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TITLE

SYSTEM, DEVICE AND METHOD PROVIDING ADVERTISING MESSAGES
TO PLAYERS BASED ON A WINNING GAMING SESSION

PRIORITY CLAIM

1060011 This international application claims priority to U.S. Patent Application
No. 13/238,713, filed on September 21, 2011, the entire contents of which are

incorporated herein by reference.
BACKGROUND

100021 Due to the popularity of casinos and wagering games, it is becoming
increasingly common for adverlisers o present adverlisemenis or promotions in
association with gaming devices being played by players in casinos or other venues.
Typically, an advertiser pays a casing a ceriain amount, and the casino snables the
advertiser to cause advertisements or promotions to be presenied in association with
gaming devices located in the casino. This ensbles the adveriiser to present
adveriisements or promotions {0 a large number of people and provides the casino with
additional revenue. A casing may also present advertisements associated with the
casing itself in connection with gaming devices located in the casino.

100031 In one known proposed gaming device configured o operate a
wagering game, advertisements are displayed in the wagering game itself. Certain of
the symbols utilized in the wagering game and/or certain of the awards provided in the
wagering game are associated with the advertiser. In another known proposed gaming
device configured to operate a wagering game, advertisements or promotions are
provided to players without regard to the wagering game. Put differently, in this known
proposed gaming device, the player is presented with adverlisements or promotions
regardiess of the outcome or outcomes of any play or plays of the wagering game of the
gaming device. In another known proposed gaming device, advertisements or
promotions are constantly provided to the player while the player is playing a wagering

game of the gaming device.
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100047 in view of the increasing popularity of providing advertisements in
conjunction with gaming devices, it is desirable 1o increase the effectiveness of these
advertisements and promolions by providing new manners in which players are

presented with such advertisements or promotions in association with gaming devices.
SUMMARY

{0005] Various embodiments of the present disclosure provide a gaming
system, gaming device, and method providing advertising messages (o players based
on a determination of a posilive winning gaming session. In general, the gaming
systam of the present disclosure monitors a plurality of plays of al least one wagering
game during a designated period. Al the end of the designated period, the gaming
system determines whether a player of the monitored plays had a positive winning
gaming session. If the player had a positive winning gaming session, the gaming
system provides at least one advertising message to the player.

{0006] in one example embodiment, the gaming system displays al least one
wagering game including at least one winning outcome. The at least one wagsring
game is operable upon a wager by a player. For a plurality of plays of the at least one
wagering gams, the gaming system delermines a quantity of the plays in which the
playver achieved the at least one winning outcome. If the guantity of the plays in which
the player achieved the at least one winning oufcome is greater than or egual o a
designated quantity of plays, the gaming system provides al least one advertising
message to the player.

{00077 In ancther example embodiment, the gaming system displays at least
one wagering game including at least one winning cutcome. The al least one wagering
game is operable upon a wager by a plaver. For a plurality of plays of the at least one
wagering game, the gaming system determines a quantity of the al least one winning
outcome achieved by the player in the plays of the at least one wagering game. Hf the
guantity of the at least one winning oulcome is grealer than or equal to a designated
guantity of winning outcomes, the gaming system provides at least one advertising

message to the player.
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10008} in another example embodiment, the gaming system displays al least
one wagering game including at least one winning cutcome and at least one losing
outcome. The at least one wagering game is operable upon a wager by a player. Fora
plurality of plays of the at least one wagering game, the gaming sysiem determines a
frequency of the at least one winning oulcome. The frequency of the at least one
winning outcome is based on a guantily of the at least one winning oufcome achieved
by the player in the plays of the at least one wagering game. [f the frequency of the at
least one winning outcome is greater than or equal {o a designated frequency of winning
outcomes, the gaming system provides at least one adverlising message o the player.

100091 tn another example embodiment, the gaming system displays al least
one wagering game including at sast one winning outcome. Each winning outcome is
associaled with an award. The at least one wagering game is operable upon a wager
by a player. For at least one play of the at least one wagering game, the gaming
system determings an amount of net winnings. The amount of net winnings includes
any awards won by the player for achieving the at least one winning cutcome minus any
wagers placed by the player in the at least one play of the at least one wagering game.
if the amount of net winnings is greater than or egual to a designated amount of net
winnings, the gaming system provides at least one adverlising message to the player.

10010]  Additional features and advaniages are described herein, and will be

apparert from, the following Detailed Descriplion and the Figures.
BRIEF DESCRIPTION OF DRAWINGS

{00113 Figs. 1A and 1B are perspeclive views of example allernative
embodiments of the gaming device of the present disclosure.

{0012] Fig. 24 is a schematlic block diagram of one embodiment of an
electronic configuration for one of the gaming devices disclosed herein.

10013] Fig. 2B is a schematic block diagram of one embodiment of a network
configuration for a plurality of gaming devices disclosed herain,

{0014] Figs. 3A, 38, 3C, 3D, 3k, 3F, 3G, and 3H are front views of a display
device of a gaming system or gaming device of one embodiment of the present

disclosure and illustrate a plurality of example plays of the gaming system or gaming



WO 2013/043370 PCT/US2012/053787

device providing adveriising messages to players based on a determination of a positive
winning gaming session.

{0015] Fig. 4 is a flow chart of a process for operating a gaming syslem or
gaming device of one embodiment of the present disclosure providing advertising

messages {o players based on a delermination of a positive winning gaming sassion.
DESCRIPTION OF EMBODIMENTS
Gaming Device and Electronics

{0016]  The present disclosure may be implemenied in varicus configurations
for gaming machines, gaming devices, or gaming systems, including but not limited fo:
(1} a dedicated gaming maching, gaming device, or gaming system wheregin the
computerized instructions for controlling any games (that are provided by the gaming
machine or gaming device) are provided with the gaming machine or gaming device
prior to delivery to a gaming establishment; and {2) a changeable gaming machine,
gaming device, or gaming system wherein the computerized instructions for controlling
any games {that are provided by the gaming machine or gaming device) are
downicadable to the gaming machine or gaming device through a data network after the
gaming machine or gaming device is in a gaming establishment. In one embodiment,
the computerized instructions for controlling any games are execuied by at least one
central server, ceniral controller, or remote host. In such a “thin client” embodiment, the
central server remotely controls any games {or other suitable interfaces), and the
gaming device is utilized o display such gamaes {or sullable interfaces) and receive one
or more inputs or commands from a player. In another embodiment, the compulerized
instructions for conirolling any games are communicated from the central server, central
controfier, or remote host to a gaming device local processor and memory devices. In
such a "thick client” embodiment, the gaming device local processor executes the
communicaled computerized instructions to control any games (or other suilable
interfaces) provided o a player.

100177 fn one embodiment, one or more gaming devices in a gaming system
may be thin client gaming devices and one or more gaming devices in the gaming

system may be thick client gaming devices. In ancther embodiment, certain functions of
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the gaming device are implemented in a thin client environment and certain other
functions of the gaming device are implementad in a thick client environment. In one
such embodiment, computerized instructions for controlling the base or primary game of
the present disclosure are communicated from the ceniral server {o the gaming device
in a thick client configuration and compulerized instruclions for controlling any
secondary or bonus games or functions are executed by a central server in g thin client
configuration.

{0018] Referring now to the drawings, two example allernative embodiments
of a gaming device disclosed herein are illustrated in Figs. 1A and 1B as gaming device
10a and gaming device 10b, respectively. Gaming device 10a and/or gaming device
10b are generally referred 1o herein as gaming device 10.

{0019] in the embodiments llustrated in Figs. 1A and 1B, gaming device 10
has a support structure, housing, or cabinet that provides support for a plurality of
displays, inpuls, conirols, and other features of a conventional gaming machine. ltis
configured so that a plaver may operale it while standing or silting. The gaming device
may be positioned on a base or stand or may be configured as a pub-siyle table-top
game (not shown) that a player may operate while sitting. As illusirated by the different
configurations shown in Figs. 1A and 1B, the gaming device may have varying cabinet
and display configurations.

160201  In one embodiment, as illustrated in Fig. 24, the gaming device
includes at least one processor 12, such as a microprocessor, a microcontroller-based
platform, a suilable integrated circuit, or one or more application-spacific integrated
circuits (ASIC s}, The processor is in communication with or operable {0 access or fo
exchange signals with al least one data siorage or memory device 14. In one
ambodiment, the processor and the memory device reside within the cabinel of the
gaming device. The memory device stores program code and instructions, executable
by the processor, to control the gaming device. The memory device also stores other
data such as image data, evenl dala, player input data, random or pssudo-random
number generators, pay-table data or information, and applicable game rules that relate
o the play of the gaming device. In one embodiment, the memory device includes

random access memory (RAM), which may include non-volatile RAM (NVRAM),
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magnetic RAM (MRAM), ferroelectric RAM (FeRAM), and other forms as commonly
understood in the gaming industry. In one embodiment, the memory device includes
read only memory (ROM}. In one embodiment, the memory device includes flash
memory and/or EEPROM (electrically erasable programmable read only memory). Any
other suitable magnetic, optical, and/or semiconductor memory may operate in
conjunction with the gaming device disclosed herein.

{00211  In one embodiment, part or all of the program code and/or operating
data described above may be stored in a detachable or removable memory device,
such as, but not limited {o, a suitable cartridge, disk, CB ROM, DVD, or USB memory
device. In other embodiments, part or all of the program code and/or operating data
described above may be downioaded to the memory device through a suitable network.

100223 in one embodiment, an operator or a playver may use such a removable
memory device in a deskiop computer, a lapiop computer, a personal digital assistant
(PDA), a portable computing device, or another computerized platform to implemaent the
present disclosure. In one embodiment, the gaming device or gaming machine
disclosed herein is operable over a wireless netwark, such as part of a wireless gaming
system. In this embodiment, the gaming machine may be a hand-held device, a mobile
device, or any other suitable wireless device that enables a player to play any suilable
game at a variety of different locations. It should be appreciated that a gaming device
or gaming machine as disclosed herein may be a device that has oblained approval
from a reguiaiory gaming commission or a device that has not oblained approval from a
regulatory gaming commission. [t should be appreciated that the processor and
memory device may be collectively referred to herein as a “computer” or “controlier.”

10023] in one embodiment, as discussed in more detail below, the gaming
device randomly generales awards and/or other game outcomes based on probability
data. In one such embodiment, this random determination is provided through
utiization of a random number generator (BRNG), such as a true random number
generalor, a pseudo random number generalor, or other suitable randomization
process. in one embodiment, each award or other game outcome is associated with a
probability and the gaming device generales the award or other game outcome {0 be

provided to the player based on the associgted probabilities. In this embodiment, since
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the gaming device generates oulcomes randomly or based upon one or more
probability calculations, there is no certainty that the gaming device will ever provide the
player with any specific award or other game outcome.

{00241  In another embodiment, as discussed in more detail below, the gaming
device employs a predatermined or finite set or pool of awards or other game oulcomes.
in this embodiment, as each award or other game outcome is provided to the player, the
gaming device flags or removes the provided award or other game outcome from the
predetermined set or pool. Once flagged or removed from the set or pool, the speciiic
provided award or other game ocutcome from that specific podl cannot be provided o
the player again. This type of gaming device provides players with all of the available
awards or other game outcomes over the course of the play cycle and guarantees the
amount of actual wins and {osses.

{0025 In another embodiment, as discussed below, upon a player initisting
game play al the gaming device, the gaming device enrolls in a bingo game. In this
embodiment, a bingo server calls the bingo balls that result in a specific bingo game
outcome. The resultant game ocutcome is communicated o the individual gaming
device 1o be provided {0 a player. In one embodiment, this bingo outcome is displayed
to the player as a bingo game and/or in any form in accordance with the present
disclosure.

1060267 In one embodiment, as illustrated in Fig. 2A, the gaming device
includes one or more display devices controlied by the processor. The display devices
are preferably connecled to or mounted on the cabinet of the gaming device. The
embodiment shown in Fig. 1A includes a central display device 16 that displays any
suitable base or primary game. This display device may also display any suitable
secondary or bonus game associated with the base or primary game as well as
information relating to the base or primary game or the secondary or bonus game. The
alternative embodiment shown in Fig. 1B includes a central display device 16 and an
upper display device 18. The upper display device may display the base or primary
game, any suitable secondary or bonus game associated or not associated with the
base or primary game, and/or information relating o the base or primary game or the

secondary or bonus game. These display devices may also serve as digital glass
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operable to adverlise games or other aspects of the gaming establishment. As shown
in Figs. 1A and 1B, in one embodiment, the gaming device includes a cradit display 20
that displays a player's current number of credits, cash, account balance, or the
gquivalent. In one embodiment, the gaming device includes a bet display 22 that
displays a player's amount wagersd. In one embodiment, as discussed in more delail
below, the gaming device includes a player tracking display 40 that displays information
regarding a player’s play tracking status.

100271 in another embodiment, at least one display device may be a mobile
display device, such as a PDA or tablet PO, that enables play of at least a portion of the
base or primary game or the secondary or bonus game at g location remole from the
gaming device.

{0028] The display devices may include, without Hmitalion, a monilor, a
television display, a plasma display, a liguid crysial display (LCD)} a display based on
light emitling diodes {LEDs), a display based on a plurality of organic light-emitling
diodes (OLEDs), g display based on polymer light-emitling diodes (PLEDs), a display
based on a plurality of surface-conduction electron-emitters (SkDs), a display including
a projecied and/or reflected image, or any other suitable electronic device or display
mechanism. In one embodiment, as discussed in more detail below, the display device
includes a touch-screen with an associaled touch-screen controlier.  The display
devices may be of any suitable size and configuration, such as a square, a reclangie,
an elongated rectangle, an ellipse, or a hexagon.

{00281 The display devices of the gaming device are configured {o display at
least one and in some embodiments a plurality of game or other suitable images,
symbols, and indicia such as any visual representation or exhibition of the movement of
objects such as mechanical, virtual, or video reels and wheels; dynamic lighting; video
images; images of people, characters, places, things, or faces of cards; and the like.

{00301 In one alternative embodiment, the symbols, images, and indicia
displayed on or of the display device may be in mechanical form. That is, the display
device may include any slectromechanical device, such as one or more mechanical
objects, such as one or more rotatable wheels, reels, or dice, configured o display at

least one or a plurslity of game or other suitable images, symbols or indicia.
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100311 As illustrated in Fig. 2A, in one embodiment, the gaming device
includes at least one payment device 24 in communication with the processor. As
shown in Figs. 1A and 1B, a payment device such as a payment acceplor includes a
note, tickei, or bill acceplor 28, into which the player inseris paper money, a tickst, or
voucher and a coin slot 26 into which the player inseris money, coins, or tokens. In
other embodiments, payment devices such as readers or validators for credit cards,
debit cards, or credd slips may accept payment. In one embodiment, a player may
insert an identification card into a card reader of the gaming device. In one
embodiment, the identification card is a smart card having a programmed microchip, a
coded magnetic strip, or coded rewrilable magnelic strip, whergin the programmed
microchip or magnetic strips are coded with a player's identification, credit totals {or
refated data), and/or other relevant information.  In another embodiment, a player may
carry a portable device, such as a cell phone, a radio frequency identification tag, or any
other suitable wireless device, that communicates a player’s identification, credit totals
{or related data), and other relevant information to the gaming device. In one
ambodiment, moneay may be transferred {0 a gaming device through elecironic funds
transfer. When a player funds the gaming device, the processor determines the amount
of funds entered and displays the corresponding amount on the credit or other suitable
display as discussed above.

{00327  As shown in Figs. 1A, 1B, and 24, in one embodiment the gaming
device includes at least ong and in some embodiments a plurality of inpul devices 30 in
communication with the processor. The input devices may include any suitable device
that enables the player to produce an input signal that is received by the processor. in
one embodiment, after appropriate funding of the gaming device, the input device is a
game activation device, such as a play button 32 or a pull arm {not shown) that is used
by the player to start the base or primary game or seguence of events in the gaming
device. The play bution may be any suilable play activator such as a bet one button, a
max bet buifon, or a repeat the bet bulton. In one embodiment, upon appropriale
funding, the gaming device begins the game play automatically. In another
emboediment, upon the player engaging one of the play buttons, the gaming device

automatically activates game play.
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100331  In one embodiment, one input device is a bel one bution. The player
places a bet by pushing the bet one butlon. The plaver may increass the bet by one
credit each time the player pushes the bet one butlon. When the player pushes the bet
one bution, the number of credits shown in the credit display preferably decreases by
one, and the number of credits shown in the bet display preferably increases by one. in
another embodiment, one input device is a bel max bution {not shown) that enables the
player {0 bet the maximum wager permiited for a game of the gaming device.

{0034] in one embodiment, one inpul device is a cash out bution 34. The
player may push the cash out button and cash outl o receive a cash payment or other
suitable form of payment corresponding o the number of remaining credits.  In one
ambodiment, when the player cashes oul, a payment device, such as a ticket, payment,
or note generator 36 prinis or otherwise generales a ticket or credit slip to provide o the
player. The player receives the licket or credit slip and may redeem the value
associated with the ticket or credit slip via a cashier, kiosk, or other suitable redemplion
system. In another embodiment, when the player cashes out, the player receives the
coins or iokens in a coin payout tray. It should be appreciated that any suitable payout
mechanisms, such as funding to the player's electronically recordable identification card
or smart card, causing an electronic funds transfer to the player's bank account, or
crediting the player's casino cash or credit account, may be implemented in accordance
with the gaming device disclosed herein.

{0035] in one embodiment, as mentioned above and as shown in Fig. 2A, one
input device is a touch-screen 42 coupled with a touch-screen coniroller 44 or some
other touch-sensitive display overlay to allow for player interaction with the images on
the display. The touch-screen and the touch-screen controller are connecled {o a video
controller 48, A player may make decisions and input signals into the gaming device by
touching the touch-screen at the appropriate locations. One such input device is a
conventional touch-screen button panel.

10036] The gaming device may further include a plurality of communication
ports for enabling communication of the processor with external peripherals, such as
external video sources, expansion buses, game or other displays, a SCSi port, or a

keypad.
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100377 in one embodiment, as shown in Fig. 24, the gaming device includes a
sound gensrating device conirolled by one or more sound cards 48 that function in
conjunction with the processor. In one embodiment, the sound generaling device
includes at least one and in some embodiments a plurality of speakers 50 or other
sound generaling hardware and/or software for generating sounds, such as by playing
music for the base or primary game and/or the secondary or bonus game or by playing
music for other modes of the gaming device, such as an atfract mode. In one
embodiment, the gaming device provides dynamic sounds coupled with atiractive
multimedia images displayed on one or more of the display devices {o provide an audio-
visual representation or (o otherwise display full-motion video with sound to atiract
players 1o the gaming device. During idle periods, the gaming device may display a
saquence of audio and/or visual atiraction messages to attract polential players to the
gaming device. The videos may also be cusiomized to provide any appropriate
information.

10038] in one embodiment, the gaming machine may include a sensor, such
as a camera, in communication with the processor {and possibly controlled by the
processor) that is selectively positioned 1o acquire an image of a plaver actively using
the gaming device and/or the surrounding area of the gaming device. In one
embodiment, the camera may be configured to selectively acquire still or moving {(e.g.,
video) images and may be configured o acquire the images in an analog, digital, or
other suitable format. The display devices may be configured to display the image
acquired by the camera and fo display the visible manifestation of the game in spiit
screen or picture-in-picture fashion. For example, the camera may acquire an image of
the player and the processor may incorporate that image into the base or primary game
and/or the secondary or bonus game as a game image, symbaol, or indicia.

100391 Gaming device 10 incorporates the base or primary game and any
secondary or bonus game associated with the base or primary game. The gaming
machine or device may include some or all of the fealures of conventional gaming
machines or devices. The gaming device may incorporate any suitable reel-type game,
card game, cascading or falling symbol game, number game, or other game of chance

susceptible o representation in an electronic or electromechanical form as a secondary

11
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or bonus game or feature, which in one embodiment produces a random ouicome
based on probability data at the time of or after placement of a wager. That is, different
base or primary games or secondary or bonus games, such as video poker games,
video blackjack gamss, video keno games, and video bingo games may be
implemented.

100407 in one embodiment, the base or primary game and/or the secondary or
bonus game includes one or more paylines associated with a plurality of symbot display
positions. The paviines may be horizontal, vertical, circular, diagonal, angled, or any
combination theraof. In this embodiment, the gaming device includes at least one and
in some embodiments a plurality of reels, such as thres to five resls, in either
electromechanical form with mechanical rotating reels or video form with simulated reels
and movement thereof. In one embodiment, an electromechanical slot machine
includes a plurality of adjacent, rotatable reels that may be combined and operably
coupled with an electronic display of any suitable type. In another embodiment, if the
regls are in video form, one or more of the display devices, as discussed above,
displays the plurality of simulated video reels, Each reel displays a plurality of indicia or
symbols, such as bells, hearts, fruits, numbers, letlers, bars, or other images that
preferably correspond o a theme associated with the gaming device. In another
embodiment, one or more of the reels are independent reels or unisymbol reels. In this
ambodiment, each independent or unisymbol reel generates and displays one symbol (o
the player. In one embodiment, the gaming device awards prizes afler the reels siop
spinning if specified types and/or configurations of indicia or symbols occur on an active
payline or otherwise occur in a winning patlern, occur on the requisite number of
adjacent reels, and/or occur in a scatier pay arrangement.

{00417 in an alternative embodiment, rather than determining any outcome o
provide to the player by analyzing the symbols generated on any wagered upon
pavlines as discussed above, the gaming device delermines any outcome o provide (o
the player based on the number of associated symbols that are generated in active
symbol positions on the requisite number of adjacent reels {i.e., not on paylines passing
through any displayed winning symbol combinations). In this embodiment, if & winning

symbol combination is generated on the reels, the gaming device provides the player

12
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one award for that occurrence of the generaied winning symbol combination. For
axample, it one winning symbol combination is generated on the reels, the gaming
device will provide & single award to the player for thalt winning symbol combination
{i.e., not based on the number of paylines that would have passed through that winning
symbol combination). it should be appreciated that because a gaming device that
enables wagering on ways-to-win provides the player one award for a single occurrence
of a winning symbol combination and a gaming device with paylines may provide the
player more than one award for the same occurrence of a single winning symbol
combination {i.e., if a plurality of paylines each pass through the same winning symbaol
combination), il is possible to provide a player al a ways o win gaming device with more
ways {0 win for an equivalent bet or wager on a traditional slot gaming device with
paylines.

10042] in one embodiment, the total number of ways (o win is delermined by
multiplying the number of symbols generated in active symbol positions on a first reel by
the number of symbols generated in active symbol positions on a second reel by the
number of symbols generated in active symbol positions on a third reel and so on for
gach reel of the gaming device with at least one symbol generated in an active symbol
position. For example, a three reel gaming device with three symbols generated in
active symbol positions on each reel includes 27 ways o win {i.e., 3 symbuols on the first
reel x 3 symbaols on the second reel x 3 symbols on the third reel). A four reel gaming
device with three symbols generated in active symbol positions on each reel includes 81
ways o win {i.e., 3 symbols on the first reel x 3 symbols on the second reel x 3 symbols
on the third reel x 3 symbols on the fourth reel}. A five reel gaming device with three
symbols generated in active symbol positions on each reel includes 243 ways (o win
{i.e., 3 symbaols on the first real x 3 symbaols on the second reel x 3 symbols on the third
reel x 3 symbols on the fourth reel x 3 symbols on the fifth reel). [t should be
appreciated that modifying the number of generated symbols by either modifying the
number of reels or modifying the number of symbols generated in active symbol
positions by one or more of the reels modifies the number of ways to win.

{0043] in another embodiment, the gaming device enables a player (o wager

on and thus aclivate symbol positions. In one such embodiment, the symbol positions
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are on the reels. In this embodiment, if a reel is aclivaled based on the player's wager,
then each of the symbol positions of that reel will be aclivated and each of the aclive
symbol posilions will be part of one or more of the ways {0 win. In ong embodiment, if
reel is not activated based on the player's wager, then a dssignated number of default
symbol positions, such as a single symbol position of the middle row of the resl, will be
activated and the default symbol posilion{s) will be part of one or more of the ways o
win. This type of gaming machine enables a player {0 wager on ong, more than one, or
all of the reels, and the processor of the gaming device uses the number of wagered on
reels to delermine the active symbaol positions and the number of possible ways to win.
in allernative embodiments, (1) no symbeols are displayed as generated at any of the
inactive symbol positions, or (2} any symbols generated at any inactive symbol positions
may be displayed to the player but suitably shaded or otherwise designated as inactive.

{0044] in one embodiment wherein a player wagers on one or mors reels, a
player's wager of one credit may activate each of the three symbol positions on a first
reel, wherein one default symbol posilion is aclivated on each of the remaining four
reels.  In this example, as discussed above, the gaming device provides the player
three ways to win {i.e., 3 symbols on the first reel x 1 symbol on the second reel x 1
syimhol on the third reel x 1 symbol on the fourth reel x 1 symbol on the fifth reel}. in
ancther example, a player's wager of nine credils may activate each of the three symbaol
positions on a first reel, each of the three symbol positions on a second resl and each of
the three symbol positions on a third reel wherein one default symbol position is
activated on each of the remaining two reels. In this example, as discussed above, the
gaming device provides the player twenty-seven ways o win {i.e., 3 symbuois on the first
reel x 3 symbols on the second reel x 3 symbols on the third reel x 1 symbol on the
fourth reel x 1 symbol on the fifth resl).

100451  In one embodiment, to determine any award(s) to provide {o the player
based on the generated symbols, the gaming device individually determines if a symbol
generated in an aclive symbol posilion on a first reel forms part of a winning symbaol
combination with or is otherwise suitably related to a symbol generaled in an aclive
symbol position on a second reel.  In this embodiment, the gaming device classifies

gach pair of symbols that form part of a winning symbol combination {i.e., each pair of
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related symbols) as a string of related symbols. For exampile, if aclive symbaol positions
include a first cherry symbol generated in the top row of a first reel and a second cherry
symbol generated in the bollom row of a second reel, the gaming device classifies the
two cherry symbols as a string of related symbols because the two cherry symbols form
part of a winning symbol combination.

100461  After determining if any strings of related symbols are formed between
the symbols on the first reel and the symbols on the second reel, the gaming device
determines if any of the symbols from the next adjacent reel should be added o any of
the formed strings of related symbols. In this embodiment, for a first of the classified
strings of related symbols, the gaming device delermines if any of the symbols
generated by the next adjacent reel form part of a winning symbol combination or are
otherwise related o the symbols of the first string of related symbols. If the gaming
device determines that a symbol generated on the next adjacent reel is related to the
symbaols of the first siring of related symbols, that symbol is subsequently added (o the
first siring of related symbols. For example, if the first siring of related symbols is the
string of related cherry symbols and a related cherry symbol is generated in the middle
row of the third reel, the gaming device adds the related cherry symbol generated on
the third resl 1o the previously classified string of cherry symbaols.

100471 On the other hand, if the gaming device delermines that no symbols
generated on the next adijacent reel are related to the symbols of the first string of
refated symbols, the gaming device marks or flags such siring of related symbols as
complete. For example, if the first string of related symbols is the string of related
cherry symbols and none of the symbols of the third reel are related (o the chemry
symbols of the previously classified string of cherry symbols, the gaming device marks
or flags the string of two cherry symbuols as complete.

100481  After either adding a relaled symbol to the first string of related
syimhols or marking the first string of related symbols as complete, the gaming device
proceeds as discussed above for sach of the remaining classified strings of related
symbols that were previously classified or formed from related symbols on the first and

second reels.
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100491 After analyzing each of the remaining strings of related symbols, the
gaming device determines, for each remaining pending or incompleie string of related
symbols, if any of the symbols from the nexi adjacent reel should be added o any of the
previously classified strings of related symbols. This process continues until either each
string of related symbaols is complete or there are no more adjacent reels of symbols (o
analyze. In this embodiment, where there are no more adjacent reels of symbols o
analyze, the gaming device marks each of the remaining pending sirings of related
symbols as complele.

{00507  When each of the strings of related symbols is marked complets, the
gaming device compares each of the strings of related symbols to an appropriate
paviable and provides the player any award associated with sach of the completed
sirings of symbols. it should be appreciated thal the player is provided one award, if
any, for each string of related symbols generated in active symbol positions {i.e., as
opposed {0 & quantity of awards being based on how many paylines that would have
passed through each of the sirings of related symbols in active symbaol positions).

{00511 In one embodiment, base or primary game or the secondary or bonus
game may be a poker game wherein the gaming device enables the player to play a
conventional game of video draw poker and initially deals five cards all face up from a
virtual deck of fifty-two cards. Cards may be dealt as in a traditional game of cards or in
the case of the gaming device, the cards may be randomly selected from a
predetermined number of cards. if the player wishes to draw, the player selects the
cards 1o hold via one or more input devices, such as by pressing related hold butlons or
via the touch screen. The player then presses the deal bution and the unwanted or
discarded cards are removed from the display and the gaming machine deals the
replacement cards from the remaining cards in the deck. This resulls in a final five-card
hand. The gaming device compares the final five-card hand to a payoul table that
utilizes conventional poker hand rankings 1o determine the winning hands. The gaming
device provides the player with an award based on a winning hand and the number of
credits the player wagered.

10052] in another embodiment, the base or primary game or the secondary or

bonus game may be a mulli-hand version of video poker. In this embodiment, the
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gaming device deals the player at least iwo hands of cards. In one such embodiment,
the cards are the same cards. In one embodiment each hand of cards is associgted
with its own deck of cards. The player chooses the cards to hold in a primary hand.
The held cards in the primary hand are also held in the other hands of cards. The
remaining non-held cards are removed from each hand displayed and for each hand
replacement cards are randomly dealt into that hand. Since the replacement cards are
randomiy dealt independently for each hand, the replacement cards for each hand will
usually be different. The poker hand rankings are then delermined hand by hand
against a payout {able and awards are provided to the player.

10053] in one embodiment, the base or primary game or the secondary or
bonus game may be a keno game wherein the gaming device displays a plurality of
sglectable indicla or numbers on al least one of the display devices. In this
embodiment, the player selecis at least one of a plurality of the selectable indicia or
numbers via an input device such as a touch screen. The gaming device then displays
a series of drawn numbers and determines an amount of matches, if any, between the
plaver's selected numbers and the gaming device's drawn numbers. The player is
provided an award based on the amount of matches, if any, based on the amount of
determined maiches and the number of numbers drawn.

10054] in one embodiment, as noted above, in addition to winning credils or
other awards in the base or primary game, the gaming device may also give players the
opportunily to win credifs in a secondary or bonus game or in a secondary or bonus
round. The secondary or bonus game enabiles the player to obiain a prize or payout in
addition o the prize or payout, if any, oblained from the base or primary gamsa. in
general, a secondary or bonus game produces a significantly higher level of player
axcitement than the base or primary game because it provides a grealer expeciation of
winning than the base or primary game, and is accompanied with more atiractive or
unusual features than the base or primary game. In one embodiment, the secondary or
bonus game may be any type of suitable game, either similar (o or completely different
from the base or primary game,

{0055] in one embodiment, the triggering event or qualifying condition may be

a selected outcome in the base or primary game or a particular arrangement of one or
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more indicia on a display device in the base or primary game, such as a BONUS
symbol appearing on three adjacent reels along a paviine in the base or primary game.
in cother embodiments, the triggering event or qualifying condition occurs based on
gxceeding a certain amouni of game play {such as number of games, number of credils,
amount of time), or reaching a specified number of points earned during game play.

1060561  In another embodiment, gaming device processor 12 or central
controller 56 randomly provides the plaver one or more plays of one or more secondary
or bonus games. In one such embodiment, the gaming device does not provide any
apparent reason o the player for qualifying to play a secondary or bonus game. In this
embodiment, qualifying for & secondary or bonus game is not triggered by an event in or
based specifically on any of the plays of the base or primary game. That is, the gaming
device may simply qualify a player to play a secondary or bonus game withoul any
egxplanation or alternatively with simple explanations. |In another embodiment, the
gaming device {(or central server} qualifies a player for a secondary or bonus game at
least partially based on a game triggered or symbol triggered eveni, such as at least
partially based on the play of the base or primary game.

100571 In one embodiment, the gaming device includes a program that will
automatically begin a secondary or bonus round after the player has achieved a
triggering event or qualifying condition in the base or primary game. In another
ambodiment, after a player has qualified for a secondary or bonus game, the player
may subsequently enhance the player's secondary or bonus game participation through
continued play of the base or primary game. Thus, for each secondary or bonus
gualifying event, such as a bonus symbol, that the player oblains, a given number of
secondary or bonus game wagering points or credils may be accumulated in a "bonus
meter” programmed to accrue the secondary or bonus wagering credits or enfries
toward eventual participation in a secondary or bonus game. The occurrence of
multiple such secondary or bonus gualifying events in the base or primary game may
result in an arithmetic, geometric, or exponential increase in the number of secondary or
bonus wagering credits awarded. In one embodiment, the playver may redeem exira
sacondary or bonus wagering credits during the secondary or bonus game o extend

play of the secondary or bonus game.
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10058] in one embodiment, no separale eniry fee or buy-in for a secondary or
bonus game is needed. That is, a player may not purchase entry into a secondary or
bonus game; rather, the player must win or earn eniry through play of the base or
primary game, thus encouraging play of the base or primary game. in another
embodiment, qualification of the secondary or bonus game is accomplished through a
simple “buy-in” by the playver—ior example, if the player has begen unsuccessful at
gualifving through other specified activities. In another embodiment, the player must
make a separate side-wager on the secondary or bonus game or wager a designaied
amount in the base or primary game o qualify for the secondary or bonus game. in this
embodiment, the secondary or bonus game friggering event must occur and the side-
wager (or designated base or primary game wager amount) must have been placed to
trigger the secondary or bonus game.

{00591  In one embodiment, as iHustrated in Fig. 2B, one or more of gaming
devices 10 are in communication with sach other and/or at least one central controller
56 through a data network or remote communication link 58. In this embodiment, the
central server, central controller, or remote host is any suitable server or computing
device that includes at least one processor and at least one memory or storage device.
in different such embodiments, the central server is a progressive controller or a
processor of one of the gaming devices in the gaming system. [n these embodiments,
the processor of each gaming device is designed {o transmif and receive evenis,
messages, commands, or any other suitable dala or signal between the individual
gaming device and the central server. The gaming device processor is operable o
execute such communicated events, messages, or commands in conjunction with the
operation of the gaming device. Moreover, the processor of the central server is
designed {o transmit and receive events, messages, commands, or any other suilable
data or signal between the central server and each of the individual gaming devices.
The central server processor is operable {0 execule such communicated events,
messages, or commands in conjunction with the operation of the central server. it
should be appreciated that one, more, or each of the functions of the central controlier,
caeniral server, or remole host as disclosed herein may be performed by one or more

gaming device processors. i should be further appreciated that one, more, or each of
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the functions of one or more gaming device processors as disclosed herein may be
performed by the central controller, central server, or remote host.

100607 in one embodiment, the game outcome provided o the player is
determined by a central server or controller and provided to the player at the gaming
device. In this embodiment, sach of a plurality of such gaming devices are in
communication with the central server or controlier. Upon a player iniliating game play
at one of the gaming devices, the inillated gaming device communicales a game
outcome reguest to the central server or controller.

10081] in one smbodiment, the central server or controller receives the game
outcome request and randomly generates a game oulcome for the base or primary
game based on probability data. In another embodiment, the central server or coniroller
randomly generates a game outcome for the secondary or bonus game based on
probability data.  In ancther embodiment, the central server or controller randomiy
generates a game oultcome for both the base or primary game and the secondary or
bonus game based on probability data. In this embodiment, the central server or
controfler is capable of storing and ulilizing program code or other data similar {0 the
processor and memory device of the gaming device.

{0062] in an alternative embodiment, the ceniral ssrver or controller maintains
one or more predelermined pools or sets of predetermined game oulcomes. in this
ambodiment, the central server or controller receives the game oulcome request and
independently selects a predetermined game oulcome from a set or pool of game
outcomes. The central server or controller flags or marks the selected game outcome
as used. Once a game outcome is flagged as used, it is prevenied from further
selection from the set or pool and cannot be selected by the central controller or server
upon ancther wager. The provided game cutcome may include a base or primary game
outcome, a secondary or bonus game outcome, base or primary game and secondary
or bonus game oulcomes, or a series of game oulcomes such as free games.

10083] The central server or controller communicates the generated or
selected game cutcome to the initiated gaming device. The gaming device receives the
generated or selected game outcome and provides the game oulcome o the player. in

an aliernative embodiment, how the generated or selected game outcome is to be
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presented or displayed to the player, such as a reel symbol combination of a siot
machine or a hand of cards deslt in a card game, is also determined by the central
sarver or controller and communicated to the initiated gaming device 1o be presented or
displayed to the player. Cenitral production or control may assist a gaming
establishment or other entity in maintaining appropriale records, controlling gaming,
reducing and preventing cheating or elecironic or other errors, reducing or eliminating
win-loss volatility, and the like.

100641 In another embodiment, a predetermined game outcome value is
determined for each of a plurality of linked or networked gaming devices based on the
results of a bingo, keng, or lotlery game. [n this embodiment, each individual gaming
device ulilizes one or more bingo, keno, or loltery games 1o determine the
predelermined game oculcome value provided 1o the player for the interactive game
played at that gaming device. in one embodiment, the bingo, keno, or lotlery game is
displayed to the player. In ancther embodiment, the bingo, keno, or lotlery game is not
displayed to the player, bul the resuits of the bingo, keno, or lotiery game delermine the
predetermined game cutcome value for the base or primary game or the secondary or
bonus game.

{0065] in the various bingo embodiments, as sach gaming device is enrolied
in the bingo game, such as upon an appropriate wager or engaging an inpul device, the
errolled gaming device is provided or associated with a different bingo card. Each
bingo card consists of a malrix or array of slements, wherein each eslement is
designated with a separale indicia, such as a number. it should be appreciated that
each different bingo card includes a different combination of elements. For example, if
four bingo cards are provided to four enrolled gaming devices, the same element may
be present on all four of the bingo cards while another element may solely be present
on one of the bingo cards.

{0066] In operation of these embodiments, upon providing or associating a
different bingo card with gach of a plurality of enrolled gaming devices, the central
controller randomiy selects or draws, one at a time, a plurality of the elements. As each
glement is selected, a delermination is made for each gaming device as to whether the

selected element is present on the bingo card provided to that enrolled gaming device.
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This determination may be made by the central controller, the gaming device, a
combination of the two, or in any other suitable manner. I the selected element is
present on the bingoe card provided {o that enrolled gaming device, that selecled
glement on the provided bingo card is marked or flagged. This process of selecling
elemenis and marking any selecied elements on the provided bingo cards continues
urttit one or more predetermined patterns are marked on one or more of the provided
bingo cards. It should be appreciated that in one embodiment, the gaming device
requires the player to engage a daub bution (not shown) o initiate the process of the
gaming device marking or flagging any selected elements.

100671 After one or more predetermined patterns are marked on one or more
of the provided bingo cards, a game outcome is determined for each of the enrolled
gaming devices based, at least in part, on the selected elements on the provided bingo
cards. As discussed above, the game outcome determined for each gaming device
enrolled i the bingo game is utiized by that gaming device {o determine the
predetermined game outcome provided io the player. For example, a first gaming
device 1o have selected elements marked in a predetermined pattern is provided a first
outcome of win $10, which will be provided to a first player regardiess of how the first
player plays in a first game, and a second gaming device 1o have selected elements
marked in a different predetermined paitern is provided a second ocutcome of win $2,
which will be provided o a second player regardiess of how the second player plays a
second game. |t should be appreciated that as the process of marking selecled
glements continues until one or more predetermined patlerns are marked, this
embodiment ensures thatl at least one bingo card will win the bingo game, and thus at
least one enrolled gaming device will provide a predetermined winning game ouicome
to a player. it should be appreciated that other suilable methods for selecting or
determining one or more predetermined game ouicomes may be employed.

{0068] in one example of the above-described embodiment, the
predetermined game outcome may be based on a supplemenial award in addilion o
any award provided for winning the bingo game as discussed above. in this
embodiment, if one or more elements are marked in supplemental pallerns within a

designated number of drawn elements, a supplemental or intermitient award or value
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associated with the marked supplemental patiern is provided {o the player as part of the
predetermined game outcome. For example, if the four corners of a bingo card are
marked within the first twenty selected elements, a supplemental award of $10 is
provided to the player as part of the predetermined game outcome. 1t should be
appreciated that in this embodiment, the plaver of a gaming device may be provided a
supplemental or intermitient award regardiess of whether the enrolled gaming device's
provided bingo card wins or does not win the bingo game as discussad above.

100691 in another embodiment, one or more of the gaming devices are in
communication with a ceniral server or controlier for monitoring purposes only. That is,
each individual gaming device randomly generales the game oulcomes (o be provided
to the player and the central server or controller monitors the activities and events
oceurring on the plurality of gaming devices. In oneg embodiment, the gaming network
includes a realime or on-line accounting and gaming information system operably
coupled to the central server or controller. The accounting and gaming information
system of this embodiment includes a player database for storing player profiles, a
player tracking module for tracking players and a credit system for providing automated
casino transactions.

{0070] in one smbodiment, the gaming device disclosed herein is associated
with or otherwise inlegrated with one or more player tracking systems. Player tracking
systems enable gaming establishments 1o recognize the value of customer lovalty
through identifying frequent customers and rewarding them for their patronage. In one
embodiment, the gaming device andfor player tracking system tracks any player's
gaming activity at the gaming device. In one such embodiment, the gaming device
includes at least one card reader 38 in communication with the processor. In this
ambodiment, a player is issued a player identification card thal has an encoded player
identification number that uniguely identifies the player. When a player inseris the
player's playing tracking card into the card reader io begin a gaming session, the card
reader reads the player identification number off the player tracking card o identify the
player. The gaming device and/or associated player tracking system timely tracks any
suitable information or dala relating to the identified player’s gaming session. Direclly or

via the ceniral controller, the gaming device processor communicates such information
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to the player tracking system. The gaming device and/or associated plaver tracking
system also timely tracks when a player removes the player's player tracking card when
concluding play for that gaming session. In another embodiment, rather than requiring
a player to insert a player tracking card, the gaming device utilizes one or more poriable
devices carried by a player, such as a cell phone, a radio frequency identification tag, or
any other suitable wireless device 1o track when a player begins and ends a gaming
sassion.  In ancther embaodiment, the gaming device utilizes any suitable biometric
technology or tickel technology to track when a player begins and ends a gaming
session.

10071} During one or more gaming sessions, the gaming device and/or player
tracking system tracks and/or computes any suitable information or data, such as any
amounis wagered, average wager amounts, and/or the time at which these wagers are
placed. In different embodiments, for one or more players, the player tracking system
includes the player's account number, the player's card number, the player’s first name,
the player’'s surname, the player's preferred name, the player's player tracking ranking,
any promotion status associaled with the player's player tracking card, the players
address, the player's birthday, the player's anniversary, the player's recent gaming
sessions, or any other suitable data. In one embodiment, such tracked information
and/or any suilable feature associaled with the player tracking system is displayed on a
plaver tracking display 40. In another embodiment, such tracked information and/or any
suitable feature associaled with the player tracking system is displayed via one or more
service windows {not shown) that are displayed on the central display device and/or the
upper display device.

1007 2] in one embodiment, a plurality of the gaming devices are capable of
being connecied together through a data network.  In one embodiment, the data
network is a local area network (LAN), in which one or more of the gaming devices are
substantially proximate to each other and an on-site central server or coniroller as in, for
example, a gaming establishment or a portion of a gaming establishment. In anocther
embodiment, the data network is a wide area network (WAN)} in which one or more of
the gaming devices are in communication with at least one off-site central server or

controfier.  In this embodiment, the plurality of gaming devices may be located in a
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different part of the gaming establishment or within a different gaming eslablishment
than the off-site central server or controlier. Thus, the WAN may include an off-site
ceniral server or confroller and an off-site gaming device located within gaming
establishments in the same geographic area, such as a city or state. The WAN gaming
system may be substantially identical to the LAN gaming system described above,
although the number of gaming devices in each system may vary relalive o one
another.

{0073] in another embodiment, the data network is an internet or intranet. In
this embaodiment, the operation of the gaming device may be viewed at the gaming
device with at least one internel browser or other remote access application. In this
embodiment, operation of the gaming device and accumulation of credils may be
accomplished with only a conneclion to the central server or coniroller (the
internet/intranet server) through a conventional phone or other data transmission line,
digital subscriber line (BSL), T-1 lne, coaxial cable, fiber optic cable, wireless
connection, Wiki connection, mobile telecommunications network, or other suitable
connection.  In this embodiment, players may access an internet game page from any
location where an internet connection and computer or other internel facilifator is
available. The expansion in the number of computers and number and speed of
internet connections in recent years increases opportunities for players to play from an
aver-increasing number of remote sites. | should be appreciated that the enhanced
bandwidth of digilal wirgless communicalions may render such technology suitable for
some or all communications, particularly if such communications are encrypted. Higher
data transmission speeds may be uselul for enhancing the sophistication and response
of the display and interaction with the player.

{00747  As mentioned above, in one embodiment, the present disclosure may
be employed in a server-based gaming system. in one such embodiment, as discussed
above, one or more gaming devices are in communication with a central server or
controfier. The central server or controller may be any suitable server or computing
device thal includes at least one processor and a memory or storage device. in
alternative embodiments, the cenlral server is a progressive controller or anocther

gaming machine in the gaming system. In one embodiment, the memory device of the
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central server stores different game programs and insiructions, execuiable by a gaming
device processor, to control the gaming device. Each execuisble game program
represents a different game or type of game that may be played on ong or moreg of the
gaming devices in the gaming system. Such different games may include the same or
substantially the same game play with different pay tables. In different embodiments,
the execulable game program is for the base or primary game, a secondary or bonus
game, or both. In ancther embodiment, the game program may be execulable as a
secondary or bonus game to be played simultaneous with the play of the base or
primary game {that may be downloaded to or fixed on the gaming device) or vice versa.

100751 In this embodiment, each gaming device al least includes one or more
display devices and/or one or more input devices for interaction with a player. A local
procassor, such as the above-described gaming device processor or a processor of a
local server, is operable with the display device(s} and/or the input device(s) of one or
more of the gaming devices.

10076] in operation, the ceniral controller is operable to communicate one or
more of the stored game programs to at least one local processor.  In different
embodiments, the stored game programs are communicated or delivered by embedding
the communicated game program in a device or a component {e.g., a microchip io be
inserted in a gaming device}, writing the game program on a disc or other media, or
downioading or sitreaming the game program over a dedicated data network, WAN,
LAN, wireless nelwork, WiFi netwaork, mobile telecommunications network, intemet, or a
telephone line. After the stored game programs are communicated from the central
server, the local processor executes the communicated program (o faciliiate play of the
communicated program by a player through the display device(s) and/or inpul device(s}
of the gaming device. That is, when a game program is communicaled o a local
processor, the local processor changes the game or type of game played at the gaming
device.

100771 tn another embodiment, a plurality of gaming devices at one or more
gaming sites may be networked 1o the central server in a progressive configuration, as
known in the art, whersin a portion of each wager to initiale the base or primary game

may be allocated to one or more progressive awards. In one embodiment, a
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progressive gaming sysiem host site computer is coupled o a plurality of the central
servers at a varety of mutually remote gaming sites for providing a multi-site linked
progressive automated gaming system.  In one embodiment, a progressive gaming
system host site computer may serve gaming devices distributed throughout a number
of properties at differenl geographical locations including, for example, different
locations within a city, different cities within a state, or different countries on the planet.

{00781  In one embodiment, the prograssive gaming system host site computer
is maintained for the overall operation and control of the progressive gaming system. in
this embodiment, a progressive gaming sysiem host sile computer oversees the entire
progressive gaming sysiem and is the master for computling all progressive jackpots.
All participating gaming sites report o, and receive information from, the progressive
gaming sysiem host site computer. Each central server computer is responsible for all
data communication between the gaming device hardware and software and the
progressive gaming system host site computer.  In one embodiment, an individual
gaming machine may trigger a progressive award win.  In another embodiment, a
ceniral server {or the progressive gaming system host site computer} determinas when
& progressive award win is iriggered. In another embodiment, an individual gaming
machine and a central controller (or progressive gaming systemn host sile computer)
work in conjunction with each other to determine when a progressive win is triggered,
for example through an individual gaming machine meeling & predetermined
requirement established by the central controller.

{0079] in one embodiment, a progressive award win is triggered based on one
or more game play events, such as a symbol-driven trigger. In other embodiments, the
progressive award firiggering event or qualifying condition may be achieved by
axceeding a certain amount of game play {such as numbaer of games, number of credils,
or amount of time), or reaching a specified number of points earned during game play.
in another embodiment, a gaming device is randomly or apparently randomly selected
to provide a player of thal gaming device one or more progressive awards. In one such
embodiment, the gaming device does not provide any apparent reasons 1o the player
for winning a progressive award, wherein winning the progressive award is not Iriggered

by an event in or based specifically on any of the plays of the base or primary game.

27



WO 2013/043370 PCT/US2012/053787

That is, a player is provided a progressive award without any explanation or,
alternatively, with simple explanations. In another embodiment, a player is provided a
progressive award al least partially based on a game triggered or symbol triggered
egvent, such as at least partially based on the play of the base or primary game.

100801  In one embodiment, one or maore of the progressive awards are each
funded via a side bet or side wager. In this embodiment, a player must place or wager
a side bet 1o be sligible (o win the progressive award associaled with the side bet. In
one embodiment, the player must place the maximum bet and the side bet to be eligible
to win one of the progressive awards. In another embodiment, if the player places or
wagers the required side bel, the player may wager any credit amount during the base
or primary game {i.e., the player need not place the maximum bet and the side bet to be
gligible to win one of the progressive awards). In one such embodiment, the greater the
player's wager {in addition to or irespective of the placed side bet)}, the greater the odds
or probability that the player will win one of the progressive awards. it should be
appreciated that one or more of the progressive awards may each be funded, at least in
part, based on the wagers placed on the base or primary game of the gaming machines
in the gaming system, via a gaming establishment or via any suitable manner.

{00811  In another embodiment, one or more of the progressive awards are
partially funded via a side-bet or side-wager that the player may make {and that may be
tracked via a side-bet meler). In one embodiment, one or more of the progressive
awards are funded with only side-bets or side-wagers placed. In ancther embodiment,
one or more of the progressive awards are funded based on players’ wagers as
discussed above as well as any side-bets or side-wagers placed.

100827 in one alternative embodiment, a minimum wager level is required for a
gaming device to qualify to be selected to obtain one of the progressive awards. In one
embodiment, this minimum wager level is the maximum wager level for the base or
primary game in the gaming machine. In anocther embodiment, no minimum wager
level is required for a gaming machine to gualify (o be selected to obiain one of the
progressive awards.

{0083] in another embodiment, a plurality of plavers at a plurality of linked

gaming devices in a gaming system participale in g group gaming environment. In one
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embodiment, a plurality of players at a plurality of linked gaming devices work in
conjunction with one another, such as by playing together as a team or group, 1o win
one or more awards. In ong such embodiment, any award won by the group is sharad,
gither equally or based on any suitable criteria, among the different players of the group.
in another embodiment, a plurality of players at a plurality of linked gaming devices
compete against one another for one or more awards. In one such embodiment, a
plurality of players at a plurality of linked gaming devices participate in a gaming
tournament for one or more awards. in anocther embodiment, a plurality of players at a
plurality of linked gaming devices play for one or more awards wherein an oulcome
generaled by one gaming device affects the outcomes generated by one or more linked

gaming devices.

Providing Advertising Messages o Players Based on a Delermination of a Positive

Winning Gaming Session

10084} In general, the gaming system, gaming device, and method providing
advertising messages o players based on a determination of a positive winning gaming

(Y]

session {somelimes referred to hergin as the "gaming system,” “gaming device,” and/or
“‘method”) enables a player to place one or more wagers on one or more plays of a
wagering game. The wagering game may be any suitable wagering game such as, but
not fimited 1o, a slot or spinning reel game; a video slot or spinning reel game; 3 video
poker, video blackjack, or other card game,; a video bingo game; a video keno game; or
a video roulette game. During a designated period, the gaming system monitors any
plays of the wagering game played by the plaver. Al the end of the designated period,
the gaming system determines whether the player had a posilive winning gaming
session while playing the wagering game. If the player had a posilive winning gaming
session, the gaming sysiem provides al least one advertising message o the player.
10085] in certain embodiments, the designated period is a period of time. In
one of these embodiments, the period of time begins upon the occurrence of any
suitable designated start triggering event. In one example, the designated start
triggering event cccurs when a player deposits money into the gaming system {i.e., puts

money into the gaming system, which the gaming system holds as credils, points,
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currency, or any other suitable account total). In another of these embodiments, the
period of time begins when the gaming system is in a cashless or creditless siate. i
should be appreciated that in various embodiments the designated period of time
begins upon any suitable initiation of a gaming session. in one of these embodiments,
the period of time ends upon the occurrence of a designated end triggering event. in
one example, the designated end triggering event occurs when the player indicates that
the player wishes {o cash-out of the gaming sysiem. In ancther one of these
embodiments, the period of time is any suitable predelermined period of time, such as
thirly minutes or one hour, and the designated end triggering event occurs when the
predetermined period of time is extinguished. It should be apprecialed that in various
embodiments the designated period of time ends upon any suilable completion of a
gaming session. In ancther one of these embodiments, the period of time is determined
based on an amount or amounts deposited by the player and/or an amount or amounts
of wagers placed by the plaver. In certain embodimenis, the period of time (L., the
designated period) reseis each time the player makes a deposit {o the gaming system.

[0086]  In certain other embodiments, the designated period is a guantity of
plays of the wagering game. In one of these embodiments, the quantity of plays of the
wagering game is the quantity of plays beginning with the first play of the wagering
game after a deposit by the player and ending with the {ast play of the wagering game
before cash-oul is requested by the player. In another one of these embodiments, the
guantity of plays of the wagering game is predetermined. In another one of these
embodiments, the quantity of plays of the wagering game is determined based on an
amount or amounts deposited by the playver and/or an amount or amounts of wagers
placed by the player. In certain embodiments, the guantity of plays of the wagering
game {i.e., the designated period) resets each time the player makes a deposit to the
gaming system.

{00877  In one embodiment, the wagering game includes at least one winning
outcome, though it should be appreciated that the wagering game may include a
plurality of winning oulcomes. In this embodiment, the gaming sysiem determines
wheather the player had a posilive winning gaming session by determining whether a

guantity of the monitored plays in which the player achieved the at least one winning
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outcome s greater than or equal to a designaled quantity of monitored plays. In this
embodiment, for example, if the player achieves three of the al least one winning
outcome in ong monilored play of the wagering game and two of the at least one
winning outcome in another monitored play of the wagering game, the guantity of the
monitored plays in which the player achieved the at least one winning outcome is two.

100881  In this embodiment, the gaming system determines that the player had
a positive winning gaming session when the quantity of the monitored plays in which the
player achieved the at least one winning outcome is greater than or egual to the
designated quantity of monitored plays, and that the player did not have a positive
winning gaming session when the guantity of the monitored plays in which the player
achieved the at least one winning outcome is less than the designated quantity of
monitored plays. In another embodiment, the gaming sysiem determines that the player
had a posilive winning gaming session when the quantity of the monitored plays in
which the player achieved the at least one winning oulcome is greater than the
designated quaniity of monitored plays, and that the player did not have a positive
winning outcome when the guantity of the monitorad plays in which the player achieved
the at least one winning oulcome is less than or equal 1o the designated quantity of
monitored plays.

100891 it should be appreciated that the designated quantity of monifored
plays may be determined in any suitable manner. In one embodiment, the designated
guantity of monitored plays is predelermined. In various other embodiments, the
designated guantity of monitored plays is determined based on: (a) an amount of credits
or currency input by the player, {(b) an amount of ¢redits or currency input by the player
over a predetermined period, (¢} an amount of credits or currency input by a plurality of
plavers, {d} information stored in a player racking account associated with the player,
{e) information stored in a plurality of player tracking accounts associated with a plurality
of players, {f) the quantity of monitored plays, (g) the quantity of winning ouicomes and
the quaniity of losing outcomes included in the wagering game, or {h) any suitable
combination thereof.

100907 in ancther embodiment, the wagering game includes at least one

winning outcome, though it should be appreciated that the wagering game may include
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a plurality of winning outcomes. in this embodiment, the gaming sysiem delermines
whether the player had a positive winning gaming session by determining whether a
guantity of the at least one winning outcome achieved by the player in the monitored
plays of the wagering game is greater than or equal to a designated quantity of the at
least one winning cuicome. The guantity of the at least one winning oulcome achieved
by the player in the monitored plays of the wagering game is the total quantity of the at
least one winning oulcome achieved by the player in the monitored plays of the
wagering game. i, Tor example, the player achieves three of the at least one winning
outcome in one monitored play of the wagering game and two of the at least one
winning outcome in another monitored play of the wagering game, the quantity of the at
least one winning oulcome achieved by the player in the monitored plays of the
wagering game is five in this embodiment.

{0081} in this embodiment, the gaming system determines that the player had
a positive winning gaming session when the quaniity of the at least one winning
outcome achieved by the plaver in the monitored plays of the wagering game is greater
than or equal {0 the designated quantity of the at least one winning ocutcome, and that
the player did not have a positive winning gaming session when the quantity of the at
least one winning ocutcome achieved by the player in the monitored plays of the
wagering game s less than the designated quantity of the al least one winning
oautcome. in another embodimenti, the gaming system determines that the player had a
positive winning gaming session when the quantity of the at least one winning outcome
achieved by the player in the moniiored plays of the wagering game is greater than the
designated quantity of the at least one winning cutcome, and that the player did not
have a positive winning outcome when the guantity of the at least one winning ouicome
achieved by the player in the monitored plays of the wagering game is less than or
equal fo the designated quantity of the at least one winning outcome.

{0092] it should be appreciated thal, in various smbodiments, the designated
guantity of the al least one winning cutcome may be determined in any suilable manner.
in one embodiment, the designaled guantily of the at least one winning outcome is
predelermined. In various other embodiments, the designated quantity of the at least

one winning ouicome is determined based on: (@) an amount of credits or currency input
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by the player, (b} an amount of credits or currency input by the player over a
predetermined period, {¢} an amount of credits or currency input by a plurality of
players, (d) information stored in a player tracking account associaled with the player,
{e) information stored in a plurality of player tracking accounts associated with a plurality
of players, {f) the guantity of monitored plays, (g} the guaniity of winning outcomes and
the guantity of losing outcomes included in the wagering game, or {h) any suitable
combination thereof.

100931 in another embodiment, the wagering game includes at least one
winning outcome and at least one losing cutcome, though it should be appreciated that
the wagering game may include a plurality of winning outcomes, a plurality of losing
outcomes, or both. In this embodiment, the gaming sysiem determines whether the
player had a posilive winning gaming session by determining whether a frequency of
the at least one winning oulcome is greater than or equal 10 a designated frequency of
winning outcomes. The frequency of the at least one winning outcome is based on a
guantity of the at least one winning outcome achieved in the monitored plays. The
gaming system delermines that the player had a positive winning gaming session when
the frequency of the at least one winning outcome is greater than or equal to the
designated freguency of winning oulcomes, and that the player did nof have a positive
winning gaming session when the frequency of the at least one winning outcome is less
than the designated frequency of winning ouitcomes. In another embodiment, the
gaming system delermines that the player had a positive winning gaming session when
the frequency of the at least one winning outcome is greater than the designated
frequency of winning oulcomes, and that the player did not have a positive winning
gaming session when the frequency of the at least one winning outcome is less than or
aqual (o the designated frequency of winning outcomes.

{0094] it should be appreciated that the frequency of the at leas! one winning
outcome may be delermined in any suilable manner. In one embodiment, the
frequency of the at least one winning ocutcome is equal to the quantity of the monitored
plays in which the player achieved at least one winning outcome divided by the {otal
guantity of monilored plays. In another embodiment, the frequency of the at least one

winning outcome is equal to the quantity of the at least one winning outcome achieved
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in the monitored plays divided by the sum of the quantity of the at least one winning
outcome achieved in the monitored plays and a guantity of the at least one losing
outcome achieved in the monitored plays. In another embodiment, the frequency of the
at least one winning outcome is egual o the quantity of the al least one winning
outcome achieved in the monitored plays divided by the total guaniily of monilored
plays.

{00851 it should be apprecialed that the designated frequency of winning
outcomes may be determined in any suitable manner. In one embodiment, the
designated frequency of winning oulcomes is predetlermined. In various other
embodiments, the designated frequency of winning outcomes is based on: (8) an
amount of credits or currency input by the player, (b} an amount of credits or currency
input by the player over a predelermined period, (¢} an amount of credits or currency
input by a plurality of plavers, {d) information stored in a player tracking account
associated with the player, (g} information stored in a plurality of player tracking
accounts associated with a plurality of players, (T} the quantity of monitored plays, (g}
the quantily of winning ocuicomes and the guantity of losing outcomes included in the
wagering game, or (h} any suitable combination thereof.

{0096] in another embodiment, the wagering game includes at least one
winning outcome, each winning outcome being associated with an award, though #t
should be appreciated that the wagering game may include a plurality of winning
outcomes associated with one or more awards. In this embodiment, the gaming system
determines whether the player had a positive winning gaming session by determining
whethar an amount of net winnings is greater than or equal o a designated amount of
net winnings. The amount of net winnings includes any awards won by the player in the
monitored plays minus any wagers placed by the player in the monitored plays. The
gaming system determines that the player had a positive winning gaming session when
the amount of net winnings is greater than or equal to the designated amount of net
winnings, and that the player did nol have a positive winning gaming session when the
amount of net winnings is less than the designated amount of net winnings.

{00971 it should be appreciated that the designaled amount of net winnings

may be determined in any suitable manner. In one embodiment, the designated
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amount of net winnings is predelermined. In various other embodiments, the
designated amount of net winnings is determined based on: {(a} an amount of credits or
currency inpul by the player, (b} an amount of credits or currency inpul by the player
over a predetermined period, (¢} an amount of credits or currency input by a plurality of
players, {d) information stored in a player tracking account associated with the player,
(e} information stored in a plurality of player tracking accounts associaled with a plurality
of players, {f) the quantity of monitored plays, {g) the quantity of winning cuicomes and
the guantily of losing cutcomes included in the wagering game, {(h) the award values
included in the paytable, or {i} any suitable combination thereof.

10098] it should be appreciated thal any suitable combination of the above-
referenced manners of determining whether the player had a positive winning gaming
sassion may be implemented. In one example, the wagering game includes al least
one winning ocutcome and at least one losing outcome, though it should be appreciated
that the wagering game may include a plurality of winning ocutcomes, a plurality of losing
outcomes, or both. The gaming system determines whether the player had a positive
winning gaming session by determining: (a) whether a quantity of the at least one
winning oufcome achieved by the player in the monitored plays of the wagering game is
greater than or equal to a designated quantity of the at least one winning outcome, and
(b} whether a frequency of the at least one winning outcoms is greater than or egual (o
a designated frequency of winning outcomes. The gaming system determines that the
player had a positive winning gaming session whern: (g} the quantity of the al least one
winning outcome achieved by the player in the monitored plays of the wagering game is
greater than or equal o the designated quantity of the at least one winning outcome,
and {b) when the frequency of the at least one winning outcome is greater than or egual
o the designated frequency of winning cutcomes. The gaming system delermines that
the player did not have a positive winning gaming session when: {(a) the quantity of the
at least one winning ouicome achieved by the player in the monitored plays of the
wagering game is less than the designated quantity of the al least one winning
outcome, or {b) when the frequency of the at least one winning outcoms is less than the

designated frequency of winning cutcomes.
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100991 In another example, the wagering game inciudes at least one winning
outcome and at least one losing ocutcome, though it should be appreciated that the
wagering game may include a plurality of winning outcomes, a plurality of losing
outcomes, or both. Each winning outcome is associated with an award. In this
embodiment, the gaming system determines whether the player had a posilive winning
gaming session by determining: (a) whether a frequency of the al least one winning
outcome is greater than or equal 1o a designated frequency of winning oulcomes, and
{b) an amount of nel winnings is greater than or equal to a designated amount of net
winnings. The gaming system determines that the player had a posilive winning gaming
session when: {a) the frequency of the at least one winning ocutcome is greater than or
agual to the designated frequency of winning outcomes, and {b) the amount of net
winnings is greater than or equal to the designated amount of net winnings. The
gaming system determines that the player did not have a positive winning gaming
session when: {a) the frequency of the al least one winning ocutcome is less than the
designated frequency of winning oulcomes, or (b) the amount of net winnings is less
than the designated amount of net winnings.

1001001  In another example, the wagering game includes at least one winning
outcome and at least one losing outcome, though it should be appreciated that the
wagering game may include a plurality of winning oulcomes, a plurality of losing
outcomes, or both. Each winning outcome is associated with an award. The gaming
system determines whether the player had a positive winning gaming session by
determining whether: (a) a guantity of the at least one winning cutcome achieved by the
player in the monitored plays of the wagering game is greater than or equal 0 a
designated guantily of the at least one winning outcome, (b} a frequency of the at least
one winning outcome is greater than or equal {0 a designated frequency of winning
outcomes, and {¢) an amount of nel winnings is greater than or egual 1o the designated
amount of net winnings. The gaming system determines that the player had a positive
winning gaming session whean: {a) the guantity of the at lsast one winning outcome
achieved by the player in the monitored plays of the wagering game is greater than or
equal to the designated quantity of the at least one winning cutcome, {b) the frequency

of the at least one winning outcome is greater than or equal to the designated frequency
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of winning outcomes, and (¢} the amount of nel winnings is greater than or equal to the
designated amount of nef winnings. The gaming system determines that the player did
not have a positive winning gaming session when: (a) the quantily of the at least one
winning outcome achieved by the player in the monitored plays of the wagering game is
fess than the designated quantity of the at least one winning cutcome, or (b} the
frequency of the at least one winning outcome is less than the designated frequency of
winning outcomes, or {¢} the amount of net winnings is greater than or equal o the
designated amount of net winnings.

1001011 In one embodiment, the at least one adverlising message that is
provided to the player is at least one ofl an interactive messages, a non-interactive
message, a game frailer, a promotional teaser, an product advertisement or promotion,
a gaming system operator advertisement or promotion, a third party adverlisement or
promotion, an advertisement or promotion for a wagering game nearing a progressive
payout, an advertisement or promotion for merchandise, an advertisement or promotion
for a movie, a movie trailer, an adverilisement or promotion for a casino event, an
advertisermnent or promotion for a wagering game, an advertisement or promotion for
any suitable marketable iltem, and any other suitable adverlisement or promotional
message. In ancther embodiment, the advertising message is not associated with the
wagering game, any secondary or bonus games associated with the wagering game, or
the gaming device on which the wagering game is being played. Put differently, in this
embodiment the advertisement is complelely independent of the gaming device on
which the advertisement is presented to the player. The at least one adveriising
message could be chosen from a plurality of adverlising messages including one or
more of the above-listed types of adverlising messages. In one embodiment, the
interactive message includes one or more free plays of a game and enables the player
to play those free plays of the game by making one or more inputs 1o the gaming
system.

100102] In one embodiment, the gaming sysiem provides the at least one
adveriising message 1o the player by displaying the at least one advertising message on
a primary display device. In anocther embodiment, the gaming system provides the at

least one adverlising message (o the player by displaying the at least one adverlising
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message on a secondary display device. in another embodiment, the gaming system
provides the at least one advertising message to the player by displaying the at least
one adverlising message on both a primary display device and a secondary display
device. In another embodiment, the gaming system provides the at least one
adveriising message to the player by displaying the at least one advertising message on
a player tracking display device. it should be appreciated that the display devices may
be any suitable display devices, such as the display devices described above. In
ancther embodiment, the gaming system provides the at least one advertising message
to the player by causing an audible advetdising message to be plaved o the player in
addition to or instead of the display methods described above. It should be appraciated
thai the ai least one advertising message may be provided o the player in any suitable
manner,

{00103] The advertising messages may be stored by the gaming sysitem in any
suitable manner. In one embodiment, the advertising messages are stored in storage
media that is part of the gaming system, such as one of the memory devices described
above. In another embodiment, the adverlising messages are stored on a server. in
ancther embodiment, the adverlising messages are stored in removable media, such as
a portable USB drive, a CD, a DVD, or other suitable media. It should be appreciated
that the gaming system is configured such that new or additional advertising messages
may be added {0 the stored advertising messages, and such that one or more of the
stored advertising messages may be removed from the memory.

{00104] In another embodiment, the gaming system enables the player o
make a skip advertising message input while the at least one advertising message is
being provided. YWhen the plaver makes the skip advertising message input while the at
least one advertising message is being provided, the gaming system stops providing the
at leas! one advertising message. This means that, in this embodiment, if the player
does not wish to view or listen to the advertising message, the player may bypass the
adveriising message by making the skip advertising message input.

{60105]  In ceriain other embodiments, a length of the at least one advertising
message provided o the player, a guaniity of the atl least one adverlising message

provided {0 the player, or both depend on the positive winning gaming session. For
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example, in one of these embodiments, the gaming system includes a quantity of
different positive winning gaming session levels. Each of these levels is associated
with: {a) a different level quantity of the monitored plays in which the plaver achieved
the at least one winning ouicome; and (b} a length of time, guantity of advertising
messages, or both. The different level quantities are greater than or equal to the
designated quantity of monitored plays. As the level quantities increase, the associated
length of time and/or quantity of advertising messages increases. In this example, upon
cash-out the gaming system determines one of the positive winning gaming session
levels by comparing the different level quantities with the guantity of the monitored plays
in which the player achieved the at least one winning outcome. The at least one
adveriising message is then provided to the player based on the length of time, quantily
of advertising messages, or both associaled with the determined positive winning
gaming session level. Thus, in these embodiments, the more positive the plaver's
gaming session, the more the player is provided with adverlising messages {in the form
of longer adverlising messages, a higher guantity of advertising messages, both, or in
any other suitable manner).

1001068] For example, in one embodiment in which the designated guantity of
monitored plays is four, the gaming sysiem includes the following positive winning
gaming session levels: (a) Lavel 1, which is associated with a level quantity of four plays
and a quantity of adverlising messages of one; {b) Level 2, which is associated with a
level quantity of six plays and a quantity of advertising messages of two; (¢} Level 3,
which is associated with a level quantity of eight plays and a quantily of adveriising
messages of three; and {d) Level 4, which is associated with a level guantity of ten
plays and a quantity of advertising messages of four. In this example, the player played
ten monitored plays, seven of which resulied in at least one winning cutcome. Thus, in
this example embodiment, the gaming system delermines a positive winning gaming
session level of Level 2 because the seven monitored plays in which the player
achieved the at least one winning oulcome is grealer than or equal to the level quantily
of six associated with Level 2 and less than the level quantily of eight associated with
Level 3. Therefore, the gaming syslem provides the player with two advertising

messages upon cash-outl.
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1001071 U should be appreciated that the gaming system may utilize any
suitable guantity of positive winning gaming session levels. It should also be
apprecialed that the positive winning gaming session levels may be associaled with any
level quantity, any suilable length or period of lime, and any suitable guantity of
adveriising messages. i should further be appreciated that the above-described
embodiment of the gaming system including positive winning gaming session levels
may be similarly applied to the embodiments described above in which the posilive
winning gaming session is based on one or more oft a designated guantity of the
monitored plays in which the player achieved at least one winning ocutcome, a gquantity
of the at least one winning cutcome achieved by the player in the monitored plays, a
frequency of the at least one winning outcome, and an amount of net winnings.

001081 Figs. 3A, 3B, 3C, 3D, 3k, 3F, 36, and 3H illustrate screen shots of one
gxample of the gaming system, gaming device, and method of one embodiment of the
present disclosure, as generally described above. In this embodiment, the designated
period is a period of time that begins when a plaver makes a deposit to the gaming
system and ends when the player cashes out of the gaming sysiem. The wagering
game in this example is a spinning reel type game that includes a plurality of different
symbois displayable al a plurality of symbol display areas.

100109] In this embodiment, a display device 120 adjacently displays symbaol
display areas 140a, 140b, 140c, 140d, 140e, 140§, 140g, 140h, and 140iin a 3x3 grid or
matrix. i should be appreciated that the display device may display any suilable
guantity of symbol display areas in any suitable configuration or arrangement. Display
device 120 displays a plurality of payiines, sach of which is associated with a different
plurality of the symbol display areas. Specifically, payline A 1623 is associated with
symbol display areas 140a, 140b, and 140¢; paviine B 162b is associated with symbol
display areas 140d, 140e, and 1401, and payline C 162c is associaled with symbol
display areas 140g, 140h, and 140i. For clarity and brevity, payline A 1623, pavline B
162b, and payline C 162¢ are somelimes referred to hergin as paylines A, B, and C. It
should be appreciated that the display device may display any suitable quantity of
paylines. il should also be appreciated that sach of the displayed paylines may be

associated with any suitable quantity of the symbol display areas. It should further be
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appreciated that each of the displayed paylines may be associgted with any suitable
combination of the symbol display areas.

001101  Display device 120 displays a paviable 132 that includes a plurality of
winning symbol combinations. Payiable 132 indicates the credit payout associated with
each respeclive winning symbol combination. In this ilustrated embodiment, paviable
132 indicates the credit payoul associgted with each respeclive winning symbol
combination when the maximum wager, which is 5 credits in this embodiment, is placed
by a player for a play of the wagering game. More specifically, winning symbol
combination SEVEN-SEVEN-SEVEN is associaled with an award of 1,000 credits;
winning symbol combination BAR-BAR-BAR is associated with an award of 500
credits; winning symbol combination TRIPLE CHERRY-TRIPLE CHERRY-TRIPLE
CHERRY is associated with an award of 100 credils; and winning symbol combination
CHERRY-CHERRY-CHERRY is associated with an award of 25 crediis.

{00111] 1t should be appreciated that the paytable may be modified o reflect
lower credit payouts when a wager that is less than the maximum wager is placed by
the player. it should be appreciated that any suilable payiable including any suilable
guantity of winning symbol combinagtions may be used. it should also be appreciated
that any suilable combinations of the symbols may be used as winning symbol
combinations. |t should further be appreciated that the winning symbol combinations
may be associated with any suitable credit payouts. it should be appreciated that any
suitable quantity of payiables may be used. It should also be appreciated that any
suitable symbols may be used. The symbols may include, for example, any suitable
markings or indicta such as letters, numbers, or illustrations or pictures of objects,
animals, humans, faces, or structures.

001127  Display device 130 displays an award indicator or display 138, which
indicates any award a player has won during a play of the wagering game; a wager
indicator or display 136, which indicates any wager placed by the player for a play of the
wagering game, a credit indicator or display 134, which indicates the player’s credit
balance; and an indication or dialog box 130, which displays instructions or commentis
refated to the wagering game during, before, and/or afier play of the wagering game. It

should be appreciated thai, in certain embodiments, the display device displays one or
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a plurality of the award indicator, the wager indicator, the credil indicator, and the
indication box.

001131  As illustrated in Figs. 3A, a player deposits currency and is provided
with credits that are used to place wagers on the wagering game. in this example, the
player deposits currency and is provided with 15 credits associated with that deposited
currency. The credils are displayed in credit indicator 134. The designated time period
begins upon this deposit and ends upon cash-out. That is, any plays of the wagering
game played by the player afler deposit and prior 1o cash-out are monitored by the
gaming system (L.e., occur within the designaled time period). The gaming system
monitors these plays of the wagering game {o determine whether the player had a
positive winning gaming session during play of these monitored plays. In this example
embodiment, the gaming system determings that the player had a positive winning
gaming session when the guantity of the monitored plays in which the player achieved
the at least one of the winning symbol combinations in payiable 132 is greater than or
equal to four {i.e., the designated quantity of monitored plays is equal to four in this
axample embodiment).

100114] As Hllustrated in Fig. 3B, the plaver begins play of the wagering game
by placing a wager on one or more of pavlines A, B, and C. In this embodiment, the
player places the maximum wager of 5 credils, which aclivates each of paylines A, B,
and C. The player's wager of 5 credits is indicated in wager indicator 136. The gaming
system randomily generates symbols 151a, 151b, 151¢, 151d, 151e, 1511, 1581g, 151h,
and 1511 at symbol display areas 140a, 140b, 140c¢, 140d, 140e, 140f, 140g, 140h, and
1404, respeclively. Only payling A is associated with a winning symbol combination in
this example. Specifically, consecutive symbol display areas 140a, 140b, and 140c
along paviine A each display SEVEN symbols 1581a, 151b, and 151¢, respeciively. As
indicated in paytable 132, the player wins an award of 1,000 credils for the displayed
SEVEN-SEVEN-SEVEN winning symbol combination, and the award is displayed in
award indicator 138. The player's credil balance increases to 1,010 credits, which
reflects the player’'s initial credit balance of 15 credits minus the player's wager of 5
credits plus the player's award of 1,000 credils, as indicated by credit indicator 134.

Since the player achieved at least one of the winning symbol combinations of payiable
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132 in this moniiored play of the wagering game, the quantity of the monitored plays in
which the player achieved the at least one winning outcome is set to one.

{00115]  As illustrated in Fig. 3C, the player begins another play of the wagering
game by placing the maximum wager of 5 credits, which aclivates each of paylines A,
B, and C. The player's wager of 5 credits is indicated in wager indicator 136, The
gaming system randomly generates symbols 152a, 152k, 152¢, 152d, 152¢, 1521, 152¢,
152h, and 1521 at symbol display areas 140a, 140b, 140c¢, 140d, 140e, 140f, 140g,
140h, and 140i, respeciively. Only pavline C is associated with a winning symbol
combination in this example. 3pecifically, consecutive symbol display areas 140g,
14Ch, and 1401 along payiing C each display BAR symbols 1529, 152h, and 152,
respectively. As indicated in payiable 132, the player wins an award of 500 credits for
the displayed BAR-BAR-BAR winning symbol combination, and the award is displayed
in award indicator 138. The player's credit balance increases 1o 1,505 credits, which
reflacts the player's initial credit balance of 1,010 credils minus the player's wager of &
credits plus the player's award of 500 crediis, as indicaied by credil indicator 134.
Since the player achieved at least one of the winning symbol combinations of payiable
132 in this monitored play of the wagering game, the gquantity of the monitored plays in
which the player achieved the at least one winning outcome is increased o two.

100116]  As illusirated in Fig. 3D, the player begins another play of the wagering
game by placing the maximum wager of & credits, which aclivates each of payilines A,
B, and C. The player's wager of 5 credits is indicaled in wager indicator 136. The
gaming system randomily generates symbols 153a, 153b, 153¢, 153d, 153e, 1531, 1534,
1583h, and 1531 at symbol display areas 140z, 140b, 140c, 140d, 140e, 140f, 140g,
140h, and 140i, respectively. None of the paylines are associated with a winning
symbol combination in this example. An award of 0 credils is displayed in award
indicator 138. The player’s credit balance decreases to 1,500 credits, which reflects the
player's initial credit balance of 1,505 credits minus the player's wager of 5 credils, as
indicated by cradit indicator 134. Since the player did not achieve at least one of the
winning symbol combinations of paytable 132 in this monitored play of the wagering
game, the quantily of the monitored plays in which the player achieved the at least one

winning outcome remains at two.
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1001171 As llusirated in Fig. 3k, the player begins another play of the wagering
game by placing the maximum wager of & credits, which aclivates each of payilines A,
B, and C. The player's wager of 5 credits is indicaled in wager indicator 136. The
gaming system randomly generates symbols 154a, 154b, 154¢, 154d, 154e, 1541, 1544,
154h, and 1541 at symbol display arsas 140a, 140b, 140c¢, 140d, 140e, 140f, 140q,
140h, and 140i, respectively. Only payline A is associated with a winning symbol
combination in this example. Specifically, consecutive symbol display areas 140a,
140b, and 140c along payline A each display CHERRY symbois 1543, 154b, and 154c,
respectively. As indicated in paylable 132, the player wins an award of 25 credits for
the displayed CHERRY-CHERRY~-CHERRY winning symbol combination, and the
award is displayed in award indicator 138. The player's credit balance increases to
1,520 credils, which reflects the player's initial credit balance of 1,500 credits minus the
player's wager of 5 credits plus the plaver's award of 25 credits, as indicated by credit
indicator 134. Since the plaver achieved al least one of the winning symbaol
combinations of paytable 132 in this monitored play of the wagering game, the guaniity
of the monitored plays in which the player achieved the al least one winning culcome is
increased to three.

{00118] As illustrated in Fig. 3F, the player begins another play of the wagering
game by placing the maxdimum wager of 5 credits, which activates each of the paylines
A, B, and C. The plaver's wager of 5 credils is indicated in wager indicator 136. The
gaming system randomly generates symbols 155g, 1585b, 155¢, 155d, 155, 155, 155g,
155h, and 1551 at symbol display areas 140a, 140b, 140c, 140d, 140e, 140f, 140g,
140h, and 140i, respectively. Only payline B is associated with a winning symbol
combination in this example. Specifically, consecutive symbol display areas 1404,
140e, and 1401 along paviine B each display SEVEN symbols 155d, 155e, and 1551,
respectively. As indicated in payiable 132, the player wins an award of 1,000 credits for
the displayved SEVEN-SEVEN-SEVEN winning symbol combination, and the award is
displayed in award indicator 138. The player's credit balance increases to 2,515
credits, which reflects the plaver's initial credit balance of 1,520 credils minus the
player's wager of § credils plus the player's award of 1,000 credits, as indicated by

credit indicator 134. Since the player achieved at least one of the winning symbol
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combinations of paytable 132 in this monitored play of the wagering game, the guaniity
of the monitored plays in which the player achieved the at least one winning oulcome
increases to four.

{00119] At this point, the player wishes {0 cash out of the gaming system and
accordingly makes a cash outl input to the gaming system. After the player makes the
cash out input, the gaming system determines whether the quantity of the moniftored
plays in which the player achieved the at least one winning outcome is greater than or
equal to four (i.e., the designated guaniity of monitored plays, in this embodiment).
Since the quantily of the monitored plays in which the plaver achieved the at least one
winning outcome is equal to four, the gaming system delermines that the player had a
positive winning gaming session during the monitored plays of the wagering game.
Accordingly, as shown in Fig. 3G, the gaming system displays an advertisement to the
player in indication box 130 prior to providing payment for the player's credits. Fig. 3H
shows ancther example advertisement in indication box 130 that may be shown o the
player prior to providing payment for the player’s credits.

[00120]  In another embodiment, the gaming system determines whether the
player had a positive winning gaming session by determining whether a quantity of the
winning outcomes achisved by the player in the monitored plays of the wagering game
is greater than or equal to a designated guaniity of the winning oulcomes. In the
sequence of plays of the wagering game described above with respect to Figs. 34, 3B,
3C, 3D, 3k, and 3F, the player achieved four total winning outcomes {one winning
gutcome in each of the plays shown in Figs. 3B, 3C, 3k, and 3F). Thus, in this
embodiment, since the quaniity of winning ouicomes achieved by the player in the
monitored plays of the wagering game is four, the gaming system would determine that
the player had a positive winning gaming session if the designated gquantity of the
winning outcomes is less than or equal o four.

{00121] In ancther embodiment, the gaming system determines whether the
player had a positive winning gaming session by determining whether a frequency of
the winning outcomes is greater than or equal {0 a designated frequency of winning
outcomes. In this embodiment, the frequency of the winning outcomes is equal to the

guantity of the monitored plays in which the player achieved at least one winning
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outcome divided by the folal guaniity of monitored plays. In the sequence of plays of
the wagering game described above with respect io Figs. 3A, 3B, 3C, 3D, 3k, and 3F,
the player achieved one of the winning cutcomes in four of the five monitored plays (one
winning outcome in the plays shown in Figs. 38, 3C, 3k, and 3F). Accordingly, the
frequency of the winning outcomes in this example is 80% (four monitored plays in
which at least one winning outcome was achieved divided by five total monitored plays).
Thus, in this embodiment, since the frequency of the winning cuicomes achieved by the
player in the monitored plays of the wagering game is 80%, the gaming system would
determine that the player had a positive winning gaming session if the designated
frequency of winning outcomaes is less than or egqual to 80%.

1601221  In another embodiment, the gaming system determines whether the
player had a posilive winning gaming session by determining whether a frequency of
the winning outcomes is greater than or equal {0 a designated frequency of winning
outcomes. In this embodiment, the frequency of the winning culcomes is equal o the
guantity of the winning oulcomes achieved in the monitored plays divided by the sum of
the quantity of the winning outcomes achieved in the monitored plays and a quantity of
the losing outcomes achieved in the monitored plays. In the seguence of plays of the
wagering game described above with respect to Figs. 3A, 3B, 3C, 3D, 3k, and 3F, the
player achieved four olal winning cutcomes {one winning oulcome in the plays shown
in Figs. 38, 3C, 3k, and 3F) and eleven total losing ouicomes {two each in the plays
shown in Figs. 3B, 3C, 3k, and 3F, and three in the play shown in Fig. 3D).
Accordingly, the frequency of the winning cutcomes in this example is 26.67% (four total
winning outcomes divided by fifteen iotal winning and losing outcomes). Thus, in this
embodiment, since the frequency of the winning oulcomes achieved by the player in the
monitorad plays of the wagering game is 26.67%, the gaming system would determine
that the player had a positive winning gaming session if the designated frequency of
winning outcomes is less than or equal 10 26.67%.

100123] In ancther embodiment, the gaming sysiem determines whether the
plaver had a positive winning gaming session by determining whether a frequency of
the winning cutcomes is greater than or equal to a designated frequency of winning

outcomes. In this embodiment, the frequency of the winning outcomes is equal to the
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guantity of the winning oulcomes achieved in the monitored plays divided by the total
quantity of monitored plays. In the sequence of plays of the wagering game described
above with respect to Figs. 3A, 3B, 3C, 3D, 3k, and 3F, the player achieved one of the
winning outcomes in four of the five monitored plays {one winning oulcome in each of
the plays shown in Figs. 3B, 3C, 3k, and 3F). Accordingly, the frequency of the winning
outcomes in this example is 80% (four total winning outcomes divided by five monitored
plays).  Thus, in this embodiment, since the frequency of the winning outcomes
achieved by the player in the monitored plays of the wagering game is 80%, the gaming
system would determing that the player had a positive winning gaming session if the
designated frequency of winning cutcomes is less than or equal (o 80%.

1060124]  In another embodiment, the gaming system determines whether the
player had a posilive winning gaming session by delermining whether an amount of net
winnings is greater than or equal to a designated amount of net winnings. The amount
of net winnings includes any awards won by the player in the monitored plays minus
any wagers placed by the player in the monitored plays. In the sequence of plays of the
wagering game described above with respect to Figs. 3A, 3B, 3C, 30, 3k, and 3F, the
player placed wagers totaling 25 credits (5 credits for each play of the game shown in
Figs. 3B, 3C, 3D, 3k, and 3F} and received awards tolaling 2,525 credits (1,000 credits
for the play shown in Fig. 38, 500 credits for the play shown in Fig. 3C, 25 credits for
the play shown in Fig. 3k, and 1,000 credits for the play shown in Fig. 3F). Accordingly,
in this example the player's amount of net winnings is 2,500 credits (2,525 crediis of
awards minus 25 credits of wagers). Thus, in this embodiment, since the amount of net
winnings achieved by the plaver in the monitored plays of the wagering game is 2,500
credits, the gaming system would determine that the player had a posilive winning
gaming session if the designated amount of net winnings is less than or equal to 2,500
credits.

001251 Fig. 4 illustrates a flowchart of one example embodiment of a process
or method 100 for operating a gaming system or a gaming device. In one embodiment,
this process 100 is embodied in one or more software programs siored in one or more
memories and executed by one or more processors or conlrollers.  Although this

process 100 is described with reference to the flowchart shown in Fig. 4, it should be
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apprecigted that many other processes of performing the acls associated with this
Hlustrated process may be employed. For example, the order of certain of the illustrated
blocks and/or diamonds may be changed, certain of the #lustrated blocks and/or
diamonds may be optional, and/or certain of the lHlustrated blocks and/or diamonds may
not be employed.

1001261  In operation of one embodiment, the gaming system enables a player
to play at leas! one wagering game, as indicated by block 102, The gaming sysiem
monitors a plurality of plays of the at least one wagering game plaved by the player
during a designated period, as indicated by block 104, Al the end of the designated
period, the gaming system determines whether the player of the monitored plays had a
positive winning gaming session, as indicated by diamond 106, i, at the end of the
designated period, the player of the monitored plays had a positive winning gaming
session, the gaming system provides at least one adverlising message {o the player, as
indicated by block 108, and retumns o block 102. If not, the gaming system retums (o
block 102,

001277 it should be understood that varicus changes and madifications to the
present embodiments described herein will be apparent o those skilled in the art. Such
changes and muodifications can be made without departing from the spint and scope of
the present subject matter and without diminishing its intended advantages. It is
therefore intended that such changes and maodifications be covered by the appended

claims.
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CLAIMS

The invention is claimed as follows:
1. A gaming system comprising:
at least one display device;
at least one input device;
at least one processor; and
at least one memory device sioring a plurality of instructions which, when
axecuted by the al least one processor, causs the at least one processor {6 operate
with the at least one display device and the at least one input device o
{a) monitor a plurality of plays of al least one wagering game during a
designated period;
{b) at the end of the designaled period, determine whether a player of the
monitored plays had a positive winning gaming session; and
{c) if the player had a positive winning gaming session, provide at least one

adveriising message.

2. The gaming system of Claim 1, wherein the designated period ends upon

the ocourrence of a designated triggering event.

3. The gaming system of Claim 2, wherein the designated triggering event is
the player cashing out of the gaming system.

4, The gaming system of Claim 1, wherein the designated period is a period

of time.
5. The gaming system of Claim 1, wherein the designaled period is a

guantity of plays of the al least one wagering game, the quantity of plays being at least

one.
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o. The gaming system of Claim 1, wherein the at least one wagering game
includes at least one winning oulcome, and the plurality of instructions, when executed
by the at least one processor, cause the at least one processor (o determine that the
player had a positive winning gaming session if a quantily of the monitored plays in
which the player achisved the al leasi one winning outcome is greater than or equal to a

designated quantity of monitored plays.

7. The gaming system of Claim 1, wherein the al least one wagering game
includes at least one winning ouicome, and the plurality of instructions, when executed
by the al least one processor, cause the at least one processor (o determine that the
player had a positive winning gaming session if a quantity of the at least one winning
outcome achieved by the player in the monilored plays is greater than or equal 1o 3

designated guantity of winning outcomes.

8. The gaming system of Claim 1, wherein the at least one wagering game
includes at least one winning cutcome and at least one losing outcome, and the plurality
of instructions, when execuied by the at least one processor, cause the al least one
processor to determine that the player had a positive winning gaming session if a
frequency of the at least one winning outcome is grealer than or equal to a designated

frequency of winning outcomes.

a. The gaming system of Claim 8, wherein the freguency of the at least one
winning outcome is equal to a quantity of the monitored plays in which the player
achieved the at least one winning cutcome divided by a tolal guantily of the monitored

plays.

10.  The gaming system of Claim 8, wherein the freguency of the at least one
winning outcome is equal 1o a quaniity of the at least one winning culcome achieved in
the monitored plays divided by a sum of the guantity of the at least one winning
outcome achieved in the monitored plays and a quantity of the at least one losing

outcome achieved in the monitored plays.
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11.  The gaming system of Claim 8, wherein the frequency of the at least one
winning outcome is equal to a guantity of the at least one winning outcome achieved in

the monitored plays divided by a total quantity of the monitored plays.

12.  The gaming system of Claim 1, wherein the at least one wagering game
includes at least one winning outcome, each winning oulcome being associated with an
award, and the plurality of instructions, when executed by the at least one processor,
cause the ai least one processor 1o delermine that the player had a posilive winning
gaming session if an amount of net winnings is greater than or equal {0 a designated
amount of nel winnings, the amount of net winnings including any awards won by the

playver in the monitored plays minus any wagers placed by the player in the monitored

plays.

13. The gaming system of Claim 1, wherein the at least one advertising
message is at least one selected from the group consisting of: a game trailer, a
promotional teaser, a product advertisemeant or promotion, a gaming system operator
advertisement or promotion, a third party adverilisement or promotion, an advertisement
or promotion for a wagering game nearing a progressive payout, an advertisement or
promotion for merchandise, an adverlisement or promotion for a movie, a movie trailer,
an advertisement or promotion for a casino event, and an advertisement or promotion

for a wagering game.
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14. A method of operating a gaming system, said method comprising:

{a} causing at least one processor to execule a plurality of instructions stored
in at least one memory device 1o monitor a plurality of plays of at least one wagering
game during a designated period;

{b) causing the at least one processor (o execute the plurality of instructions
to, at the end of the designaled period, determine whether a player of the monitored
plays had a positive winning gaming session; and

{c) if the player had a positive winning gaming session, causing the at least
one processor o execute the plurality of instructions o provide at least one advertising

message.

15, The method of Claim 14, wherein the designated period ends upon the

occurrence of a designated friggering svent.

16.  The method of Claim 15, wherein the designated triggering event is the

player cashing out of the gaming system.

17. The method of Claim 14, wherein the designated period is a period of

time.

18. The method of Claim 14, wherein the designated period is a quantily of

plays of the al least one wagering game, the guantity of plays being at least one.

19.  The method of Claim 14, wherein the at least one wagering game includes
at least one winning outcome, and which includes causing the at least one processor to
execute the plurality of instructions to determine that the player had a positive winning
gaming session if a quantity of the monitored plays in which the player achieved the at
east one winning oulcome is greater than or esgual o a designated quaniily of

monitored plays.
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20.  The method of Claim 14, wherein the at least one wagering game includes
at least one winning oulcome, and which includes causing the at least one processor o
execute the plurality of instructions 1o determine that the player had a positive winning
gaming session if a quantity of the at least one winning outcome achieved by the player
in the monitored plays is greater than or sequal o & designaled guantity of winning

outcomes.

21, The method of Claim 14, wherein the at least one wagering game includes
at least one winning outcome and at least one losing outcome, and which includes
causing the at least one processor to execule the pluralily of instructions {o determine
that the player had a positive winning gaming session if a frequency of the at least one
winning ouicome is grealer than or equal to a designaled frequency of winning

guicomaes,

22.  The method of Claim 21, wherein the frequency of the at least one winning
outcome is equal o a quaniity of the monitored plays in which the player achieved the

at least one winning oufcome divided by a total guantity of the monitored plays.

23. The method of Claim 21, wherein the frequency of the at least one winning
outcome is egual to a guantity of the at least one winning outcome achieved in the
monitored plays divided by a sum of the guaniity of the at leas! one winning outcome
achieved in the monitored plays and a quantity of the al least one losing outcome

achieved in the monitored plays.
24.  The method of Claim 21, wherein the frequency of the at least one winning

outcome is equal 1o a quantity of the at least one winning outcome achieved in the

monitored plays divided by a total quantity of the monitored plays.
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25. The method of Claim 14, wherein the al least one wagering game includes
at least one winning oulcome, each winning cutcome being associated with an award,
and which includes causing the at leas! one processor o execute the pluralily of
instructions o determine that the player had a positive winning gaming session if an
amount of nel winnings is greater than or equal {0 a designated amount of net winnings,
the amount of net winnings including any awards won by the player in the monifored

plays minus any wagers placed by the player in the monitored plays.

26. The method of Claim 14, wherein the al least one advertising message is
at least one selected from the group consisting of: & game trailer, a promotional leaser,
a product advertisement or promotion, a gaming system operator advertisement or
promotion, a third party adverlisement or promotion, an advertisement or promotion for
& wagering game nearing a progressive payout, an advertisement or promotion for
merchandise, an adverlisement or promotion for a movie, a movie trailer, an
adveriisement or promotion for a casino event, and an advertisement or promotion for a

wagering game.

27.  The method of Claim 14, which is provided through a data network.

28, The method of Claim 27, wherein the data network is an internat.
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28. A non-transitory compuler readable medium including a plurality of
instructions which, when executed by at least one processor, cause the at least one
processor {0

{a}  monitor a plurality of plays of at least one wagering game during a
designated period;

{b) at the end of the designaled period, determine whether a player of the
monitored plays had a positive winning gaming session,; and

{c) if the player had a positive winning gaming session, provide at least one

adveriising message.

30. The non-transitory computer readable medium of Claim 29, wherein the

designated period ends upon the occurrence of a designated triggering event.

31, The non-transiiory computer readable medium of Claim 30, wherein the

designated triggering event is the player cashing out of the gaming system.

32.  The non-transifory computer readable medium of Claim 28, wherein the

designated period is a period of time.

33. The non-transitory computer readable medium of Claim 29, wherein the
designated period is a quantity of plays of the at least one wagering game, the quantity

of plays being at least one.

34. The non-iransitory computer readable medium of Claim 29, wherein the at
least one wagering game includes at least one winning outcome, and the plurality of
instructions, when executed by the at least one processor, cause the at least one
processor to determine that the player had a positive winning gaming session if a
guantity of the monitored plays in which the player achieved the al least one winning

outcome is greater than or equal 1o a designated quantity of monitored plays.
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35. The non-iransitory computer readable medium of Claim 29, wherein the at
least one wagering game includes at least one winning outcome, and the plurality of
instructions, when executed by the at least one processor, cause the at least one
processor to determine that the player had a positive winning gaming session if a
guantity of the al least one winning outcome achieved by the player in the monilored

plays is greater than or equal {o a designated guaniity of winning outcomes.

36.  The non-transitory computer readable medium of Claim 28, wherein the at
least one wagering game includes at least one winning oulcome and at least one losing
outcome, and the plurality of instructions, when executed by the at least one processor,
cause the at least one processor to determine that the player had a positive winning
gaming session if a frequency of the at least one winning outcome is greater than or

ggual to g designated frequency of winning ocutcomes.

37. The non-transitory compuier readable medium of Claim 36, wherein the
frequency of the at least one winning culcome is equal o a guantity of the monitored
plays in which the player achieved the at least one winning outcome divided by a tolal

guantity of the monitored plays.

38. The non-transitory computer readable medium of Claim 36, wherein the
frequency of the at least one winning outcome is equal {0 a quantity of the at least one
winning outcome achieved in the monitored plays divided by a sum of the guantity of the
at least one winning cutcome achieved i the monitored plays and a quantity of the at

least one losing outcome achieved in the monitored plays.

38,  The non-transitory computer readable medium of Claim 36, wherein the
freguency of the at least one winning outcome is equal to a8 quantity of the at least one
winning outcome achieved in the monitored plays divided by a lotal guantity of

monitored plays.
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40.  The non-transitory computer readable medium of Claim 29, wherein the at
least one wagering game includes at least one winning outcoms, sach winning outcome
being associated with an award, and the pluralily of instructions, when executed by the
at least one processor, cause the at least one processor {0 determine that the player
had a positive winning gaming session if an amount of net winnings is greater than or
equal to a designated amount of net winnings, the amount of net winnings including any
awards won by the player in the monitored plays minus any wagers placed by the player

in the monitored plays.

41.  The non-lransitory computer readable medium of Claim 29, whergin the at
least one advertising message is at least one selected from the group consisting of: a
game trailer, a promotional {easer, a product advertisement or promotion, a gaming
system operator advertisement or promotion, a third party adverisement or promotion,
an advertisement or promotion for a wagering game nearing a progressive payout, an
adveriisement or promotion for merchandise, an advertisement or promotion for a
movie, a movie trailer, an advertisement or promotion for a casing event, and an

advertisement or promotion for a wagering game.
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