action; a particular object or 
prop must be displayed (e.g., if the reel Symbols of a slot 
machine represent objects, Such as "lamp-lamp-lamp, the 
appearance of any/all of the objects may satisfy a payout 
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requirement); Some other action or event must occur (e.g., if 
a slot machine outcome is “telephone-telephone-telephone,” 
a telephone must ring), etc. 
0236. In some embodiments, a time restriction may be 
asSociated with a payout requirement that may be Satisfied 
by the output of audio/video content. For example, in one or 
more embodiments, the output of a particular episode of a 
television show, movie, cartoon or other audio/video content 
may have begun previously (e.g., a player Selected an 
episode of the television program “Buddies,” such that the 
episode began to play on a display device before game play 
was initiated). The player may then initiate game play (e.g., 
provide a wager amount and preSS a "spin' button to actuate 
the reels of a slot machine), Such that a game outcome is 
determined. A timer device may then be actuated upon the 
determination of a game outcome (e.g., after the reels of a 
Slot machine Stop spinning and reveal an outcome of 
“Rachel-Rachel-Rachel,” a timer begins). Accordingly, a 
payout requirement may only be Satisfied if an indicated 
audio/video content action/event occurs within a predefined 
amount of time (e.g., 10 Seconds). For example, if slot 
machine reels Spin and resolve to a game outcome of 
“Rachel-Rachel-Rachel,” a payout requirement (e.g., indi 
cated by an outcome characteristics database) may be that 
the character Rachel must appear within the next 10 Seconds 
of audio/video programming (e.g., the 10 Seconds immedi 
ately following the resolution of the game outcome). Such 
time restrictions may be beneficial, as in this manner players 
may view entire episodes, shows, movies or other audio/ 
Video content continuously (though players may be required 
to maintain a particular rate of play, or game play may occur 
automatically, as described). 
0237. In other embodiments, a timer device may not be 
necessary. For example, in Some embodiments, a random 
“video clip' may be output in accordance with each game 
outcome. In one embodiment, a player may not watch a 
continuous episode of a television program, but rather view 
one clip/scene after each spin of a slot machine (e.g., a 
player Spins the reels and receives an outcome of “Monica 
Monica-Monica,” then watches a 10-second clip of the show 
“Buddies” to see if Monica appears). Such clips may have 
been previously edited Such that, for example, they comprise 
an average length of time, an average number of characters, 
props or words, and So on. Agaming device may determine 
a random Video clip in a manner Substantially Similar as to 
that employed during the process of determining outcomes 
(e.g., a random number or random number range is associ 
ated with a stored clip, etc.). 
0238 Accordingly, a gaming device or other device (e.g., 
computer 110A or computer 110B) may determine whether 
audio/video content associated with a current game play 
Satisfies a payout requirement associated with an outcome 
determined for the current game play. For example, if an 
audio/video content characteristic(s) database indicates that 
the appearance of a particular character (e.g., Monica) would 
Satisfy a payout requirement, a gaming device or other 
device may analyze audio/video content to determine 
whether or not the character appears. 

0239). As described, an analysis of audio/video content 
may be performed in a variety of manners. In Some embodi 
ments, a timer device may be employed, Such that only 
audio/video content output within a predefined time period 
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immediately after the determination of an outcome may be 
used to Satisfy a payout requirement. Thus, in Some embodi 
ments, after an elapsed time (e.g., the time in minutes and 
Seconds since a television program began playing), outcome, 
payout and payout requirement have been determined, a 
gaming device and/or other device may access an audio/ 
Video content characteristic(s) database to determine 
whether the audio/video content in question Satisfies the 
payout requirement. For example, turning to the exemplary 
audio/video content characteristic(s) database depicted in 
FIG. 6A, if a payout requirement indicates that “Ross must 
appear” during audio/video content, and a determined 
elapsed time is between 0:00:47-0:01:06, the payout require 
ment may be considered Satisfied, as the character ROSS 
appearS. 

0240. In an alternate embodiment, a video clip may be 
presented in accordance with a determined game outcome, 
as described. Accordingly, turning to an exemplary audio/ 
video content characteristic(s) database depicted in FIG. 6B, 
a gaming device and/or other device may determine whether 
or not a payout requirement is Satisfied by accessing data 
associated with a particular video clip identifier (e.g., during 
video clip “C-00003,” a “kiss” action occurs, such that if a 
game outcome is “kiss-kiss-kiss, a payout requirement may 
be satisfied, as indicated by record R650-3). 
0241. In alternate embodiments, a gaming device feature 
other than audio/video content may be used to determine 
whether a payout requirement is satisfied. For example, in 
Some embodiments, a Secondary game may be used to 
determine whether a payout requirement is Satisfied. For 
example, if a slot machine outcome generated during Step 
1410 (e.g., a “primary game outcome') is determined to be 
“cherry-cherry-cherry,” a payout requirement may specify 
that a “secondary game outcome' (e.g., an outcome of a 
Second slot machine game) “must include at least one 
cherry.” In this manner, it is contemplated that a payout from 
a winning outcome of a primary game may only be output 
if an outcome of a Secondary game Satisfies an indicated 
payout requirement (e.g., the Secondary slot machine out 
come comprises at least one cherry Symbol, Such as "bar 
blank-cherry”). Similar embodiments including video poker, 
keno, bingo and other games are contemplated. 

0242. It should be noted that, in one embodiment, a 
process in accordance with FIG. 13 may provide a casino or 
other entity better control and/or predictability over a hold 
percentage of a gaming device on which embodiments of the 
present invention are carried out than would a proceSS 
carried out in accordance with FIG. 14. For example, a 
casino or other entity may adjust the ranges of random 
numbers corresponding to the payouts Such that a desired 
hold percentage is achieved. The casino or other entity may 
then be assured of obtaining the desired hold percentage 
using the process 1300. In the process 1400, on the other 
hand, a Specific target hold percentage may not be as easily 
controlled or achieved. This may be because the casino or 
other entity may not have as much control over whether a 
payout is provided for a game play, Since this depends on 
whether audio/video characteristic Satisfies a requirement 
for an outcome or payout of a game play and the audio/video 
content is not Selected Such that it is controlled as to whether 
a payout will or will not be provided for the game play. 
Accordingly, a gaming device operating in accordance with 
the process 1400 may be configured to provide a hold 
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percentage range, (i) wherein a maximum of the hold 
percentage range is Set based on the assumption that, for 
each game play, audio/video content associated with the 
game play will Satisfy a requirement associated with the 
payout and/or outcome of the game play, and (ii) wherein a 
minimum of the hold percentage range is set based on the 
assumption that, for each game play, audio/video content 
asSociated with the game play will not satisfy a requirement 
asSociated with the payout and/or outcome of the game play. 

0243 If it is determined, in Step 1435, that the charac 
teristic of audio/video content Satisfies the requirement 
determined in step 1430, the process 1400 continues to Step 
1445, in which step the first payout is provided. As described 
with reference to FIG. 12 and with reference to FIG. 13, a 
payout may be provided in any of the manners described 
herein. 

0244 If, on the other hand, it is determined in Step 1435 
that the requirement is not satisfied, the process 1400 
continues to step 1440, in which a second payout (if any is 
associated with the current game play) is provided. AS 
described, in one or more embodiments, a Second payout of 
a lesser value than the first payout may be provided if the 
requirement associated with the first payout and/or the 
outcome of the current game play is not Satisfied. For 
example, a payout database such as that depicted in FIG. 9 
may be utilized to determine the Second payout of the lesser 
value. In one embodiment, a gaming device may be pro 
grammed to provide a Second payout that is a Specified 
percentage of the first payout for each game play for which 
the requirement is not satisfied. 

0245. It should be noted that, in one or more of the 
embodiments described herein, a variety of payout amounts 
may be determined in association with an outcome (e.g., 
“Monica-Monica-Monica”). For example, as described, in 
one or more embodiments, if a payout requirement is 
Satisfied in association with the outcome, a first payout 
amount may be awarded to a player (e.g., 20 coins), though 
if the payout requirement is not Satisfied, a Second payout 
amount may be awarded instead (e.g., 10 coins). Further, a 
payout amount associated with an outcome may decrease in 
asSociation with the elapsed time before an associated 
payout requirement is Satisfied. For example, if Monica 
appears in 30 Seconds or less after an outcome of “Monica 
Monica-Monica” is determined, a player may receive 100 
coins, but if Monica does not appear for five minutes, the 
player may only receive 10 coins. 

0246 Referring now to FIG. 15, an illustration of one 
embodiment of information that may be output to a player 
via a display device (e.g., display device 435), as one 
manner of determining whether to provide a payout for a 
game play. The embodiment of FIG. 15 is referred to as the 
“bingo embodiment” herein. The embodiment 1500 illus 
trates a screen 1500 that may output information to a player, 
the information being utilized to determine whether a payout 
is to be provided to the player. In the bingo embodiment, a 
Video featuring a plurality of characters is output in area 
1505 of the screen 1500. In the example of FIG. 15, three 
characters are depicted in the video (“Character A”, “Char 
acter B”, and “Character C"). Each of the characters may 
Speak words during the Video, as depicted in the conversa 
tion bubbles over the characters. Each of the characters has 
an associated column in area 1510 of the screen 1500. For 
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example, “Character A' has an associated column 1515 in 
which words appear, “Character B' has an associated col 
umn 1520 in which words appear, and “Character C” has an 
associated column 1525 in which words appear. The words 
depicted in each column may comprise words that the 
respective character may potentially utter during the Video. 
Further, the words may change (e.g., Scroll up or down) 
during the output of the video. Further still, the words that 
appear in a column may be determined based on a random 
number. Thus, in one embodiment, a determination is made 
(e.g., continuously throughout the Video) whether a word 
appearing in a column associated with a character is spoken 
by the character. If it is, the word may be highlighted or 
otherwise indicated as having been uttered by the character. 
In one embodiment, a payout may be provided if the 
highlighted or otherwise indicated words depict a predeter 
mined pattern across the columns (e.g., a horizontal, Vertical 
or diagonal line, as in a bingo game). In one embodiment, a 
payout may be determined based on the number of high 
lighted words on Screen at a given time or the number of 
highlighted words within a given game play, play Session or 
that appear during the output of a Video. In one embodiment, 
the value of a highlighted word may expire over time and/or 
over a plurality of game playS. 
0247. In conclusion, while the methods and apparatus of 
the present invention have been described in terms of 
particular embodiments, those skilled in the art will recog 
nize that the present invention may be practiced with modi 
fication and alteration without departing from the teachings 
disclosed herein. 

What is claimed is: 
1. A method, comprising: 
determining a first payout to potentially be provided for a 

current game play of a gaming device, wherein the 
gaming device is operable to facilitate a wagering 
game; and 

providing the first payout only upon 

(i) indicia indicative of the first payout being disposed 
along a payline of the gaming device, wherein the 
payline is a component of a first display area of the 
gaming device, and 

(ii) a characteristic of audio/video content associated 
with the current game play Satisfying a requirement 
for providing the first payout, wherein the audio/ 
Video content is output via a Second display area of 
the gaming device. 

2. The method of claim 1, further comprising: 
determining, based on a random number, the indicia, 
causing the indicia to be disposed along the payline; 

determining the audio/video content being output at Sub 
Stantially a time the indicia is disposed along the 
payline; 

determining a requirement corresponding to the indicia, 
the requirement specifying at least one characteristic of 
the audio/video content; 

determining whether the audio/video content being output 
at Substantially the time the indicia is disposed along 

25 
Dec. 29, 2005 

the payline Satisfies the requirement, thereby determin 
ing whether the requirement is Satisfied for the current 
game play; 

providing the first payout if the requirement is Satisfied; 
and 

providing a Second payout if the requirement is not 
Satisfied, wherein the Second payout is less than the first 
payOut. 

3. The method of claim 2, wherein the second payout is 
equal to Zero credits. 

4. The method of claim 2, wherein the characteristic 
comprises at least one of a specified character and a Specified 
object appearing on a Video Screen comprising the Secondary 
output device. 

5. The method of claim 2, wherein the characteristic 
comprises a character of the audio/video content Speaking a 
Specified term. 

6. The method of claim 2, further comprising: 
determining whether a payment has been received from a 

player associated with the first payout, the payment 
being in exchange for providing payouts in accordance 
with the Satisfaction of characteristics of the audio/ 
Video content; and 

providing the first payout only if the payment has been 
received, otherwise providing the Second payout. 

7. The method of claim 1, further comprising: 
determining, based on a random number, the first payout; 
determining a time at which indicia corresponding to the 

first payout is to be disposed along the payline, thereby 
determining an indicia output time; 

determining a characteristic of the audio/video content at 
Substantially the indicia output time; 

Selecting the indicia from a plurality of Sets of indicia, 
wherein each indicia of the plurality of Sets of indicia 
corresponds to a requirement, 
wherein Selecting the indicia is performed Such that the 

requirement corresponding to the Selected indicia is 
satisfied by the determined characteristic of the 
audio/video content; and 

causing the Selected indicia to be disposed along the 
payline at the indicia output time. 

8. The method of claim 7, wherein the characteristic 
comprises at least one of a specified character and a Specified 
object appearing on a Video Screen comprising the Secondary 
output device. 

9. The method of claim 7, wherein the characteristic 
comprises a character of the audio/video content Speaking a 
Specified term. 

10. The method of claim 7, wherein the first payout 
comprises the Second payout provided in a first form plus an 
additional payout provided in a Second form. 

11. The method of claim 1, further comprising: 
receiving a Selection of the audio Video content, thereby 

determining a Selected audio/video content, 
wherein the Selected audio/video content is a choice of 

a plurality of available audio/video content available 
for Selection; and 

outputting the Selected audio/video content. 
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12. The method of claim 11, wherein receiving the 
Selection comprises determining that a player of the gaming 
device has Selected the audio/video content via a player 
interface of the gaming device. 

13. The method of claim 12, further comprising: 

receiving a payment from the player for the output of the 
audio/video content. 

14. The method of claim 11, wherein receiving the 
Selection compriseS receiving an indication of the audio/ 
Video content from a controller device. 

15. The method of claim 1, further comprising: 

Selecting the audio/video content from a plurality of 
available audio/video content. 

16. The method of claim 1, wherein the audio/video 
content comprises an episode of a television show. 

17. The method of claim 1, further comprising: 

analyzing the audio/video content to determine whether 
the audio/video content possesses the characteristic that 
Satisfies the requirement. 

18. The method of claim 17, wherein analyzing the 
audio/video content comprises analyzing the data compris 
ing the audio/video content. 

19. The method of claim 18, wherein analyzing the data 
comprises analyzing pixels of a Screen outputting the audio/ 
Video content. 

20. The method of claim 17, wherein analyzing the 
audio/video content comprises accessing a record of a 
database, the record Storing information about characteris 
tics possessed by the audio/video content. 

21. The method of claim 1, further comprising: 

beginning output of the audio/video content at Substan 
tially a time of the current game play, Such that the 
audio/video content spans only the current game play. 

22. The method of claim 21, further comprising: 

Selecting the audio/video content for output, wherein the 
audio/video content is Selected Such that it possesses 
the characteristic and the requirement is Satisfied. 

23. The method of claim 1, wherein the audio/video 
content spans a plurality of game playS. 

24. A gaming device, comprising: 

a proceSSOr, 

a memory operable to Store a program for directing the 
processor to execute a method; 

a first output device operable to output indicia of a game 
play; and 

a Secondary output device operable to output audio/video 
content distinct from the indicia, 

wherein the gaming device operable to facilitate a 
wagering game in which a result of a game play is 
determined on a random basis and in exchange for a 
payment, and wherein the processor is further oper 
able with the program to: 
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determining a first payout to potentially be provided 
for a current game play of a gaming device; and 

provide the first payout only upon 

(i) indicia indicative of the first payout being 
disposed along a payline of the gaming device, 
wherein the payline is a component of the first 
output device, and 

(ii) a characteristic of audio/video content associ 
ated with the current game play Satisfying a 
requirement for providing the first payout, 
wherein the audio/video content is output via 
the Secondary output device. 

25. The gaming device of claim 24, wherein the processor 
is further operable with the program to: 

determine, based on a random number, the indicia; 

cause the indicia to be disposed along the payline; 

determine the audio/video content being output at Sub 
Stantially a time the indicia is disposed along the 
payline; 

determine a requirement corresponding to the indicia, the 
requirement specifying at least one characteristic of the 
audio/video content; 

determine whether the audio/video content being output at 
Substantially the time the indicia is disposed along the 
payline Satisfies the requirement, thereby determining 
whether the requirement is Satisfied for the current 
game play; 

provide the first payout if the requirement is Satisfied; and 

provide a Second payout if the requirement is not satisfied, 
wherein the Second payout is less than the first payout. 

26. The gaming device of claim 25, wherein the Second 
payout is equal to Zero credits. 

27. The gaming device of claim 24, wherein the processor 
is further operable with the program to: 

determine, based on a random number, the first payout, 

determine a time at which indicia corresponding to the 
first payout is to be disposed along the payline, thereby 
determining an indicia output time; 

determine a characteristic of the audio/video content at 
Substantially the indicia output time; 

Select the indicia from a plurality of Sets of indicia, 
wherein each indicia of the plurality of Sets of indicia 
corresponds to a requirement, 

wherein Selecting the indicia is performed Such that the 
requirement corresponding to the Selected indicia is 
satisfied by the determined characteristic of the 
audio/video content; and 

cause the Selected indicia to be disposed along the payline 
at the indicia output time. 


