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PRODUCTS AND PROCESSES FOR 
DETERMINING A BENEFIT BASED ON 
OCCURRENCES OF AN OUTCOME 

0001. The present application claims the benefit of pri 
ority of each of the following U.S. Provisional Patent 
Applications: 

(i) U.S. Provisional Patent Application Ser. No. 60/627,670, 
filed on Nov. 12, 2004 and entitled GAMING DEVICE 
OFFERING AFLATRATE PLAY SESSION AND METH 
ODS THEREOF; 

(ii) U.S. Provisional Patent Application Ser. No. 60/637,338, 
filed on Dec. 17, 2004 and entitled GAMING DEVICE 
OFFERING AFLATRATE PLAY SESSION AND METH 
ODS THEREOF; and 
(iii) U.S. Provisional Patent Application Ser. No. 60/679, 
138, filed on May 9, 2005 and entitled SYSTEMS, METH 
ODS AND APPARATUS FOR FACILITATING A FLAT 
RATE PLAY SESSION ON AGAMING DEVICE 

The entirety of each of the above applications is incorpo 
rated herein by reference as part of the present disclosure. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0002 FIG. 1 illustrates a system according to an embodi 
ment. 

0003 FIG. 2a illustrates a slot machine according to an 
embodiment. 

0004 FIG.2b is a plan view of a slot machine according 
to an embodiment. 

0005 FIG. 3 illustrates a slot network server according 
to an embodiment. 

0006 FIG. 4 illustrates a casino player database of a 
server according to an embodiment. 
0007 FIG. 5 illustrates a flat rate database of a slot 
machine according to an embodiment. 
0008 FIG. 6 illustrates a payout table of a slot machine 
according to an embodiment. 
0009 FIG. 7 illustrates a calculation table of a slot 
machine according to an embodiment. 
0010 FIGS. 8a and 8b are a flow diagram illustrating a 
method according to an embodiment. 
0011 FIG. 9 is a flow diagram illustrating a method 
according to an embodiment. 
0012 FIG. 10 is a flow diagram illustrating a method 
according to an embodiment. 
0013 FIGS. 11a and 11b is a flow diagram illustrating a 
method according to an embodiment. 
0014 FIGS. 12a and 12b is a flow diagram illustrating a 
method according to an embodiment. 
0.015 FIG. 13 is a flow diagram illustrating a method 
according to an embodiment. 
0016 FIG. 14 illustrates a flat rate price package data 
base of a slot machine according to an embodiment. 
0017 FIG. 15 is a flow diagram illustrating a method 
according to an embodiment. 
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0018 FIG. 16 is a flow diagram illustrating a method 
according to an embodiment. 
0019 FIG. 17 illustrates a casino server according to an 
embodiment. 

0020 FIG. 18 illustrates an insurer device according to 
an embodiment. 

0021 FIG. 19 illustrates a gaming device according to an 
embodiment. 

0022 FIG. 20 illustrates a player device according to an 
embodiment. 

0023 FIG. 21 is a table illustrating an embodiment of a 
player database. 
0024 FIG. 22 is a table illustrating an embodiment of a 
gaming device database. 
0025 FIG. 23 is a table illustrating an embodiment of a 
contract database. 

0026 FIG. 24 is a flow diagram illustrating a method 
according to an embodiment. 
0027 FIG. 25 is a plan view of a game screen according 
to an embodiment. 

0028 FIG. 26 depicts an exemplary output of a game 
screen according to an embodiment. 
0029 FIG. 27 is an example of information that may be 
presented to a player according to an embodiment. 
0030 FIG. 28 is an example of information that may be 
presented to a player according to an embodiment. 
0031 FIG. 29 is an example of information that may be 
presented to a player according to an embodiment. 
0032 FIG. 30 is an example of information that may be 
presented to a player according to an embodiment. 
0033 FIG. 31 is an example of information that may be 
presented to a player according to an embodiment. 
0034 FIG. 32 is an example of information that may be 
presented to a player according to an embodiment. 
0035 FIG.33 is an example of information that may be 
presented to a player according to an embodiment. 
0036 FIG. 34 is an example of information that may be 
presented to a player according to an embodiment. 
0037 FIG. 35 is an example of information that may be 
presented to a player according to an embodiment. 
0038 FIG. 36 is an example of information that may be 
presented to a player according to an embodiment. 
0.039 FIG. 37 is an example of information that may be 
presented to a player according to an embodiment. 
0040 FIG. 38 is an example of information that may be 
presented to a player according to an embodiment. 
0041 FIG. 39 is an example of information that may be 
presented to a player according to an embodiment. 
0042 FIG. 40 is an example of information that may be 
presented to a player according to an embodiment. 
0043 FIG. 41 is an example of information that may be 
presented to a player according to an embodiment. 
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0044 FIG. 42 is an example of information that may be 
presented to a player according to an embodiment. 

DETAILED DESCRIPTION 

The following U.S. patent applications are incorporated by 
reference herein as part of the present disclosure: 
0045 (a) U.S. patent application Ser. No. , filed 
on Nov. 14, 2005 and entitled METHODS AND APPARA 
TUS FOR FACILITATING ACCELERATED PLAY OF A 
FLAT RATE PLAY GAMING SESSION (attorney docket 
no 05-049): 
0046 (b) U.S. patent application Ser. No. , filed 
on Nov. 14, 2005 and entitled METHODS AND APPARA 
TUS FOR REVIEWING GAME PLAY OF A FLATRATE 
PLAY SESSION (attorney docket no 05-050); and 
0047 (c) U.S. patent application Ser. No. , filed 
on Nov. 14, 2005 and entitled METHODS AND APPARA 
TUS FOR PAUSING A FLAT RATE PLAY GAMING 
SESSION. 

The following sections I-VIII provide a guide to interpreting 
the present application. 
I. Terms 

0.048. The term “product” means any machine, manufac 
ture and/or composition of matter, unless expressly specified 
otherwise. 

0049. The term “process” means any process, algorithm, 
method or the like, unless expressly specified otherwise. 
0050 Each process (whether called a method, algorithm 
or otherwise) inherently includes one or more steps, and 
therefore all references to a “step” or “steps” of a process 
have an inherent antecedent basis in the mere recitation of 
the term process or a like term. Accordingly, any reference 
in a claim to a step or steps of a process has sufficient 
antecedent basis. 

0051) The terms “an embodiment”, “embodiment”, 
"embodiments', “the embodiment”, “the embodiments', 
“one or more embodiments”, “some embodiments', 'certain 
embodiments”, “one embodiment”, “another embodiment’ 
and the like mean “one or more (but not all) embodiments 
of the disclosed invention(s), unless expressly specified 
otherwise. 

0.052 A reference to “another embodiment” in describing 
an embodiment does not imply that the referenced embodi 
ment is mutually exclusive with another embodiment (e.g., 
an embodiment described before the referenced embodi 
ment), unless expressly specified otherwise. 
0053. The terms “including”, “comprising and varia 
tions thereof mean “including but not limited to’, unless 
expressly specified otherwise. 

0054) The terms “a”, “an” and “the mean “one or more', 
unless expressly specified otherwise. 

0055. The term “plurality” means “two or more', unless 
expressly specified otherwise. 

0056. The term “herein” means “in the present applica 
tion, including anything which may be incorporated by 
reference’, unless expressly specified otherwise. 
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0057 The phrase “at least one of, when such phrase 
modifies a plurality of things (such as an enumerated list of 
things) means any combination of one or more of those 
things, unless expressly specified otherwise. For example, 
the phrase “at least one of a widget, a car and a wheel' 
means either (i) a widget, (ii) a car, (iii) a wheel, (iv) a 
widget and a car, (v) a widget and a wheel, (vi) a car and a 
wheel, or (vii) a widget, a car and a wheel. 
0.058 Numerical terms such as “one”, “two”, etc. when 
used as cardinal numbers to indicate quantity of something 
(e.g., one widget, two widgets), mean the quantity indicated 
by that numerical term, but do not mean at least the quantity 
indicated by that numerical term. For example, the phrase 
“one widget does not mean “at least one widget, and 
therefore the phrase “one widget does not cover, e.g., two 
widgets. 

0059) The phrase “based on does not mean “based only 
on', unless expressly specified otherwise. In other words, 
the phrase “based on describes both “based only on' and 
“based at least on”. 

0060. The term “represent” and like terms are not exclu 
sive, unless expressly specified otherwise. For example, the 
term “represents’ do not mean “represents only', unless 
expressly specified otherwise. In other words, the phrase 
“the data represents a credit card number describes both 
“the data represents only a credit card number and “the data 
represents a credit card number and the data also represents 
something else'. 
0061 The term “whereby” is used herein only to precede 
a clause or other set of words that express only the intended 
result, objective or consequence of Something that is previ 
ously and explicitly recited. Thus, when the term “whereby 
is used in a claim, the clause or other words that the term 
“whereby modifies do not establish specific further limita 
tions of the claim or otherwise restricts the meaning or scope 
of the claim. 

II. Determining 

0062) The term “determining” and grammatical variants 
thereof (e.g., to determine a price, determining a value, 
determine an object which meets a certain criterion) is used 
in an extremely broad sense. The term “determining 
encompasses a wide variety of actions and therefore “deter 
mining can include calculating, computing, processing, 
deriving, investigating, looking up (e.g., looking up in a 
table, a database or another data structure), ascertaining and 
the like. Also, "determining can include receiving (e.g., 
receiving information), accessing (e.g., accessing data in a 
memory) and the like. Also, “determining can include 
resolving, selecting, choosing, establishing, and the like. 

0063. The term “determining does not imply certainty or 
absolute precision, and therefore “determining can include 
estimating, predicting, guessing and the like. 

0064. The term “determining does not imply that math 
ematical processing must be performed, and does not imply 
that numerical methods must be used, and does not imply 
that an algorithm or process is used. 

0065. The term “determining does not imply that any 
particular device must be used. For example, a computer 
need not necessarily perform the determining. 
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III. Indication 

0.066 The term “indication' is used in an extremely 
broad sense. The term “indication' encompasses a wide 
variety of means of Serving as a sign, symptom, or token of 
Something else. 
0067 For example, the term “indication” may be used to 
refer to any indicia and/or other information indicative of or 
associated with a Subject, item, entity, and/or other object 
and/or idea. 

0068. As used herein, the phrases “information indicative 
of and “indicia” may be used to refer to any information 
that represents, describes, and/or is otherwise associated 
with a related entity, subject, or object. 
0069 Indicia of information may include, for example, a 
code, a reference, a link, a signal, an identifier, and/or any 
combination thereof and/or any other informative represen 
tation associated with the information. 

0070. In some embodiments, indicia of information (or 
indicative of the information) may be or include the infor 
mation itself and/or any portion or component of the infor 
mation. In some embodiments, an indication may include a 
request, a Solicitation, a broadcast, and/or any other form of 
information gathering and/or dissemination. 
IV. Forms of Sentences 

0071. Where a limitation of a first claim would cover one 
of a feature as well as more than one of a feature (e.g., a 
limitation Such as “at least one widget covers one widget as 
well as more than one widget), and where in a second claim 
that depends on the first claim, the second claim uses a 
definite article “the to refer to the limitation (e.g., “the 
widget'), this does not imply that the first claim covers only 
one of the feature, and this does not imply that the second 
claim covers only one of the feature (e.g., “the widget can 
cover both one widget and more than one widget). 
0072) When an ordinal number (such as “first”, “second, 
“third and so on) is used as an adjective before a term, that 
ordinal number is used (unless expressly specified other 
wise) merely to indicate a particular feature, such as to 
distinguish that particular feature from another feature that 
is described by the same term or by a similar term. For 
example, a “first widget may be so named merely to 
distinguish it from, e.g., a 'second widget'. Thus, the mere 
usage of the ordinal numbers “first and “second before the 
term “widget does not indicate any other relationship 
between the two widgets, and likewise does not indicate any 
other characteristics of either or both widgets. For example, 
the mere usage of the ordinal numbers “first and “second 
before the term “widget' (1) does not indicate that either 
widget comes before or after any other in order or location; 
(2) does not indicate that either widget occurs or acts before 
or after any other in time; and (3) does not indicate that 
either widget ranks above or below any other, as in impor 
tance or quality. In addition, the mere usage of ordinal 
numbers does not define a numerical limit to the features 
identified with the ordinal numbers. For example, the mere 
usage of the ordinal numbers “first and “second before the 
term “widget does not indicate that there must be no more 
than two widgets. 
0073. When a single device or article is described herein, 
more than one device/article (whether or not they cooperate) 
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may alternatively be used in place of the single device? 
article that is described. Accordingly, the functionality that 
is described as being possessed by a device may alterna 
tively be possessed by more than one device/article (whether 
or not they cooperate). 

0074 Similarly, where more than one device or article is 
described herein (whether or not they cooperate), a single 
device/article may alternatively be used in place of the more 
than one device or article that is described. For example, a 
plurality of computer-based devices may be substituted with 
a single computer-based device. Accordingly, the various 
functionality that is described as being possessed by more 
than one device or article may alternatively be possessed by 
a single device/article. 
0075. The functionality and/or the features of a single 
device that is described may be alternatively embodied by 
one or more other devices which are described but are not 
explicitly described as having Such functionality/features. 
Thus, other embodiments need not include the described 
device itself, but rather can include the one or more other 
devices which would, in those other embodiments, have 
Such functionality/features. 
V. Disclosed Examples and Terminology are not Limiting 

0076) Numerous embodiments are described in the 
present application, and are presented for illustrative pur 
poses only. The described embodiments are not, and are not 
intended to be, limiting in any sense. The presently disclosed 
invention(s) are widely applicable to numerous embodi 
ments, as is readily apparent from the disclosure. One of 
ordinary skill in the art will recognize that the disclosed 
invention(s) may be practiced with various modifications 
and alterations, such as structural, logical, Software, and 
electrical modifications. Although particular features of the 
disclosed invention(s) may be described with reference to 
one or more particular embodiments and/or drawings, it 
should be understood that such features are not limited to 
usage in the one or more particular embodiments or draw 
ings with reference to which they are described, unless 
expressly specified otherwise. 

0077. The present disclosure is neither a literal descrip 
tion of all embodiments of the invention nor a listing of 
features of the invention which must be present in all 
embodiments. 

0078 Neither the Title (set forth at the beginning of the 
first page of the present application) nor the Abstract (set 
forth at the end of the present application) is to be taken as 
limiting in any way as the scope of the disclosed inven 
tion(s). An Abstract has been included in this application 
merely because an Abstract of not more than 150 words is 
required under 37 C.F.R.S 1.72(b). 
0079 The title of the present application and headings of 
sections provided in the present application are for conve 
nience only, and are not to be taken as limiting the disclosure 
in any way. 

0080 Devices that are described as in communication 
with each other need not be in continuous communication 
with each other, unless expressly specified otherwise. On the 
contrary, Such devices need only transmit to each other as 
necessary or desirable, and may actually refrain from 
exchanging data most of the time. For example, a machine 
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in communication with another machine via the Internet 
may not transmit data to the other machine for weeks at a 
time. In addition, devices that are in communication with 
each other may communicate directly or indirectly through 
one or more intermediaries. 

0081. A description of an embodiment with several com 
ponents or features does not imply that all or even any of 
Such components/features are required. On the contrary, a 
variety of optional components are described to illustrate the 
wide variety of possible embodiments of the present inven 
tion(s). Unless otherwise specified explicitly, no component/ 
feature is essential or required. 
0082 Although process steps, algorithms or the like may 
be described in a sequential order, such processes may be 
configured to work in different orders. In other words, any 
sequence or order of steps that may be explicitly described 
does not necessarily indicate a requirement that the steps be 
performed in that order. The steps of processes described 
herein may be performed in any order practical. Further, 
Some steps may be performed simultaneously despite being 
described or implied as occurring non-simultaneously (e.g., 
because one step is described after the other step). Moreover, 
the illustration of a process by its depiction in a drawing 
does not imply that the illustrated process is exclusive of 
other variations and modifications thereto, does not imply 
that the illustrated process or any of its steps are necessary 
to the invention, and does not imply that the illustrated 
process is preferred. 

0.083 Although a process may be described as including 
a plurality of steps, that does not imply that all or any of the 
steps are essential or required. Various other embodiments 
within the scope of the described invention(s) include other 
processes that omit some or all of the described steps. Unless 
otherwise specified explicitly, no step is essential or 
required. 

0084. Although a product may be described as including 
a plurality of components, aspects, qualities, characteristics 
and/or features, that does not indicate that all of the plurality 
are essential or required. Various other embodiments within 
the scope of the described invention(s) include other prod 
ucts that omit some or all of the described plurality. 

0085. An enumerated list of items (which may or may not 
be numbered) does not imply that any or all of the items are 
mutually exclusive, unless expressly specified otherwise. 
Likewise, an enumerated list of items (which may or may 
not be numbered) does not imply that any or all of the items 
are comprehensive of any category, unless expressly speci 
fied otherwise. For example, the enumerated list “a com 
puter, a laptop, a PDA does not imply that any or all of the 
three items of that list are mutually exclusive and does not 
imply that any or all of the three items of that list are 
comprehensive of any category. 

VI. Computing 

0086. It will be readily apparent to one of ordinary skill 
in the art that the various processes described herein may be 
implemented by, e.g., appropriately programmed general 
purpose computers and computing devices. Typically a 
processor (e.g., one or more microprocessors, one or more 
microcontrollers, one or more digital signal processors) will 
receive instructions (e.g., from a memory or like device), 
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and execute those instructions, thereby performing one or 
more processes defined by those instructions. 
0087 Thus a description of a process is likewise a 
description of an apparatus for performing the process. 

0088. Further, programs that implement such methods 
and algorithms may be stored and transmitted using a variety 
of media (e.g., computer readable media) in a number of 
manners. In some embodiments, hard-wired circuitry or 
custom hardware may be used in place of, or in combination 
with, software instructions for implementation of the pro 
cesses of various embodiments. Thus, embodiments are not 
limited to any specific combination of hardware and soft 
Ware 

0089. Thus, a description of a process is likewise a 
description of a computer-readable medium storing program 
which is capable of directing a processor to perform the 
process. 

0090. Just as the description of various steps in a process 
does not indicate that all the described steps are required, 
embodiments of an apparatus include a computer/computing 
device operable to perform some (but not necessarily all) of 
the described process. 
0091 A“processor” means one or more microprocessors, 
central processing units (CPUs), computing devices, micro 
controllers, digital signal processors, or like devices or any 
combination thereof. 

0092. The term “computer-readable medium” refers to 
any medium that participates in providing data (e.g., instruc 
tions) which may be read by a computer, a processor or a like 
device. Such a medium may take many forms, including but 
not limited to, non-volatile media, Volatile media, and trans 
mission media. Non-volatile media include, for example, 
optical or magnetic disks and other persistent memory. 
Volatile media include dynamic random access memory 
(DRAM), which typically constitutes the main memory. 
Transmission media include coaxial cables, copper wire and 
fiber optics, including the wires that comprise a system bus 
coupled to the processor. Transmission media may include 
or convey acoustic waves, light waves and electromagnetic 
emissions, such as those generated during radio frequency 
(RF) and infrared (IR) data communications. Common 
forms of computer-readable media include, for example, a 
floppy disk, a flexible disk, hard disk, magnetic tape, any 
other magnetic medium, a CD-ROM, DVD, any other 
optical medium, punch cards, paper tape, any other physical 
medium with patterns of holes, a RAM, a PROM, an 
EPROM, a FLASH-EEPROM, any other memory chip or 
cartridge, a carrier wave as described hereinafter, or any 
other medium from which a computer can read. 
0093 Various forms of computer readable media may be 
involved in carrying sequences of instructions to a proces 
sor. For example, sequences of instruction (i) may be 
delivered from RAM to a processor, (ii) may be carried over 
a wireless transmission medium, and/or (iii) may be format 
ted according to numerous formats, standards or protocols, 
such as Bluetooth, TDMA, CDMA, and 3G. 

0094) Where databases are described, it will be under 
stood by one of ordinary skill in the art that (i) alternative 
database structures to those described may be readily 
employed, and (ii) other memory structures besides data 
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bases may be readily employed. Any illustrations or descrip 
tions of any sample databases presented herein are illustra 
tive arrangements for stored representations of information. 
Any number of other arrangements may be employed 
besides those suggested by, e.g., tables illustrated in draw 
ings or elsewhere. Similarly, any illustrated entries of the 
databases represent exemplary information only; one of 
ordinary skill in the art will understand that the number and 
content of the entries can be different from those described 
herein. Further, despite any depiction of the databases as 
tables, other formats (including relational databases, object 
based models and/or distributed databases) could be used to 
store and manipulate the data types described herein. Like 
wise, object methods or behaviors of a database can be used 
to implement various processes, such as the described 
herein. In addition, the databases may, in a known manner, 
be stored locally or remotely from a device which accesses 
data in Such a database. 

0.095 The present invention can be configured to work in 
a network environment including a computer that is in 
communication, via a communications network, with one or 
more devices. The computer may communicate with the 
devices directly or indirectly, via a wired or wireless 
medium such as the Internet, LAN, WAN or Ethernet, Token 
Ring, or via any appropriate communications means or 
combination of communications means. Each of the devices 
may comprise computers, such as those based on the Intel(R) 
Pentium(R) or Centrino TM processor, that are adapted to 
communicate with the computer. Any number and type of 
machines may be in communication with the computer. 
VII. Continuing Applications 

0096. The present disclosure provides, to one of ordinary 
skill in the art, an enabling description of several embodi 
ments and/or inventions. Some of these embodiments and/or 
inventions may not be claimed in the present application, but 
may nevertheless be claimed in one or more continuing 
applications that claim the benefit of priority of the present 
application. Applicants intend to file additional applications 
to pursue patents for Subject matter that has been disclosed 
and enabled but not claimed in the present application. 

VII. 35 U.S.C. S 112, paragraph 6 

0097. In a claim, a limitation of the claim which includes 
the phrase “means for or the phrase “step for means that 
35 U.S.C. S 112, paragraph 6, applies to that limitation. 

0098. In a claim, a limitation of the claim which does not 
include the phrase “means for or the phrase “step for 
means that 35 U.S.C. S 112, paragraph 6 does not apply to 
that limitation, regardless of whether that limitation recites 
a function without recitation of structure, material or acts for 
performing that function. For example, in a claim, the mere 
use of the phrase “step of or the phrase “steps of in 
referring to one or more steps of the claim or of another 
claim does not mean that 35 U.S.C. S 112, paragraph 6, 
applies to that step(s). 

0099. With respect to a means or a step for performing a 
specified function in accordance with 35 U.S.C. S 112, 
paragraph 6, the corresponding structure, material or acts 
described in the specification, and equivalents thereof, may 
perform additional functions as well as the specified func 
tion. 
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0.100 Computers, processors, computing devices and like 
products are structures that can perform a wide variety of 
functions. Such products can be operable to perform a 
specified function by executing one or more programs, such 
as a program Stored in a memory device of that product or 
in a memory device which that product accesses. Unless 
expressly specified otherwise, Such a program need not be 
based on any particular algorithm, Such as any particular 
algorithm that might be disclosed in the present application. 
It is well known to one of ordinary skill in the art that a 
specified function may be implemented via different algo 
rithms, and any of a number of different algorithms would 
be a mere design choice for carrying out the specified 
function. 

0101 Therefore, with respect to a means or a step for 
performing a specified function in accordance with 35 
U.S.C. S 112, paragraph 6, structure corresponding to a 
specified function includes any product programmed to 
perform the specified function. Such structure includes pro 
grammed products which perform the function, regardless of 
whether Such product is programmed with (i) a disclosed 
algorithm for performing the function, (ii) an algorithm that 
is similar to a disclosed algorithm, or (iii) a different 
algorithm for performing the function. 

0102 Various embodiments disclosed herein include 
methods, apparatus and articles of manufacture for provid 
ing a gaming session using a gaming device. In an embodi 
ment, the method includes identifying at least one price 
parameter, determining a flat rate price based upon the at 
least one identified price parameter, and initiating a flat rate 
play session of the gaming device upon receiving an indi 
cation of payment of the flat rate price. The flat rate play 
session spans a pre-established duration. A duration may 
comprise a specified amount of time and/or a specified 
number of game plays (e.g. handle pulls of a slot machine, 
hands of a poker game). 

0103) In an embodiment, the flat rate play session may be 
purchased by purchasing a contract from a casino, in which 
the contract specifies terms, for example, a price the pur 
chaser is to pay for the contract, a duration of play of a 
gaming device, and a threshold number of credits above 
which the player may collect winnings from a gaming 
device. In an embodiment, terms of the contract may be 
determined based on player-selected price parameters and/or 
operator-controlled price parameters. In some embodiments, 
Such a contract may involve a third party that acts as an 
insurer. 

0104. In an embodiment, the price parameter is a player 
selected price parameter, and may include parameters such 
as the amount wagered per play, jackpot structure, length of 
the flat rate play session, the type of gaming device, time of 
day, day of the week, and/or day of the year. In an embodi 
ment, the price parameter is an operator-selected price 
parameter, and may include parameters such as player status 
rating, availability of gaming devices, and anticipated avail 
ability of gaming devices. The price parameter may include 
one or more parameters that are player selected, and one or 
more parameters that are operator selected. 

0105 Various embodiments are described herein. 
Although certain embodiments are directed to reel slot 
machines, the present invention(s) are equally applicable to 
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other types of gaming devices, such as video poker 
machines, video blackjack machines, video roulette, video 
keno and the like. 

0106 Various methods and apparatus provide for a gam 
ing device having a flat rate play session. As used herein, flat 
rate play session is defined as a period of play in which the 
player need not make funds available for any play during the 
play session. The flat rate play session spans multiple plays 
of the gaming device. These multiple plays are aggregated 
into intervals or segments of play. The term “interval as 
used herein could include time, plays, plays with certain 
outcomes, handle pulls, and/or any other segment in which 
slot machine play could be divided (e.g., two hours, one 
hundred spins, fifty winning spins). 
0107. In an embodiment, a player enters player-identify 
ing information and player-selected price parameters, for 
example, using a gaming device to enter the information and 
the parameters. The price parameters define the flat rate play 
session, describing features such as the duration of play, the 
(minimum) denomination of the gaming device, the jackpots 
that are active, etc. The gaming device stores the player 
selected price parameters and retrieves or otherwise deter 
mines the flat rate price of playing the gaming device for the 
flat rate play session. The player-selected price parameters, 
along with any operator-selected price parameters, deter 
mine the flat rate price. For example, it might cost twenty 
five dollars to play for half an hour. Should the player decide 
to pay the flat rate price, the player can simply deposit that 
amount into the gaming device or make a credit account 
available for the gaming device to debit. 
0108. Once the player initiates play, the gaming device 
tracks the flat rate play session and stops the play when the 
session is completed, usually when a time limit has expired. 
During the play session, the player is not required to deposit 
any coins. Payouts are made either directly to the player in 
the form of coins or indirectly in the form of credits to the 
credit balance stored in the machine. The player balance 
could be stored in a number of mediums, such as Smart 
cards, credit card accounts, debit cards, and hotel credit 
acCOunts. 

0109 The term “video poker machine' includes, but is 
not limited to, the various programmable video-game appa 
ratus including a video lottery terminal. In addition, the term 
“standard deck of playing cards’ refers to a collection of 
fifty-two (52) cards comprising four (4) sets of cards iden 
tified by the characters 2 through 10, jack (“J”), queen (“O'”), 
king (“K”), and ace (“A”). Each of the four (4) sets of cards 
is differentiated by one of four (4) Suits, namely, a spade 
(“s'), club (“c”), heart (“h”), or diamond (“d'). One or more 
jokers may also be included for use as the highest card or as 
a wild card. Reference to a deck of playing cards, unless 
specified otherwise, shall include one or more decks of 
playing cards. One or more decks can also be used in a single 
game. An "infinite' deck of playing cards refers to a deck 
wherein any single playing card can be dealt a repeated 
number of times. 

0110. With reference to FIG. 1, a system 100 according 
to one embodiment of the present invention is shown. In 
general, the system 100 comprises multiple slot machines 
102 and a slot network server 106. In the present embodi 
ment, each slot machine 102, which is uniquely identified by 
a machine identification (ID) number, communicates with 
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the slot network server 106 via a slot network 104. The slot 
network 104 is preferably a conventional local area network 
controlled by the server 106. It is to be understood, however, 
that other arrangements in which the slot machines 102 
communicate with the server 106 are within the scope of the 
present invention. 

0111. As will be described in greater detail below, in one 
embodiment, the slot machine 102 communicates player 
identifying information to the slot network server 106. The 
slot network server 106, in turn, verifies the player identi 
fying information. The slot machine 102 also calculates a 
flat rate price based on both player selected and casino 
determined price parameters and displays the flat rate price 
to the player. The player may then accept the flat rate price 
and initiate play. In another embodiment, the present inven 
tion may be practiced without server 106, in an arrangement 
in which the slot machine 102 calculates the flat rate price. 

0112. With reference to FIG. 2a, the slot machine 102 
will now be described in greater detail. The slot machine 102 
contains a Central Processing Unit (CPU) 210, a clock 212, 
and an operating system 214 (typically stored in memory as 
software). The CPU 210 executes instructions of a program 
stored in Read Only Memory (ROM) 216 for playing the slot 
machine 102. The Random Access Memory (RAM) 218 
temporarily stores information passed to it by the CPU 210 
during play. Also in communication with the CPU 210 is a 
Random Number Generator (RNG) 220. 
0113. With respect to gaming operations, the slot 
machine 102 operates in a conventional manner. The player 
starts the machine 102 by inserting a coin into coin acceptor 
248, or using electronic credit, and pressing the starting 
controller 222. Under control of a program stored, for 
example in a data storage device 224 or ROM 216, the CPU 
210 initiates the RNG 220 to generate a number. The CPU 
210 looks up the generated random number in a stored 
probability table 226, which contains a list which matches 
random numbers to corresponding outcomes, and finds the 
appropriate outcome. Based on the identified outcome, the 
CPU 210 locates the appropriate payout in a stored payout 
table 228. The CPU 210 also directs a reel controller 230 to 
spin reels 232, 234, 236 and to stop them at a point when 
they display a combination of symbols corresponding to the 
appropriate payout. When the player wins, the machine 
stores the credits in RAM 218 and displays the current 
balance in video display area 238. In an alternate embodi 
ment, the slot machine 102 dispenses the coins to a payout 
tray (not shown), and in another embodiment, the slot 
network server 106 stores the player credits. 

0.114) A hopper controller 240 is connected to a hopper 
242 for dispensing coins. When the player requests to cash 
out by pushing a cashout button (not shown) on the slot 
machine 102, the CPU 210 checks the RAM 218 to see if the 
player has any credit and, if so, signals the hopper controller 
240 to release an appropriate number of coins into a payout 
tray (not shown). A coin acceptor 248 is also coupled to the 
CPU 210. Each coin received by the coin acceptor 248 is 
registered by the CPU 210. 

0.115. In alternate embodiments, the slot machine 102 
does not include the reel controller 230 and reels 232, 234 
and 236. Instead, a video display area 238 graphically 
displays representations of objects contained in the selected 
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game. Such as graphical reels or playing cards. These 
representations are preferably animated to display playing of 
the selected game. 
0116. Also in communication with the CPU 210 is a 
player tracking device 260. The tracking device 260 com 
prises a card reader 266 for reading player identifying 
information stored on a player tracking card. As used herein, 
the term player identifying information denotes any infor 
mation or compilation of information that uniquely identi 
fies a player. In the present embodiment, the identifying 
information is a player identification (ID) number. Although 
not so limited, the player tracking card of the present 
embodiment stores the player ID on a magnetic strip located 
thereon. Such a magnetic strip and device to read the 
information stored on the magnetic strip are well known. 
0117 The player tracking device 260 also includes a 
display 262 and a player interface 264. The player interface 
264 may include a keypad and/or a touchscreen display. In 
operation, as discussed below, the slot machine 102 displays 
a message prompting the player to enter player selected 
price parameters. In the present embodiment, a player may 
enter the player selected price parameters via the player 
interface 264. Because the player interface 264 is part of the 
tracking device 260, it is, therefore, in communication with 
the CPU 210. Alternatively, input of selected price param 
eters may be accomplished through video display area 238 
if it is configured with touch screen capabilities. 
0118. The slot machine 102 also includes a series of bet 
buttons 272, 274, 276. The bet buttons include “Bet 1 
coin'272, “Bet 2 coins'274, and “Bet 3 coins'276. The bet 
buttons 272, 274, 276 are coupled to the CPU 210. There 
fore, pressing one transmits a signal to the CPU 210 indi 
cating how much a player is wagering on a given play. 
0119) The databases stored in the data storage device 224 
include a probability table 226, a calculation table 227, a 
payout table 228, a flat rate price package database 229, and 
a flat rate database 246. As discussed in greater detail below, 
the flat rate database 246 and the calculation table 227 store 
information related to the flat rate play session and calcu 
lation of the flat rate price, respectively. The flat rate price 
package database 229 stores information describing differ 
ent pre-established flat rate packages as custom designed by 
the casino. 

0120 Also connected to the CPU 210 is a slot network 
interface 250. The slot network interface 250 provides a 
communication path from the slot machine 102 to slot 
network server 106 through the slot network 104. Thus, as 
discussed in greater detail below, information is communi 
cated among the player tracking card, player tracking device 
260, slot machine 102, and slot network server 106. 

0121 With reference to FIG. 2b, the plan view of slot 
machine 102, will now be described below. FIG.2b depicts 
slot machine 102 displaying player selected price parameter 
options on video display area 238. 
0122) Included in the displayed parameters is amount 
wagered per play 712, interval 714, duration of interval 722, 
and active pay combinations 720. As will be described 
further below, after the player has selected the desired price 
parameters, the slot machine 102 displays a flat rate price 
724. Once the player has accepted the flat rate price and 
made the appropriate funds available, play may commence. 
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0123. The slot network server 106 will now be described 
in greater detail with reference to FIG. 3. Like the slot 
machine 102 of FIG. 2, the slot network server 106 has a 
Central Processing Unit (CPU) 310. The CPU 310, which 
has a clock 312 associated therewith, executes instructions 
of a program stored in Read Only Memory (ROM) 320. 
During execution of the program instructions, the CPU 310 
temporarily stores information in the Random Access 
Memory (RAM) 330. 
0.124. Additionally, the CPU 310 is coupled to a data 
storage device 340, having a flat rate database 246, trans 
action processor 342 and a casino player database 344. In 
general, the transaction processor 342 manages the contents 
of the data storage devices 340. As discussed in detail below, 
the casino player database 344 stores information specific to 
each player, including player identifying information. 

0.125. In order to communicate with the slot machines 
102, the slot network server 106 also includes a communi 
cation port 350. The communication port 350 is coupled to 
the CPU 310 and a slot machine interface 360. Thus, the 
CPU 310 can control the communication port 350 to receive 
information from the data storage device 340 and RAM330 
and transmit the information to the slot machines 102 and 
Vice versa. 

0.126. It is to be understood that because the slot 
machines 102 are in communication with the slot network 
server 106, information stored in a slot machine 102 may be 
stored in the server 106 and vice versa. Thus, for example, 
in an alternate embodiment, the server 106 rather than the 
slot machine 102 includes the payout table 228, flat rate 
database 246, and/or calculation table 227. 

0127. The casino player database 344 of the present 
embodiment, as shown in FIG. 4, includes multiple records 
having multiple fields of information. Specifically, the 
casino player database 344 comprises multiple records, each 
record being associated with a particular player, as identified 
by a player identification (ID) number. The fields within 
each record include: player identification (ID) number 410. 
social security number 412, name 414, address 416, tele 
phone number 418, credit card number 420, credit balance 
422, complimentary information, such as total accumulated 
complimentary points 424, whether the player is a hotel 
guest 426, player status rating 428, and value of interval 
remaining 430. Having information related to one field, such 
as player ID 410, allows the slot network server 106 to 
retrieve all information stored in corresponding fields of that 
player record. 

0128. It is to be understood that not all of these identi 
fying fields are necessary for operation of the present 
embodiment. For example, the name 414, Social security 
number 412, address 416, telephone number 418, credit card 
number 420, and hotel guest 426 fields are merely repre 
sentative of additional information that may be stored and 
used for other purposes. In one embodiment, credit card 
number 420 and hotel guest 426 are used for billing purposes 
and Social security number 412 is used to generate tax forms 
when a player wins a jackpot over a given amount. 
0.129 Complimentary points awarded 424 is further illus 
trative of additional information a casino may store in a 
player's record. As described below, a player's complimen 
tary points are displayed to the player when a player tracking 
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card is inserted into the slot machine 102. In an alternate 
embodiment, such points may be used in addition, or as an 
alternative to the credit balance 422 stored in RAM 218 of 
slot machine 102. 

0130. The player status rating 428 contains information 
representative of the particular player's relative importance 
to the casino, as based upon the frequency and duration of 
the player's visits, the amount of money wagered, and the 
like. 

0131 The value of interval remaining field 430 stores the 
value of interval remaining in a flat rate play session when 
a player terminates the play session prior to its expiration. 
This field will be described in greater detail below. 
0132) The flat rate database 246 will now be described in 
greater detail with reference to FIG. 5. The flat rate database 
246 comprises multiple records, each record pertaining to 
the flat rate play session of a particular player, as identified 
by that player's ID number. Consequently, one field in flat 
rate database 246 is the player ID number field 510. Other 
fields include: player selected price parameters 512, flat rate 
price 514, interval remaining 516, time audit data 518, and 
machine identification (ID) number field 520. The machine 
ID number field 520 contains the machine ID number that 
uniquely identifies the slot machine 102. It is to be under 
stood that since both the casino player database 244 and the 
flat rate database 246 include a player ID field, 410 and 510, 
respectively, the system 100 can correlate any player infor 
mation stored in the casino player database 344, with any 
player information stored in the flat rate database 246. 
0133) The payout table 228 will now be described in 
greater detail with reference to FIG. 6. As shown in FIG. 6, 
the payout table 228 of the present embodiment can be 
logically represented by five fields of related information. 
The first field, a pay combination field 610, identifies the set 
of possible pay combinations for a given slot machine 102. 
Such possible pay combinations include winning pay com 
binations, or those in which a payout results, and non 
winning pay combinations, in which the player receives no 
payout and consequently loses the amount wagered. Win 
ning pay combinations include, for example, “DOUBLE 
JACKPOT-DOUBLE JACKPOT-DOUBLE JACKPOT 
and “BAR-BAR-BAR.” The pay combinations field 610 
also includes a “NON-WINNING OUTCOMES record, an 
entry representing the outcomes which result in no payout to 
the player, such as “PLUM-BELL-ORANGE.” 
0134) The payout table 228 also includes three payout 
fields 620, 630, 640. Such payout fields 620, 630, 640 
contain the payout information for each of the possible pay 
combinations identified in the pay combinations field 610. 
Each of the payout fields 620, 630, 640 is identified by the 
number of coins wagered on a particular play, as selected via 
the bet buttons 272, 274, 276. In the present embodiment, 
payout table 228 contains a “1 coin' payout field 620, which 
is accessed when one coin is wagered, a "2 coins' payout 
field 630, which is accessed when two coins are wagered, 
and a “3 coins' payout field 640, which is accessed when 
three coins are wagered. In other words, each field 620, 630, 
640 corresponds to a bet button 272, 274, 276, respectively. 
The payout information provides the number of coins won 
upon the occurrence of a particular pay combination. Thus, 
“CHERRY-CHERRY-CHERRY” pays out ten coins when 
one coin is wagered. 
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0.135 Finally, the payout table 228 of the present embodi 
ment includes a pay combination status field 650. The pay 
combination status field 650 includes an indication for each 
winning pay combination, identified in the pay combination 
field 610, of whether the player is eligible to win the payout 
for each outcome. As will be described below, the determi 
nation of whether a player is eligible to win a payout for a 
given outcome is made by the player as part of the player 
selected price parameters. 

0.136 The calculation table 227 will now be described in 
greater detail with reference to FIG. 7. The calculation table 
227 is used by the system 100 in determining the flat rate 
price 724 (field 514 in the flat rate database 246) charged to 
the player. Specifically, the calculation table 227 contains 
multiple price parameters which are correlated to a flat rate 
price 724. More specifically, these price parameters include 
player selected price parameters and operator selected price 
parameters. In general, player selected price parameters 
include any game related variable that defines the flat rate 
play session. Furthermore, operator selected price param 
eters are parameters which the operator of the slot machines 
102 selects as affecting the flat rate price 724. Thus, in the 
present embodiment, the player selected price parameters in 
the calculation table 227 include machine type 710, amount 
wagered per play 712, active pay combinations 720, and 
length of the flat rate play session 722. The operator selected 
price parameters in the calculation table 227 include player 
status rating 714, time of day 716, day of the week 718, and 
machine usage 719. In the present embodiment the flat rate 
price 724 is predetermined based upon the aforementioned 
price parameters and stored in the calculation table 227, as 
will be described later in FIGS. 14 and 15. In an alternate 
embodiment the flat rate price 724 is calculated based upon 
these parameters as needed according to a price algorithm 
stored in memory. For example, the price algorithm may 
operate as follows: 
Algorithm for Calculating a Flat Rate Price 

0.137 The are any number of algorithms that could be 
used to calculate a flat rate price, and they can be generally 
described as calculating an expected value to the customer 
and then adding in a margin for the casino or adjusting the 
price to reflect the time of day, value of the customer, etc. 
0.138. The first step is to determine a “base' flat rate price. 
This would be calculated as follows: 

Base Price=(amount wagered)x(interval)x(expected 
coins awarded for all active pay combinations over a 
cyclef expected coin-in over a cycle). 

0.139 For example, the following Base Price calculation 
represents a player selecting three dollar coins per handle 
pull, an interval of 500 handle pulls, and the top three pay 
combinations active. For this example we will assume that 
a complete cycle of the slot machine is 10,648 unique 
outcomes and that the top three pay combinations would pay 
2,160 coins over that cycle. Note also that the expected coins 
awarded for all active pay combinations over a cycle and the 
expected coin-in over the cycle should both reflect the same 
number of coins wagered. Essentially, this ratio reflects the 
expected monetary return to the payer on a per coin wagered 
basis. When multiplied by the amount wagered and the 
number of handle pulls the number reflects the amount of 
money that the player would be expected to receive from the 
machine over the interval specified. It should be notes that 
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this amount of money is not necessarily the number of coins 
entered by the player but rather is the theoretical number of 
coins of play allowed by the flat rate session. Continuing 
with the calculation: 

Base Price = (S3)x (500)x (2,160f 10,648) 

= $1,500x202855 

= $304.28 

0140. Note that if the player were to pay this Base Price 
he would be essentially getting a fair bet for his money. He 
would pay $304.28 for the session and expect (over the long 
run) to get S304.28 back in prize money from the top three 
active pay combinations. Of course in the short run his 
results could range from receiving no payouts over the 
interval to receiving thousands of dollars. Because this base 
price is a fair bet for the player the casino may want to add 
in margin for the house, perhaps by multiplying the base 
price by a predetermined margin factor such as 50%. In this 
example the Profit Adjusted Price would thus be: 

Profit Adjusted Price = $304.28 x 150% 

= $456.42 

0141. Of course the casino might want to offer flat rate 
sessions to players without a casino markup under some 
circumstances, such as part of a promotional package or to 
reward a particularly loyal customer. In fact the casino might 
even decrease the base price in some circumstances. 
0142. The Base Price or (Profit Adjusted Price) could be 
further modified by various other operator price parameters 
Such as the following: 
1. Time of Day (TD). 
0143 Times of the day in which the casino traffic tends 
to be heavy should result in the player paying a premium for 
the flat rate session, while quiet times in the casino should 
offer the player a discount over normal rates. 

Midnight to 4 am 70% 
4 am to 8 am 80% 
8 am to 12 pm 90% 
12 pm to 4 pm 100% 
4 pm to 8 pm 120% 
8 pm to Midnight 14.0% 

2. Day of Week (DW). 
0144 With the heaviest volume of visitors falling on 
Fridays and Saturdays, these days will necessitate higher flat 
rate session costs. For example: 

Monday to Thursday 80% 
Friday 120% 
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-continued 

Saturday 14.0% 
Sunday 100% 

3. Player Status Rating (PSR). 

0145 For top customers such as high rollers, the cost of 
a flat rate session may be reduced as a customer retention 
tool. For example: 

1 (High Roller) 80% 
2 (Good customer) 90% 
3 (Average) 100% 
4 (Low) 120% 

4. Slot Machine Usage (SMU). 
0146 When the majority of slot machines in the casino 
are being used, a premium is applied to the cost of the flat 
rate play session in order to more evenly distribute play. For 
example: 

Heavy 120% 
Moderate 100% 
Light 80% 

Sample Calculation. 
0.147. In addition to the above player selected price 
parameters, the following operator selected parameters are 
incorporated into the price: The player is in the casino at 2 
am on a Wednesday, there is low slot machine usage, and the 
player has an average rating. The calculations below reflect 
these conditions: 

Base Price = $304.28 

Final flate rate price = (Base Price)x TDxDW x PSRXSMU 
= $304.28 x 70% x 80% X 100% x 80% 

= $304.28x44.8% 

= S136.32 

0.148. The casino may round up this price to S137 to 
avoid the need for Small change. In the above calculations, 
the casino might also incorporate floors which prevent the 
Base Price from going below a level that would be profitable 
for the house, regardless of the number of positive criterion 
that were applied to the base price. 
0.149 Those of ordinary skill in the art will appreciate 
that modifications could be made to the formula to reflect 
different kinds of flat rate sessions. For a session with an 
interval of one hour (instead of a fixed number of handle 
pulls) the formula might reflect an expected number of 
handle pulls per hour for that particular game, perhaps even 
adjusted to reflect the type of player purchasing the flat rate 
session. For example, an experienced video poker player 



US 2006/01 05837 A1 

might be expected to reach 700 hands per hour while a 
beginner might only be expected to reach 300 hands per 
hour. 

0150. As will also be understood by those skilled in the 
art, the ultimate goal of many slot machine players is to hit 
a jackpot payout. The enjoyment of the play, as well as the 
ability to maximize the chance of hitting a large jackpot, is 
increased by more play. Play can be increased both by 
playing longer, and by playing faster. As will be appreciated 
from a consideration of the process described below, the 
present invention permits both increased duration, by pro 
viding for play at discounted prices, and speed of play, by 
providing for minimal time delays between plays. 
0151. The flat rate price package database 229 will now 
be described in greater detail with reference to FIG. 14. The 
flat rate price package database 229 is used by the system 
100 in providing the player with different price package 
options for flat rate play of the slot machine 100. Specifi 
cally, the flat rate price package database 229 contains 
multiple combinations, or packages 1410, of price param 
eters which correspond to pre-established flat rate prices. 
More specifically, these price parameters include but are not 
limited to, interval 1412, duration of flat rate play 1414, 
amount wagered per play 1416, and pay combination status 
1418. Each combination of price parameters has correspond 
ing flat rate play session prices 1420. As will be described 
later in FIG. 15, the flat rate price package database 229 is 
accessed when the player determines he wishes to initiate a 
flat rate play session. Rather than let the player choose the 
price parameters, the slot machine 100 lists the different 
packages stored in the flat rate price package database 229. 
The player then chooses the package he likes the most and 
play commences. 
0152 Having thus described the components of the 
present embodiment, the operation of the system 100 will 
now be described in greater detail with reference to FIGS. 
8-11, and continuing reference to FIGS. 1-7. It is to be 
understood that the programs stored in ROM 320 of the slot 
network server 106 and ROM 216 of the slot machine 102 
provide the function described below. 
0153. Turning first to FIGS. 8a and 8b, the general 
operation of the system 100 will be described. As shown in 
step 810, the slot machine player first inserts the player 
tracking card into the card reader 266. The card reader 266 
then proceeds to read player identifying information from 
the tracking card. The player identifying information, 
namely the player ID number, is communicated from the slot 
machine 102 to the slot server 106 in step 812. 
0154). Upon receiving the player identifying information, 
the slot network server 106 verifies the information in step 
814. Such verification includes the slot network server 106 
searching the casino player database 344 for a record con 
taining the received player ID number in the appropriate 
field 410. Once the slot network server 106 verifies the 
player identifying information, the server 106 transmits a 
signal to the slot machine 102 acknowledging Such verifi 
cation in step 816. In alternate embodiments, other infor 
mation, such as the player's name 414, complimentary point 
total 424, and player status rating 428 are transmitted to the 
slot machine 102 for display. 
0155 In step 818, the player selects flat rate play via the 
player interface 264. The CPU 210 of slot machine 102, in 
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step 820, then receives a signal from the player interface 
264, indicating that the player has selected flat rate play. For 
example, there could be a button specifically for triggering 
a flat rate play session. The CPU 210, in response, accesses 
memory to retrieve player selectable price parameters. 
Player selectable price parameters are the choices available 
to a player for entering the player selected price parameters. 
These player selectable price parameters are controlled by a 
program stored in ROM 216. Such player selectable price 
parameters, in the present embodiment, include the amount 
wagered per play, (e.g. one, two, or three coins), the length 
of the flat rate play session, and possible jackpot structures, 
such as having only the “DOUBLE JACKPOT” and “5 
BAR’ jackpots active (as illustrated in the payout table 228 
of FIG. 6). In an alternate embodiment, the player selectable 
price parameters are stored as part of the calculation table 
227. 

0156 Then, as shown in step 822, the slot machine 102 
displays the player selectable price parameters to the player. 
For example, the parameters could be listed on the video 
display area 238 for the player, as described previously in 
FIG. 2b. Once the parameters appear, the player simply 
selects his desired settings. Alternatively, the player may 
accept one or more default settings. Once the player select 
able price parameters are displayed on the display 238, the 
player proceeds, in Step 824, to enter player selected price 
parameters via the player interface 264. The player selected 
price parameters also include data which, although not 
directly inputted by the player, is selected by the player and 
identified by the slot machine 102. In the present embodi 
ment, such additional player selected price parameters 
include type of machine, time of day, and day of the week. 

0157. It is to be understood that the casino operator of the 
slot machines 102 may define the scope of the player 
selectable price parameters, and therefore limit the player 
selected price parameters in any manner. For example, the 
length of flat rate play may be limited to periods above a 
minimum time or to periods that are multiples of thirty 
minute intervals. The jackpot structure may require that 
Some jackpots remain active. 

0158 Referring now to FIG. 8b, the slot machine 102 
CPU 210 receives the player selected price parameters in 
step 826. Having received the player selected parameters, 
the CPU 210 then stores the player selected price param 
eters, the player identifying information, and the slot 
machine's machine ID number in a record in the flat rate 
database 246. Specifically, the player ID number is stored in 
field 510, the machine ID number is stored in field 520, and 
the player selected price parameters are stored in field 512. 
Although the player selected price parameters are illustrated 
as being stored in a single field (512), it is to be understood 
that each player selected price parameter may be stored in a 
separate field. It is also to be understood that in alternate 
embodiments the player selected price parameters need not 
be stored in a database, but could be stored in RAM 218. 

0159. The slot machine 102 CPU 210 uses the player 
selected price parameters to determine the flat rate prices. 
Specifically, in step 828, the CPU 210 accesses the calcu 
lation table 227 and searches for the flat rate price 724 
corresponding to the received player selected price param 
eters 512, which, in the present embodiment, include 
machine type 710, amount wagered per play 712, time of 
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day 716, day of the week 718, active jackpots 720, and the 
length of the flat rate play session 722. The CPU 210 also 
incorporates operator selected price parameters for the flat 
rate price 724 Such as player status rating 714 and machine 
availability 719. As will be appreciated by one skilled in the 
art, the player status rating 714 is received from the casino 
player database 344 at any time prior to determination of the 
flat rate price 724. Thus, in a embodiment, the slot network 
server 106 transmits the player status rating 428 to the slot 
machine 102 along with the verification signal in step 816. 
0160 By including the player status rating 714 in the 
calculation table 277, a casino may reward frequent players 
who wager relatively large amounts of money with a lower 
flat rate price 724. Thus, the system 100 rewards and 
encourages frequent play. By including active jackpots 720 
in the calculation table 348, the system 100 allows a casino 
to discount the flat rate price 724 for those players who 
choose to enable relatively few winning outcomes in the 
payout table 228. Furthermore, by including the price 
parameters relating to time of day and day of the week in the 
calculation table 227, a casino may charge a lower flat rate 
price 724 for sessions during weekday afternoons or 
between 2:00 a.m. and 8:00 a.m. in the mornings, thereby 
encouraging play of the slot machines 102 when they are 
typically idle. 
0161 It is to be understood that the aforementioned price 
parameters in the calculation table 227 are merely represen 
tative of the type of variables that may be considered in 
determining a flat rate price. Thus, it is within the scope of 
the present invention to include only some of the price 
parameters, all of the parameters, or additional parameters in 
the calculation table 227. 

0162. As mentioned above, the flat rate price may be 
based partly upon the availability of slot machines 102. In 
such an embodiment, the server 106 tracks whether each slot 
machine 102 is being used by noting whether outcomes are 
currently being received from a given slot machine 102. In 
another embodiment, the server 106 tracks slot machine 
availability by tabulating the number of slot machines 102 
for which flat rate play is currently enabled. In yet another 
embodiment, the server 106 tracks slot machine availability 
by identifying how many slot machines 102 have a player 
tracking card inserted therein. 
0163 Another price parameter which may be used is 
predicted or forecasted slot machine availability. Specifi 
cally, Such a parameter accounts for anticipated availability 
of slot machines 102 based upon events at the casino. For 
example, the calculation table 227 correlates a lower flat rate 
price 724 to the time of day 716 corresponding to an event, 
Such as a show which many casino players attend. On the 
other hand, the calculation table 227 correlates a higher flat 
rate price to the time of day 716 corresponding to the end of 
the event or heavier casino traffic. This enables a casino to 
effectively revenue manage their slot machines without 
resorting to a change in hold percentage which requires 
regulatory approval. 

0164. It is to be understood that accounting for slot 
machine availability need not be accomplished in the cal 
culation table 227. Rather, in an alternate embodiment, a 
schedule of events is stored in RAM 218 which is accessed 
prior to transmitting the flat rate price 724 to the player. If 
the event schedule indicates that an event is ending during 
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the requested flat rate play session, then the flat rate price 
724 will be incremented accordingly. 
0.165. In another embodiment, the flat rate price is based 
only on operator selected price parameters. A slot machine 
102 according to such an embodiment could, for example, 
provide discounted flat rate play sessions based on player 
status rating, thereby offering 100 plays for the price of 90 
or discounted timed sessions. To encourage repeat, high 
stakes play, higher player status ratings result in greater 
discounts. 

0166 Having determined the flat rate price 724, the slot 
machine 102, in step 830, displays the duration of the flat 
rate play session 722 and the flat rate price 724 and requests 
approval from the player. Once the player accepts the terms 
of the flat rate play session, flat rate play commences. 
0.167 If the player does not approve the flat rate price 
724, then the player indicates so via the player interface 264. 
As indicated by path A in FIGS. 8a and 8b, the slot machine 
102 repeats its operation from step 822. On the other hand, 
if the player approves the flat rate price 724, the player 
indicates Such approval via the player interface 264 in step 
832. Following such approval, the slot machine 102 prompts 
the player to enter an appropriate amount of money in step 
834. In the present embodiment, the player deposits coins 
into the coin acceptor 248. In one embodiment, the player 
deposits a casino token as payment for the flat rate session. 
Such tokens may be denominated in dollars, or represent a 
number of handle pulls. A casino could thus sell a fifty 
handle pull token, usable on a particular denomination 
and/or type of machine. Such a token may additionally serve 
to activate the flat rate session, eliminating the need for the 
player to select flat rate play via player interface 264. 
Alternatively, the player's credit balance 422 may be debited 
to pay for the flat rate play session. 
0.168. In some embodiments a casino token may be 
associated with a particular set of pay combinations which 
are to be active during a flat rate play session activated via 
the token. In yet other embodiments a casino token may be 
associated with (i) a specified duration of time, (ii) a 
specified number of handle pulls or outcomes, (iii) a speci 
fied number of winning handle pulls or outcomes, and/or (iv) 
a flat rate price package as, for example, described with 
reference to the flat rate price package database 299 of FIG. 
14. Agaming device may identify such a token and enter the 
appropriate flat rate play session by, for example, the size 
and/or weight of the token or by reading or receiving 
information from the token (e.g. via a computer chip embed 
ded in the token or special markings on the token). Such a 
casino token may be, for example, purchased by a person 
and given to another person as a gift. The recipient may 
Subsequently use the token by inserting it into an appropriate 
gaming device and essentially playing for “free' (since the 
person that gave the gift had prepaid for the token) for a 
specified duration. 
0169. Once the CPU 210 registers the receipt of money, 
the CPU 210 reconfigures the slot machine 201 for the flat 
rate play session in step 836. Specifically, the CPU 210 
generates a signal, or a flag in memory, indicating that there 
is no need to accept the coins between plays. CPU 210 
further sets the active field 650 in the payout table 228 
according to the jackpot structure entered by the player. 
0170 The operation of the slot machine 102 during the 

flat rate play session will now be described with reference to 
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FIG. 9 and continuing reference to FIGS. 1-7. During the 
flat rate play session, a slot machine 102 operates generally 
as described above with reference to FIG. 2. However, the 
slot machine 102 is reconfigured to operate according to the 
player selected price parameters, if such parameters affect 
play, and to operate continuously, without requiring payment 
between each play. Specifically, the flat rate play session 
begins when the player presses the starting controller 222 in 
step 910. The CPU 210 also initiates a countdown of the 
length of the flat rate play session as stored in the player 
selected parameters field 512 of the flat rate database 246. 
With the start of the session, the CPU 210 stores the start 
time of the flat rate play session in the flat rate database 246. 
Specifically, the start time is stored in the time audit data 
field 520 in step 912. In step 914, the CPU 210 begins to 
count down the duration of the flat rate play session. Next, 
in step 916, the slot machine 102 generates an outcome and 
accesses payout table 228 to determine the appropriate 
corresponding number of coins to be paid out. 

0171 Furthermore, in step 918, after each outcome is 
generated, the slot machine 102 determines whether the 
countdown of the interval remaining 516 has reached Zero. 
It is to be understood that the countdown may be imple 
mented in either software or hardware. Additionally, it is 
understood that the countdown process discussed herein 
may be replaced with any Suitable means for tracking the 
duration of the flat rate play session. Interval remaining 516 
may also represent the number of handle pulls remaining. 

0172 In the event that the countdown has not reached 
Zero, the player presses the starting controller 222 in step 
920, thereby initiating another play of the slot machine 102. 
In the event that the countdown has reached Zero, the CPU 
210 generates a signal indicating that the flat rate play 
session has concluded. The slot machine 102 displays a 
message indicating this to the player and, in step 922, stores 
the end time of the session in the time audit data field 518 
of the flat rate database. 

0173. In an alternate embodiment, the player selected 
price parameters include the “time between plays.” In this 
embodiment, the CPU 210 of slot machine 102 controls the 
time between generating outcomes of successive plays in the 
slot machine 102 to equal the received “time between plays 
player selected price parameter. In another alternate embodi 
ment, the slot machine 102 tracks the number of plays 
during the flat rate play session. If the number of plays 
exceeds a predetermined limit, the slot machine 102 auto 
matically terminates the flat rate play session, regardless of 
the duration of the flat rate play session. 
0174 Turning now to FIG. 10, the operation of the 
system 100 when the player terminates the flat rate play 
session prior to the expiration of the session will be 
described. In step 1010, the player indicates a desire to 
terminate the flat rate play session via the player interface 
264. Consequently, the slot machine 102 CPU 210 receives 
a termination signal and, in step 1012, displays a message to 
the player, asking the player to verify termination of the flat 
rate play session. If the player does not verify termination, 
then the session continues as described above with reference 
to FIG. 9. On the other hand, if the player verifies termi 
nation, shown as step 1014, the CPU 210 proceeds to store 
the stop time in the time audit data field 518 of the flat rate 
database 246 in step 1016. 
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0.175. It is to be understood that having both the start time 
and the stop time of the flat rate play sessions stored in the 
flat rate database 246 allows the casino to perform an audit 
of the session. Specifically, should a player allege that the 
flat rate play session was shorter than that which was paid 
for, the casino may access the flat rate database 246 and 
retrieve the actual start and stop time from the time audit 
data field 520. In the present embodiment, this time includes 
an indication of the day, hour, and minute of the play session. 
0176) Next, in step 1018, CPU 210 determines the value 
of the interval remaining in the flat rate play session and 
transmits the value to the server 106. In order to determine 
the value of the interval remaining, the CPU 210 accesses 
the calculation table 227. The value of interval remaining 
will equal the flat rate price 724 corresponding to the price 
parameters (i.e., the machine type 710, amount wagered per 
play 712, player status rating 714, time of day 716, etc.) used 
to determine the original flat rate price charged to the player. 
When determining the value of the interval remaining, 
however, the value in the length of flat rate play session field 
722 is not the original length of the session, but rather is 
equal to the actual interval remaining in the flat rate play 
session. Stated succinctly, the slot machine 102 identifies the 
flat rate price 724 corresponding to the actual interval 
remaining in the flat rate play session. 
0177. Once the value of interval remaining is determined, 
the slot machine 102 transmits the value to the slot network 
server 106. Upon receiving the value of interval remaining, 
the server 106 stores the value in field 430 of the casino 
player database 344 in the player's record, as identified by 
the player ID number 410. Storing the value is shown as step 
1020. Finally, in step 1022, the player removes the player 
tracking card. 
0.178 The process of resuming play at another slot 
machine 102 will now be described with reference to FIGS. 
11a and 11b. The initial operation of the system 100, as 
indicated by steps 1110-1128, proceeds generally as 
described above with reference to steps 810-828 of FIGS. 
8a and 8b. 

0179. However, once the CPU 210 of slot machine 102 
determines a new flat rate price based on the relevant price 
parameters, the CPU 210 determines whether the player 
must deposit additional funds. 
0180 Specifically, in step 1130, the CPU 210 compares 
the new flat rate price 724 with the value of interval 
remaining 430. The server 106 transmits the value of inter 
Val remaining 430, as stored in the casino player database 
344, to the slot machine 102 in step 1116 so that the 
comparison may be performed. As indicated by step 1132, 
the comparison involves determining whether the new flat 
rate price 724 is higher than the value of interval remaining 
430. 

0181. If the new price 724 is not higher than the value of 
interval remaining 430, then, in step 1134, the slot machine 
allows the player to play the flat rate session at no cost. 
However, if the new flat rate price 724 is higher than the 
value of interval remaining 430, then, in step 1136, the CPU 
210 assigns the difference in the two values as the new flat 
rate price. Thus, in step 1138, the CPU 210 displays the new 
flat rate price on the video display area 238 of the slot 
machine 102. Thereafter, operation of the system continues 
as described above with reference to steps 832-836 of FIG. 
8b. 
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0182. In an alternate embodiment, when a player termi 
nates the flat rate session early, the value of the interval 
remaining is added to the player's credit balance, as stored 
in field 422 of the casino player database 344. 
0183 It is to be understood that an embodiment of the 
present invention need not include both a slot machine and 
slot network server. For example, an embodiment employing 
only a slot machine 102 is within the scope of the present 
invention. Such an embodiment will now be described with 
reference to FIGS. 12a, 12b, and 13, and continuing refer 
ence to FIGS. 2, 5, and 7. Such an embodiment utilizes the 
slot machine 102 of FIG. 2. 

0184 Initially, the player selects flat rate play on the slot 
machine 102 in step 1210. Once the player selects flat rate 
play, the flat rate play signal is transmitted from the player 
interface 264 to the CPU 210 in step 1212. The CPU 210 
then proceeds, in step 1214, to retrieve the player options for 
selectable price parameters. Then, in step 1216, the CPU 210 
transmits the player selectable price parameter options to the 
video display area 238 for viewing. 
0185. Once the player selectable price parameter options 
have been displayed to the player, the player inputs the 
player selected price parameters through the player interface 
264. Then, in step 1220, the CPU 210 receives the player 
selected price parameters from the player interface 264. 
0186 Once the CPU 210 receives the player selected 
price parameters, the CPU 210 reconfigures the slot machine 
102. Specifically, the CPU 210 generates a signal, or a flag 
in memory, indicating that there is no need to accept the 
coins between plays. CPU 210 further sets the pay combi 
nation status field 650 in the payout table 228 according to 
the jackpot structure entered by the player. In an alternate 
embodiment in which the player selectable price parameters 
include the time between the handle pulls, the CPU 210 sets 
an internal timer. 

0187 Furthermore, once the slot machine 102 CPU 210 
receives the player selected price parameters, it proceeds to 
access the calculation table 227. By accessing the calcula 
tion table 227, the CPU 210 retrieves the flat rate price for 
the flat rate play session. Retrieving the flat rate price is 
shown as step 1224. Once the CPU 210 retrieves the flat rate 
price, it proceeds to transmit the price, the length of the flat 
rate play session, and payment instructions to the video 
display area 238 for player viewing in step 1226. 

0188 In step 1228, the player reads the data and instruc 
tions on the video display area 238 and inserts money into 
the coin acceptor 248 or a bill acceptor (not shown) in order 
to initiate play of the slot machine 102. In an alternate 
embodiment, the player enters a stored value card Such as a 
“smart card' into the card reader 266. Such a smart card has 
the players credit balance stored thereon. Payment using a 
smart card further entails the CPU 210 debiting the player's 
balance on the Smart card by the amount of the flat rate price. 
Further, the player may enter a credit card into the card 
reader 266. 

0189 In step 1230, the CPU 210 generates a confirmed 
payment message indicating that the player has deposited 
sufficient funds to cover the flat rate price. Consequently, the 
CPU 210, in step 1232, sends the current time to both the 
video display area 238 and the time audit field 518 of flat rate 
database 246. Next, in step 1234, the CPU 210 initiates the 

May 18, 2006 

countdown of the interval remaining in the flat rate play 
session as stored in field 516. The length of the flat rate play 
session received from the player is initially stored in field 
516. The slot machine 102 decrements, or counts down, this 
value as the flat rate play session begins. 
0190. As shown in step 1236, the flat rate play session 
continues in accordance with the player selected price 
parameters, if Such parameters affect play, in step 1236. 
During such play, the CPU 210 stores and updates the 
player's accumulated credits in RAM 218. In an alternate 
embodiment, the slot machine pays out jackpots as they 
occur. Finally, in step 1238, the CPU 210 terminates the flat 
rate play session when the countdown ends. 

0191 In an alternate embodiment, the interval of the flat 
rate play session is not a time period, but rather is a 
maximum number of plays. In Such an embodiment, the slot 
machine 102 stores the number of plays in the flat rate 
database 246, as described previously in FIG. 9, and, in step 
916, increments a counter for each outcome generated. The 
counter may be implemented in either software or hardware. 
Furthermore, in step 918, the slot machine 102 compares the 
number of plays stored in the flat rate database 246 to the 
value of the counter. If the value of the counter equals the 
stored number of plays, then the flat rate play session is 
terminated. 

0.192 Turning now to FIG. 13, the process of receiving 
a payout from the present embodiment will be described. As 
shown as step 1310, the flat rate play session ends upon the 
termination of the countdown. Specifically, as shown in step 
1312, the slot machine 102 CPU 210 terminates the flat rate 
play session by reconfiguring the slot machine 102 to its 
default values. For example, the CPU 210 resets the pay 
combination status field 650 in the payout table 228 to reflect 
the original jackpot structure. The CPU 210 also generates 
a signal indicating that coins must be received for each play. 
In short, the player selected price parameters are no longer 
in effect. 

0193 In step 1314, the CPU 210 checks the total credits 
accumulated, as stored in the RAM 218, and transmits a 
payout command to the hopper controller 240. Conse 
quently, in step 1316, the slot machine 102 pays out the total 
number of credits to the player. 
0194 An alternate embodiment of the present invention 
will now be described with reference to FIG. 15. The 
operation of slot machine 100, as indicated by steps 1510 
1524 below, proceeds generally as described with reference 
to FIG. 14. In this embodiment, the player selects from a list 
of casino determined price packages, rather than choosing 
individual price parameters. Each price package, as stored in 
the flat rate price package database 229 described above, is 
a combination of different price parameters which corre 
spond to a flat rate play session price. 
0.195. In step 1510, the player presses a “flat rate play” 
button on the slot machine 100. The slot machine 102 CPU 
210 receives flat rate play signal from the player interface 
264 in step 1512. In this case, the player interface is an actual 
“flat rate plays button located on the outside of the slot 
machine 100. Next, in step 1514, the CPU 210 access flat 
rate price package database 229 from data storage device 
224. The CPU 210 then displays the player selectable price 
packages on video display area 238 in step 1516. It is to be 
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understood that the CPU 210 need not display the packages 
on the video display area 238, as those package options 
could be displayed elsewhere on the body of the slot 
machine 100. Alternatively, player interface 264 could 
incorporate several “flat rate play' buttons, each represent 
ing a different flat rate price package. 

0196) Next, in step 1518, the player selects the desired 
price package via the player interface 264. Having already 
seen what the price of the selected package is, the player 
then deposits the appropriate amount of money into coin 
acceptor 248 in step 1520. For example, the player may have 
chosen price package four which costs fifty dollars. In return 
for fifty dollars deposited into the slot machine, the player 
receives two hundred and fifty handle pulls, with three coins 
wagered per pull, and with the top three jackpots active in 
his flat rate play session. These parameters are specified in 
the flat rate price package database 229. 

0197). In step 1522, the CPU 210 receives an indication of 
payment from the coin acceptor 248 and reconfigures the 
parameters of slot machine 100 to meet the specifications of 
the flat rate price package selected by the player. Finally, in 
step 1524, flat rate play begins. 

0198 It is noted that the flat rate price package database 
229 could be located at the slot network server 106 and not 
at each individual slot machine 100. When it is located at the 
server, certain casino or operator selected parameters could 
be used to determine the price. For example, there could be 
different flat rate price packages for different times during 
the day which are based on projected or actual casino traffic 
and/or slot machine usage. 
0199 As will be appreciated by one of ordinary skill in 
the art, the key step in getting players to wager money on 
gaming devices, such as slot machines, is to bring the 
players to the casino floor. One way in which casinos can 
bring additional players to the casino floor, and thereby 
increase total revenues, is by giving away free samples or 
rewards with a minimum displacement of traditional pay 
per-play players. The present invention may be employed 
for Such a purpose. 

0200. In one embodiment, for example, the casino could 
declare a free-play period. During the free-play period, 
likely chosen by the casino to correspond to down time, 
when most gaming devices are idle, players insert their 
player tracking cards into the gaming devices and initiate 
play without being charged. Specifically, the casino pro 
grams the calculation table 227 so that the flat rate price 724 
is zero for a given time of day 716 and day of the week 718. 
It is anticipated that during Such a free-play period, the 
casino will alter the jackpot structure, causing only a 
selected jackpot to be active. Thus, the lure of free jackpots 
will bring additional players to the casino floor who will 
likely continue playing after the free-play period ends. A 
further benefit of this embodiment is that it would encourage 
players to become slot club members. This would result in 
an increase of players who return to the casino and the 
customer base which the casino markets to through mail 
1ngS. 

0201 It is also to be understood that play of the slot 
machines during the free-play period need not occur as 
described above. Thus, in an alternate embodiment, the reels 
232, 234, 236 of the slot machines 102 continuously spin, 
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regardless of whether a player has inserted a tracking card, 
with the server 106 periodically signaling a jackpot on a 
random machine. Only when a player has inserted a player 
tracking card is the jackpot awarded. The server 106 ran 
domly selects a machine ID number and, if the machine 102 
is not being played by a pay-per-play player, the server 106 
transmits a signal to that slot machine 102 directing it to 
produce a winning outcome. 

0202) In an alternate embodiment that achieves substan 
tially the same result of attracting additional players to the 
floor during down times, the casino issues guests a player 
tracking card or a Smart card having a predetermined free 
credit balance associated therewith. The casino could then 
restrict the day and time in which the players could use the 
free card in a flat rate play session. In another embodiment, 
the cards provided to guests contain an indication of time, 
rather than money, for use during a flat rate play session. 
0203 Although the foregoing embodiments employ 
static jackpot structure, which stay the same throughout the 
flat rate play session, it is within the scope of the present 
invention to employ dynamic jackpot structures, which 
change during the flat rate play session. In one such embodi 
ment, the dynamic jackpot structure starts with a given 
number of active jackpots, as indicated in the pay combi 
nation status field 650 of the payout table 228. As the flat rate 
play session progresses, the number of active jackpots 
changes. Specifically, as the interval remaining in the flat 
rate play Session decreases, fewer pay combinations are 
made active. In other words, the slot machine 102 CPU 210 
monitors the time and, every fifteen minutes, for example, 
causes the pay combination status field 650 to change from 
“active' to “inactive' for a given pay combination 610. 
Alternatively, the CPU 210 changes the pay combination 
status field 650 after a predetermined number of plays. In a 
further variation of this embodiment, individual jackpots 
may be decreased instead of or in addition to being elimi 
nated (e.g. the jackpot for a particular outcome may decrease 
from 10 coins to 8 coins as the play session progresses). 

0204 As will be appreciated by those skilled in the art, a 
dynamic jackpot structure based on the time progression of 
the flat rate play session can increase the revenue generated 
by the slot machines 102. Specifically, such a dynamic 
jackpot structure could be used with a flat rate play session 
whose duration is not a fixed time, but rather a given number 
of plays. Because fewer jackpots will be active as time 
progresses, players have an incentive to use their fixed 
number of plays within a short time period. Stated suc 
cinctly, the present invention increases speed of play. 

0205. In another embodiment, the jackpot structure is 
dynamic based not on the progression of the flat rate play 
session, but rather on the outcomes generated by the slot 
machine 102. One Such embodiment involves changing a 
particular jackpot from “active' to “inactive' upon a player 
hitting the outcome corresponding to that pay combination. 
For example, a player may begin the flat rate play session 
with all jackpots active. On one play, the slot machine 102 
generates a “CHERRY-CHERRY-CHERRY” outcome 610. 
Upon accessing the payout table 228, the CPU 210 deter 
mines that ten coins are to be paid out, credits the players 
accumulated credits accordingly, and causes the pay com 
bination status field 650 corresponding to the “CHERRY 
CHERRY-CHERRY” outcome 610 to change from “active” 
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to “inactive'. Thus, a player can only hit a given jackpot 
once. As will be appreciated by those skilled in the art, such 
a dynamic jackpot structure will allow slot machine opera 
tors to further discount the flat rate price to attract additional 
players. Furthermore, it is anticipated that players will be 
willing to forego hitting the same jackpot multiple times 
because their focus is typically on hitting the highest jackpot 
OCC. 

0206. These and other dynamic jackpot structures may be 
implemented as either a player selected price parameter or 
an operator selected price parameter. When implemented as 
a player selected price parameter, the dynamic jackpot 
structure is displayed to the player as a player selectable 
price parameter option. The player, in turn, selects it via the 
player interface 264. When implemented as an operator 
selected price parameter, the dynamic jackpot structure is 
displayed for player viewing prior to player approval of the 
flat rate price. Whether the price parameters are selected by 
the player or the casino operator, the dynamic jackpot 
structure affects the flat rate price generally as described 
above, namely, as a field in the calculation table 227 or as a 
variable in the price algorithm. 

0207. In some embodiments of the present invention, an 
individual may purchase a flat rate play session as a gift for 
another person. For example, an individual may purchase 
one of the available flat rate price packages of FIG. 14. In 
Such an embodiment the individual purchasing a flat rate 
play session may be provided with a flat rate play session 
identifier, which the purchase in turn provides to the gift 
recipient. The flat rate play session identifier may be stored 
by the casino in association with the price parameters 
defining the flat rate play session. Thus, when the gift 
recipient inserts the flat rate play session identifier into a 
gaming device, the gaming device may communicate with 
the casino server to determine the parameters of the flat rate 
play session and set itself to Such parameters. A flat rate play 
session identifier may be provided on, for example, a gift 
card that is magnetically or optically encoded with the flat 
rate play session identifier Such that it may be read by a 
gaming device. 
Contract Embodiment 

0208. In accordance with some embodiments of the 
present invention a flat rate play session may be purchased 
by means of a contract. According to Such embodiments a 
player at a casino may purchase a contract (e.g. from an 
insurer, Such as the casino or another entity) or similar 
agreement to use a gaming device, such as a slot machine. 
Costing a fixed amount, the contract insures the player 
against the possibility of potentially large losses at the slot 
machine. In accordance with one such embodiment, upon 
purchasing the contract, a player credit account is set up at 
the slot machine. The account may begin with Zero credits 
but may begin with another balance in other embodiments. 
The player is then allowed a fixed number of handle pulls at 
the slot machine without requiring the player to insert any 
money. Each handle pull decreases the player account, 
typically by decreasing the player account by a predeter 
mined amount (e.g. one credit) for each handle pull. This 
may cause the number of credits to be negative, but play may 
still continue. If the player achieves a winning outcome, 
credits can be added to the player account in accordance 
with the payout for the winning outcome. If, after the fixed 
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number of handle pulls, there are a positive number of 
credits in the player account, then these may be paid out to 
the player in the form of cash. If, however, there are less than 
a predetermined amount of credits (e.g. Zero credits) in the 
player account, then the player receives nothing. The insurer, 
however, could compensate the casino for, e.g., an amount 
in the player's account that is less than a predetermined 
number. 

0209. In such an embodiment, the player enjoys the fixed 
number of pulls without the risk of any loss. The only loss 
for the player comes from the cost of the contract. 
0210. One aspect of this invention is a way to price a 
contract for a block of pulls to be sold to a player. Pricing 
a contract may involve calculating the expected amount that 
would have to be paid a player upon the completion of the 
pulls. The price of the contract would then typically be 
greater than this expected amount So as to result in an 
expected profit possibly to be divided amongst the casino 
and, if it is a separate entity, an insurer. For example, if a 
player could be expected to receive S30 upon the completion 
of 1000 pulls, then the contract for the block of 1000 pulls 
could be sold for S35. 

0211 The following definitions define the terms used to 
describe the contract embodiments of the present invention: 
0212 Contract indicator—an object or information by 
which a gaming device may recognize a contract in order to 
execute the contract. For example, a player purchases a 
contract at casino desk and receives a token that serves as a 
contract indicator. When the player deposits the token in a 
gaming device, the gaming device recognizes the contract 
the player has signed up for and executes the contract 
accordingly. 

0213 Execute a contract to carry out the terms of a 
contract. A gaming device executes a contract for 200 pulls 
by generating the 200 outcomes, incrementing and decre 
menting player credits in accordance with the outcomes, and 
paying the player, if necessary, at the end of the contract. 
0214 Gambling contract—An agreement between a 
player, an insurer, and sometimes a casino (e.g. if different 
than the insurer) with the following exemplary provisions: 

0215. The player pays the insurer a fixed amount up 
front. 

0216) The player is able to make a predetermined 
number of handle pulls as specified in the contract. 

0217. The player need not pay any additional money 
after purchasing the contract. 

0218. The player keeps any net winnings after all 
handle pulls have been completed. 

0219. If the player has a net loss after the handle pulls 
have been completed, then the loss is paid to the casino 
by the insurer (or, if the insurer is the casino, the losses 
are “forgiven by the casino such that the player need 
not pay the losses to the casino). 

0220. There are many variants of these provisions, and 
additional provisions are possible. As can be seen, the 
contract insures a player against excessive losses, and may 
give the player more handle pulls than would otherwise be 
possible for the price of the contract. Also, since there may 
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be no additional player decisions required after the player 
has purchased the contract, the player need not be present for 
the execution of the contract and may therefore experience 
the feeling of remote gambling. 
0221 Gaming Device—Any electrical, mechanical, or 
electromechanical device that accepts wagers, steps through 
a process to determine an outcome, and pays winnings based 
on the outcome. The outcome may be randomly generated, 
as with a slot machine; may be generated through a com 
bination of randomness and player skill, as with video poker; 
or may be generated entirely through player skill. Gaming 
devices may include slot machines, video poker machines, 
Video blackjack machines, video roulette machines, video 
keno machines, video bingo machines, and the like. 
0222 Gross winnings—the total of a player's winnings 
during the execution of a contract without regard to wagers 
made by the player. For example, if, after five pulls of a 
contract, a player has attained one winning outcome with a 
payout of 4 coins, and one winning outcome with a payout 
of 20 coins, then the player's gross winnings thus far are 24 
coins. Since gross winnings does not account for wagers a 
player makes, gross winnings will always be larger than or 
equal to net winnings. 
0223 Handle pull—a single play at a gaming device, 
including video poker, video blackjack, video roulette, video 
keno, video bingo, and other devices. The definition is 
intended to be flexible in that a single play might constitute 
a single complete game, or a single wager. For example, in 
Video blackjack, a player might play a single game in which 
he splits a pair of sevens, requiring an additional wager. This 
one game might thereby constitute either one or two handle 
pulls. 
0224 Net winnings—the total of a player's winnings 
during the execution of a contract minus the amount spent by 
the player on wagers. In the example cited under the 
definition of 'gross winnings,” the net winnings are 19 coins 
since the player has won 24 coins but used one coin as a 
wager on each of the five pulls. 
0225 Turning now to a detailed description of the con 
tract embodiments of the present invention, various aspects 
of such embodiments are set forth below. 

Description of the Contract 
0226. A typical contract is an agreement between the 
insurer and a player. The player agrees to pay a fixed amount 
of money up front. In return, the player may (or must) 
gamble at a gaming device for a designated amount of time 
or for a designated number of outcomes. After the player has 
gambled the requisite amount, the player has the right to 
keep any winnings that exceed a certain threshold. The 
player does not, however, pay any losses. Thus, one function 
of the contract is to insure the player against losses at a 
gaming device. There are many variations of the contract 
and a portion of these are described below. 
0227. Another function of the contract is to allow a player 
to play a large number of handle pulls without the need of 
a large bankroll. For example, a player wishing to make 600 
pulls at a quarter slot machine would ordinarily require S150 
(25 centsx600) in order to assure himself the ability of 
completing the 600 pulls. However, a contract might allow 
a player to make 600 pulls by paying only $20. 
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0228. In some embodiments, the contract does not 
involve an insurer. The function of the contract may be to 
allow outcomes to be generated for the player while the 
player is not physically present at the gaming device. In 
these embodiments, the contract may consist mainly of 
instructions from the player as to how the slot machine 
should gamble on the player's behalf. For example, the 
instructions will tell the machine how fast to gamble, when 
to quit, and then where to send winnings. 

Amount of Play 

0229. A contract may place one or more of the following 
exemplary restrictions on play covered by the contract: 

0230. The player must make a minimum number of 
handle pulls. 

0231. The player may not make more than a maximum 
number of handle pulls. 

0232 The player must play for a certain minimum time 
period. 

0233. The player must play for less than a certain maxi 
mum time period. 

0234. The player must maintain a minimum rate of play. 

0235. The player may not exceed a maximum rate of 
play. 

0236. The total coin in over the course of the contract 
must exceed a certain minimum amount. 

0237) The total coin in over the course of the contract 
must not exceed a certain amount. 

0238. The player must play until obtaining a specified 
OutCOme. 

Coin Denomination 

0239). A contract may specify the size of the wager for 
each pull. The wager size may be the same as that typically 
used by the gaming device. For example, if a player signs up 
for a contract at a quarter slot machine, the wager for each 
pull of the contract might be a quarter. If the slot machine 
offers multiple coin bets, the wager for each pull might be 
a quarter, 50 cents, 75 cents etc. The contract may allow or 
may force the player to vary the wager from pull to pull. 

0240 One aspect of a contract may allow all play to occur 
in “credit mode.” That is, the player need not physically 
insert money into the gaming device prior to each pull, and 
money needn't come out of the gaming device after a player 
win. Rather, a player's credit balance may be stored in a 
player database either in the gaming device or at the casino 
server. Every time the player then makes a handle pull, 
credits are deducted from the player's balance. Every time 
the player wins, credits are added to the player's balance. 
The player's credit balance can be displayed on the device 
so that the player may track his progress. 

0241 Since play may occur in credit mode, each wager 
might consist of coin denominations that are not standard for 
the gaming device. For example, a device that typically 
handles quarters may accept wagers of a nickel, of 40 cents, 
or even of 12/1:2 cents. 
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Winnings Threshold 

0242 A contract may describe some threshold of gross 
winnings, net winnings, or accumulated player credits above 
which the player keeps any excess. Gross winnings 
describes the accumulated player wins from each pull of the 
contract. Thus, a player who makes 600 pulls on a S1 slot 
machine as part of a contract and wins S3 on each of 100 
pulls has gross winnings of $300 (S3/pullx100 pulls). Net 
winnings are the gross winnings less the accumulated costs 
of wagering. In the above example, the accumulated costs of 
wagering are S600 (S1/pullx600 pulls). Thus, in the above 
example, the player's net winnings would be negative S300 
(S300-S600). Accumulated player credits may mirror a 
running tally of a player's net winnings. For example, a 
player may begin with Zero credits, with credits deducted in 
the amount of any wager, and added in the amount of any 
winnings. Accumulated player credits may also mirror a 
running tally of gross winnings, or any other statistic about 
a player's performance. 

0243 At the end of a contract, a player's accumulated 
credits may be compared to a threshold. The player may then 
receive a payout of any excess accumulated credits above 
the threshold. For example, if the threshold is Zero, and the 
player has 44 credits, each credit representing 25 cents, then 
the player receives a payout of S11 (44 creditsx25 cents/ 
credit). If the player had -12 credits, indicating a net loss of 
12 credits, then the player receives nothing. The player does 
not owe S3 because the contract does not make the player 
responsible for any losses. 

0244. The threshold might be at 10 credits, in which case 
a player with accumulated credits of 30 would receive a 
payout equivalent to 20 credits at the end of a contract, and 
a player with 6 credits would receive nothing. A threshold 
might be at -10 credits, in which case a player with 
accumulated credits of -6 would receive the equivalent of 4 
credits, while a player with -100 credits would receive 
nothing. 

0245 Rather than insuring against all of a player's losses, 
a contract might insure all losses up to a point and not 
beyond. Therefore, a contract may have multiple thresholds, 
each with different functions. A player may, for example, be 
responsible for any losses beyond a threshold loss of 100 
credits. The same player might receive any winnings beyond 
a threshold of 10 accumulated credits. Thus, if at the end of 
the contract, the player has accumulated -125 credits, then 
the player must pay 25 credits. If the player has accumulated 
33 credits, then the player receives a 23 credit payout. If the 
player has accumulated 49 credits, then the player neither 
owes nor receives anything. 

0246. In some embodiments, a threshold delineates a 
change in the percentage of a players winnings or losses 
between credit tallies above and below the threshold. For 
example, a player might keep any credits won beyond a 
threshold of 50. Below 50 credits, the player only keeps 80% 
of his winnings. Therefore, if a player has 70 credits 
remaining at the end of a contract, he keeps all 20 credits 
above 50, and he keeps an additional 40 credits, representing 
80% of the first 50 credits. Therefore, the player keeps 60 
credits in total. 

0247 A player may also be responsible for a percentage 
of losses above or below a certain threshold. For example, 
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a player may be responsible for 50% of losses over 10 
credits. Thus, a player who finishes a contract with minus 20 
credits owes nothing for the first 10 credits of loss, but owes 
5 credits for the next 10 credits of loss. The player therefore 
owes 5 credits. 

0248. In the most general sense, a contract specifies a 
functional relationship between what a player's accumulated 
credits are at the end of the contracted number of pulls, and 
what the player either owes or is due. The function may be 
piece-wise linear, or may be rather non-linear and convo 
luted. 

0249. Where there is potential for a player to owe money 
at the end of a contract, the player may be required to deposit 
money into the gaming device in advance so as to prevent 
the player from walking away when he owes money. The 
advance payment may later be returned if the player turns 
out to owe nothing at the end of the contract. 
0250). In many embodiments, a contract is transparent to 
the casino. In other words, if the player makes a certain 
number of pulls, the casino makes the same amount of 
money whether or not the player happened to be involved in 
a contract. In these embodiments, however, a casino may 
collect money that it makes (and the player has lost) from the 
insurer, rather than from the player. The casino may also act 
as an intermediary in transactions between the player and the 
insurer. For example, the casino may collect from the player 
money that is meant to pay for a contract. The casino may 
then transfer an equivalent amount of money to the insurer. 
0251. In other embodiments, a contract is not completely 
transparent to the casino. That is, the amount of money a 
casino receives after a certain number of the players handle 
pulls may depend on whether or not the player was in a 
contract. In one example, a casino agrees that if a players 
accumulated credits at the end of a contract are less than 
-200, then the casino will only collect 200 credits for the 
contracts handle pulls. This example may benefit the 
insurer, since the insurer doesn’t have to worry about 
covering player losses in excess of 200 credits. In another 
example, the casino configures a gaming device to give 
different odds to a player in contract play versus a player not 
in contract play. 
Player Decisions 
0252. As mentioned previously, players may have some 
restrictions on the play covered by the contract. For 
example, a contract may cover an hours play at a gaming 
device, but require the player to make between 600 and 800 
pulls in that hour. In some embodiments, however, contracts 
may allow players to quit early or to play more than is 
otherwise covered by the contract. For example, a contract 
might cover an hour's worth of play. After the first half-hour, 
the player may be ahead by S100 and wish to quit without 
risking the loss of the S100 in the subsequent half-hour. He 
may therefore opt to pay $20 in order to be released from the 
obligation of continuing the contract. He may then collect 
his S100 in winnings. 
0253) A player at a gaming device may reach the end of 
a contract with accumulated credits just short of an amount 
necessary to collect winnings. However, the last 17 out of 20 
pulls may have been wins for the player. The player may feel 
as if he has some momentum going for him and therefore 
may not wish that the contract be finished. In some embodi 
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ments, the player may extend the contract. For example, the 
gaming device might prompt the player, saying, "For only 
S5 more, we'll give you another 200 spins added to your 
contract.” If the player accepts, then the casino or insurer has 
made a new sale with potential profitability. In some 
embodiments, the player may be allowed to extend a con 
tract for free, or may even be paid to extend the contract. For 
example, the player may have winnings of S100 at the end 
of a contract. The casino, or insurer, may figure that if the 
player were to keep pulling, he would be likely to lose some 
of that S100. So the casino may pay the player S5 to take 
another 200 pulls. 
0254. In a related embodiment, a player may carry over 
the accumulated credits from a first contract to a second 
contract. Thus, a player with 40 accumulated credits at the 
end of a first contract may begin a second contract with 40 
accumulated credits. The player may pay or be paid for 
carrying over credits. 
Price 

0255 In many embodiments, the player pays a fixed sum 
to buy the contract. In exchange for that fixed sum, the 
player can then gamble a significant amount with little or no 
risk of losses. In many embodiments, the insurer takes the 
risk of the player's loss. The insurer must therefore price the 
contract so as to be compensated for the risk it takes. In other 
embodiments, the casino and the insurer share the profits and 
losses associated with a contract. To ensure a profit to be 
divided amongst the two, a contract may be priced in excess 
of a player's average win. Note that a player's loss would 
count as Zero in figuring out the player's average win, since 
the player does not have to pay for losses. 
0256. One method of pricing the contract involves first 
figuring out what the insurer might expect to pay, on 
average, to cover a player's losses. Another method of 
pricing a contract involves first figuring out what the casino/ 
insurer combination might expect to pay, on average, to 
compensate a player for his winnings. Both methods involve 
similar computations. Therefore, computations will be 
described below with respect to only one or the other method 
of pricing a contract. 
Exemplary Price Computations 

0257 1) The insurer obtains the gaming device or a 
component of the gaming device containing significant 
information about the operation of the gaming device (e.g. 
the CPU). The insurer then operates the gaming device as a 
player would when under contract. For example, if the 
insurer is to sell contracts for 600 pulls, the insurer would 
make 600 handle pulls at the gaming device and record the 
number of accumulated credits at the end of the 600 pulls. 
The insurer may repeat this process of testing contracts at the 
device for a large number of trials. The insurer may then 
average what its payments would be over all the trials. Note 
that while it might take a player days or years to complete, 
say, 100,000 contracts at a gaming device; the process may 
be sped up for the insurer by giving the gaming device 
special instructions to generate outcomes more rapidly. The 
performance of large number of trials in the manner 
described above is often called a Monte-Carlo simulation. 

0258. The following is an example of pricing a contract. 
Using the method of pricing described above, an insurer 
simulates the execution of a 600-pull contract. The insurer 
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repeats the simulation four more times. After the first 
simulation, the player has won S10. After the second, the 
player has lost $5. After the third, the player has lost $17. 
After the fourth, the player has lost S8. After the fifth, the 
player has won S3. To figure out what the insurer must pay, 
on average, the insurer adds the three losses to get: S5+S17+ 
S8=S30. The insurer then divides by five, the number of 
simulations, to get: S30/5=S6. The insurer doesn’t care, for 
the purposes of this calculation, how much the player won 
when he did win, since the casino is the one paying the 
player his winnings. Now, in order to obtain an average S4 
profit, the insurer might charge S10 for each contract. 
0259 2) The insurer obtains or creates software that 
mirrors or models the operation of the gaming device. For 
example, the Software is configured to generate the same 
outcomes as does the gaming device with the same fre 
quency as the gaming device. For each outcome generated, 
the software tracks what a player's accumulated credits 
would be. As before, the insurer may simulate many con 
tracts and average what its payments would be over all the 
trials. 

3) The insurer mathematically models potential outcomes of 
one handle pull of the gaming device using a random 
variable with a probability mass function (PMF) or prob 
ability density function (PDF). With these functions, the 
X-axis may represent potential winnings, such as -S1 or S3. 
which can occur from a single handle pull. The example of 
-S1 indicates the player has paid S1 for the pull but has won 
nothing. The example of S3 indicates that the player has paid 
S1 for the pull and won S4. The y-axis of these functions 
represents the probability or probability density of each 
outcome occurring. The probability of the player getting-S1 
on a pull might be 0.8, while the probability of the player 
getting S3 might be 0.2. A PMF for the number of accumu 
lated credits at the end of a contract can then be created by 
Summing the random variables representing individual 
handle pulls. If each pull is independent with an identical 
PMF, as is common with slot machines, then the PMF for the 
results of the entire contract can be created using repeated 
convolutions of the PMF's for individual handle pulls. If, for 
example, 600 pulls are involved, then the PMF for single a 
handle pull may be convolved with itself 599 times to 
generate a PMF for the entire contract. Using this resultant 
PMF, the insurer can easily calculate how much it would 
expect to pay to cover a player's losses on each contract. If 
the resultant random variable is denoted by w, and the 
insurer would by required to pay for any player losses, then 
the insurer's expected payment is given by 

- & 

where P(w) is the probability of w. 
4) In the method described above, Fourier Transforms, Z 
transforms, Laplace Transforms, or other transforms can be 
used to aid in the calculation of the repeated convolutions. 
Such a use of transforms is well known in the art. 

5) AS is well known in the art, with many classes of random 
variables, repeated Summation results in a Gaussian prob 
ability distribution. This distribution has the shape of the 
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familiar bell curve. The Gaussian distribution has the advan 
tage of being fully described by only two parameters, a mean 
and a standard deviation. If a Gaussian probability distribu 
tion is used to approximate the sum of a large number of 
independent, identically distributed random variables, such 
as those that often describe handle pulls, then the mean and 
standard deviation of the Gaussian distribution is very easily 
calculated based on the mean and standard deviation of a 
random variable describing an individual pull. Such calcu 
lations are well known in the art. Thus, a Gaussian distri 
bution can easily be generated to approximate the PMF of a 
player's accumulated credits at the end of a contract. Using 
this distribution, the insurer can calculate the amount it 
would be required to pay, on average, to cover a players 
losses. The method of calculation is similar to that described 
in 3). If a Gaussian PDF is used as an approximation, then 
an integral sign replaces the Summation sign, and probabil 
ity' is replaced by “probability density.” 

0260 The following is an example of using a Gaossian 
probability density function to approximate the amount a 
casino would be required to pay, on average to, to compen 
sate a player for his winnings at the end of a contract. The 
contract may then be priced in excess of this amount to 
ensure an average profit for the casino/insurer combination. 
A Gaussian function is given by the formula, 

In this formula, O is the standard deviation, and L is the 
mean. Now, let us suppose that a single handle pull of a slot 
machine results in a required payout to the player described 
by a probability mass function with mean u0 and standard 
deviation OO. Then, assuming each handle pull is indepen 
dent, n handle pulls of the slot machine may be described by 
a function with meanu=LOn and standard deviation O=OOVn. 
Furthermore, if n is large, then the function describing a 
casino's aggregate payout after n handle pulls may be 
approximated by the Gaussian function f(X), whose formula 
is given above. 

0261) To calculate what a casino would have to pay to 
compensate a player for his winnings, on average, we note 
that the casino pays when the player wins, but receives 
nothing when a player loses. Therefore, the expected pay 
ment of the casino is given by: 

We proceed to solve the integral: 
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-continued 

0262 We deal with the two terms separately: 

= no exp(-naf (2nd)) / 

v (2.tv noto) 

and 

(where y = (x - it)f O) 

0263. The integral is the cumulative distribution function 
for a Zero mean, unit standard deviation Gaussian, for which 
tables exist. We denote it by N(-L/o). Continuing: 

nuon'Vool N(-nuo/(v noto)) 

0264. Recombining the two terms we get: 
| Oxfix).dx=noo’exp(-nuo?/(2oo?))/v 

0265. If we were to graph the above as a function of n, the 
number of pulls, we would see that initially, as the number 
of pulls in a contract gets larger, a casino could expect to pay 
more money to compensate a player for his winnings. 
However, there would reach a point, beyond which more 
pulls in a contract would actually decrease the amount a 
casino could expect to pay to compensate a player for his 
winnings. This illustrates an important feature of contracts. 
Having more pulls in a contract is not necessarily an 
advantage for a player. 
0266 6) A casino or insurer may start with a first price for 
a contract, and then evolve the price as more and more of the 
contracts are purchased and executed. For example, if an 
insurer loses money on the first few contracts it sells, then 
it may increase the price of the contract. If the insurer makes 
large profits on its first few contracts, then it may reduce the 
pr1ce. 
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0267 Once the insurer has determined what it can expect 
to pay, on average, to cover a player's losses, the insurer may 
price the contract so as to give itself a desired profit margin. 
For example, if the insurer can expect to pay, on average, 
S15 to cover a player's losses, then the insurer might price 
the contract at S20 to insure itself a S5 average profit. 

Automatic Play 

0268 A contract may require certain behaviors of the 
player. As mentioned, these behaviors may include main 
taining a certain rate of play, or performing a minimum 
number of handle pulls. The gaming device on which a 
contract is executed may take various steps to ensure that the 
behaviors are performed. To this end, the gaming device 
may initiate handle pulls automatically or may fail to 
register handle pulls that the player attempts to initiate. For 
example, if the player must make at least one handle pull 
every 10 seconds, and the player has failed to make any 
handle pulls in 9 Seconds, then the gaming device may 
automatically initiate a handle pull for the player on the tenth 
second. As another example, a player may be restricted from 
making more than one pull every 10 seconds. If in the same 
10-second interval, the player attempts to make more than 
one handle pull, the second handle pull may not be initiated, 
at least until the next 10-second interval. 

0269. As can be seen from the above two examples, the 
player may maintain some control over his gambling behav 
ior even while the gaming device forces him to comply with 
the contract. So a player who must make a pull every 10 
seconds still has control over whether the pull occurs on the 
first second of an interval or the eighth second of an interval. 
Such control can be psychologically important, because 
many players feel that the exact moment at which the handle 
pull is initiated has an important effect on the ultimate 
OutCOme. 

0270. In some cases, a player may not desire to make any 
active decisions once a contract has been initiated and may 
simply put a gaming device into “automatic play. The 
player may later have the option of taking the gaming device 
out of automatic play and of manually initiating handle 
pulls. 

Offering the Contract 

0271. A contract may be offered to a player in a number 
of ways. Agaming device may use text or synthesized Voice 
to ask a person whether or not he would like to sign up for 
a contract. A casino attendant may offer a contract to a 
player, or signs at a casino may point a player towards a 
casino desk where he may then purchase a contract. 

0272. A number of circumstances may trigger the casino 
or an insurer to offer a contract to the player. For example, 
the player may have lost most of an initial stake deposited 
into a gaming device. A player may be slowing his play, or 
may no longer be inserting coins into the machine. The time 
of day may be a players typical lunch time or departure 
time. A player may have the opportunity to enter into a 
contract only if he also agrees to do business with a 
particular merchant or group of merchants. The player may 
have the opportunity to enter into a contract if the casino or 
insurer deems him a good, valuable, or loyal customer. 
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Agreeing to the Contract 

0273 A player may specify a desired contract in a 
number of ways. At a gaming device, a player may use a 
touch screen to indicate his desire to enter into a specific 
contract. Using the touch screen, the player may select from 
a menu of possible contracts. For example, the menu might 
list several contracts with different time durations or differ 
ent prices. In one embodiment, a contract made available 
may define benefits to be provided to the player or made 
available to the player upon purchase of the contract. For 
example, a first contract may be associated with a first 
number of comp points and/or a first rate of earning comp 
points while a second contract may be accociated with a 
second number of comp points and/or a second rate of 
earning comp points. For example, if the player purchases 
the first contract, the first number of comp points may be 
added to an account of comp points associated with the 
player. In another example, if the player purchases the first 
contract, the player may earn comp points at the first rate 
during execution of plays under the terms of the contract. 
The first rate of play may comprise, for example, a rate that 
is greater than a rate at which the player would earn comp 
points for game play executed not under the terms of the 
contract. In one embodiment, the player may be enabled to 
select a contract by touching an area of the screen that is 
associated with his desired contract. 

0274 The player might use menus to customize a con 
tract for himself. The player might use a first menu to select 
a duration of the contract (e.g. 600 pulls, or % hour). A 
second menu might be used to select a rate of play. A third 
menu might be used for coin denomination. Many other 
menus are possible for other contract features. Once the 
player has selected several contract features, the gaming 
device may select the remaining feature so as to make the 
contract profitable for the insurer. For example, once the 
player has chosen a number of pulls and a coin denomina 
tion, the gaming device might choose the price of the 
COntract. 

0275 Rather than a touch screen, a player may use 
special buttons, keys, or voice input to specify a desired 
COntract Or COntract terms. 

0276. In some embodiments, a player chooses a contract 
prior to approaching the gaming device or even the casino. 
A player might select a contract on the Internet. On the 
Internet, the player might specify terms of the contract, Such 
as the number of pulls, the rate of play, the cost, the payout 
tables, the winning symbol combinations, etc. The player 
may then print out a code or a document describing or 
otherwise identifying the terms of the contract. The player 
then brings the code or document to a gaming device that 
then recognizes what contract the player has chosen. When 
the player signs up for a contract, a description of the 
contract might be sent electronically directly to the gaming 
device. The player might then only identify himself at the 
gaming device in order to initiate contract play. 

0277. Other terms of a contract a player may agree to or 
specify include: the font size of the machine, the noise level 
of the machine's sound effects, the particular game (e.g. 
number of reels, number of pay lines), the brightness of the 
display, etc. 
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Signature 

0278. To confirm entry into a contract, a player might 
sign a document that may contain the terms of the contract. 
The document may be printed from a gaming device or from 
the Internet, or may be obtained from a counter at a casino. 
The signed document may then be deposited into an opening 
in the gaming device, may be returned to a casino counter, 
or may be kept by the player. The player might also sign an 
area on a touch screen or other sensing device. 
0279 A player might also confirm entry into a contract 
simply by paying for it. The player might pay be depositing 
tokens, coins or other currency into the gaming device. The 
player might pay using a credit or debit card. The player 
might also pay from a player credit account established with 
the casino. The player might pay at a counter of the casino 
and might receive a contract or a contract indicator to bring 
to a gaming device. The gaming device might then recognize 
the contract indicator by, for example, a bar code, and then 
execute the contract. 

Instruction Sets 

0280 A typical contract may cover and/or require a large 
number of handle pulls by the player. Now ordinarily, when 
a player is gambling at a gaming device for a long period of 
time, the player makes a number of decisions related to his 
gambling. Should the player play more quickly or more 
slowly? Should the player double his bet after a loss? Should 
the player quit after a sizable win? Should the player take a 
short break to use the restroom? 

0281 Since the contract covers a large number of pulls, 
it is possible for the some player decisions to be made 
beforehand and included in the contract. A gaming device 
may then act on the decisions specified in the contract 
without further input from the player. For example, while 
negotiating a contract for an hour of play at 10 pulls per 
minute, a player might decide he'd like a 15 minute break 
between the first 4 hour and the second 4 hour of pulls. The 
gaming device might then execute the contract for the first 
half hour by automatically spinning and generating out 
comes for the first / hour. The gaming device might then 
freeze for 15 minutes, preventing other players from step 
ping in and allowing the contract holding player to take his 
15 minute break. The device can then unlock after 15 
minutes, perhaps with the entry of a password, and resume 
the generation of outcomes. 
0282 One important aspect of having a player's deci 
sions spelled out before hand in the contract is that the player 
need not even be present at the gaming device. A player can 
sign up for a contract at a casino in Las Vegas, and then have 
the contract executed automatically by a gaming device. The 
player can then view a running tally of his accumulated 
credits over the Internet while in Virginia, for example. 

0283. In general, player instructions built into a contract 
will include some action to be performed as well as some 
triggering condition for the action. As an example, a player 
instruction may be to increase the rate of handle pulls 
provided accumulated player credits exceed 100. In this 
example, the action is to increase the rate of handle pulls, 
and the triggering condition is whether accumulated player 
credits exceed 100. The following player actions may be part 
of a players instructions: 
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0284. Increase or decrease a wager amount on one or 
more handle pulls. 
0285 Increase or decrease a rate of wagering. 
0286 Cease gambling. 
0287 Change the way outcomes are displayed. 
0288 The following conditions may trigger the above 
actions 

0289. The player has just won or lost on one or more 
handle pulls. 
0290 The player has just won a certain amount on one or 
more handle pulls. 
0291 Any player defined sequence of wins and losses has 
occurred on prior handle pulls. 
0292. The player has approached or left the vicinity of the 
gaming device. 
0293. The current time has reached a particular time of 
day. 
0294 One advantage of contracts executed by the gaming 
device is that a gaming device can gamble at speeds a human 
is incapable of achieving. For example a player is on a 
winning streak, but must soon join his family for lunch. 
Rather than cash out and leave, he decides to accelerate his 
play to 2 pulls per second. He therefore enters a into a 
contract which is to be executed by the machine at 2 pulls 
per second for the next 8 minutes. In this contract, an insurer 
is not involved. The contract simply serves as a means of 
increasing the rate of play. As it happens, the player loses all 
his money in 6 minutes, and so the contract ends. 
0295 Player instructions may tell the slot machine to 
play faster when the player is present or is observing in some 
way, and to play more slowly while the player is asleep. For 
example, the rate of pulls may be twice as fast during the day 
as at night. The rate of play may likewise be faster when an 
infrared detector in the slot machine senses the heat of the 
player's presence. 
0296 Player instructions may also tell a gaming device 
how to play certain games involving player decisions. For 
example, a player may leave instructions to use basic 
strategy in a game of video blackjack, or to play according 
to published theory in a game of video poker. The player 
may add instructions to always draw to a four card open 
ended straight flush. 
Times of Execution 

0297. A contract may be executed over a range of dif 
ferent time periods. The outcomes, the accumulated player 
credits, and the player winnings may or may not be dis 
played to the player at the same time at which the outcomes 
are being generated. 
0298. In one embodiment, all the outcomes needed for a 
contract are generated very rapidly by a gaming device, 
perhaps all in less than a second. The outcomes may then be 
displayed to the player over a much longer time frame so as 
to give the player a more exciting gaming experience. 
0299. In another embodiment, outcomes may be continu 
ously generated at a rate comparable to that with which a 
player might make handle pulls on his own. This embodi 
ment might be entertaining for a player if the player is sitting 
at the gaming device or watching the outcomes being 
generated from a home computer. 
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0300. In another embodiment, outcomes are generated on 
a periodic basis at fixed times every day, week, hour, etc. For 
example, outcomes for a 600-pull contract may be generated 
100 outcomes at a time, each block being generated from 8 
pm-9 pm on Sunday. Thus, it would take just under six 
weeks for the entire contract to be executed. This method of 
execution may be ideal if a player has a schedule as to when 
he enjoys watching outcomes being generated. For example, 
the player might enjoy seeing outcomes generated while he 
watches his favorite show on Sundays from 8 pm to 9 pm. 
This method of execution might also be ideal for the casino 
if slow business periods occur on a periodic basis where the 
entire contract cannot be executed in a single period. 
0301 In still another embodiment, outcomes are gener 
ated on a flexible basis, either when it is convenient for the 
casino or for the player. In this embodiment, the casino may 
wait for a gaming device to be free of use before using it to 
generate the next couple of outcomes of a contract. Alter 
natively, the player may signal the gaming device any time 
he is ready to have the next few outcomes generated 
Viewing the Contracts Execution 
0302 As discussed, a player may enjoy watching from a 
remote location as the outcomes of his contracts are gener 
ated. Since the player is not physically at the slot machine, 
the outcomes must be presented to the player via Some 
graphical representation. In one embodiment, a camera 
simply films the gaming device generating the players 
outcomes. The image from the camera is transmitted to the 
player device via the Internet, the cable system, satellite, etc. 
The player device might be, for example, a TV or a personal 
computer. In another embodiment, the generated outcomes 
are recorded either by the gaming device, by a camera 
watching the device, or by a casino employee. The genera 
tion of the outcomes is then graphically recreated for the 
player in a manner not necessarily consistent with the 
physical appearance of the gaming device that generated the 
outcomes. For example, a gaming device generates the 
outcome: cherry-orange-lemon. The gaming device then 
transmits, via the casino server and the Internet, a bit 
sequence indicating the outcomes cherry-orange-lemon. 
Perhaps the bits "0000 represent cherry, “0011” represent 
orange, and “1111 represent lemon. The bit sequence is 
transmitted to a player's home computer, where a Software 
program displays a cartoon representation of a slot machine. 
The cartoon shows the reels spinning and stopping with the 
outcome: cherry-orange-lemon. The cartoon representation 
of the slot machine may not look anything like the slot 
machine that originally generated the outcomes. In some 
embodiments, a player views a combination of the actual 
image of his gaming device, and a computer-rendered ver 
sion of a gaming device. For example, a cartoon of the reels 
spinning might be displayed within the frame of an actual 
image of the slot machine, without the reels. 
0303. In some embodiments, the player does not view a 
graphical representation of the outcomes, but sees the out 
comes as text, such as “seven-bar-bar's-b-b.”7-b-b,' etc. 
The player may not even see the outcomes, just how much 
he has won or lost on every pull. Thus, the player may view 
a periodically updated tally of his accumulated credits. He 
may only view his total accumulated credits, or his take 
home winnings, after all outcomes have been generated. 
0304 Any graphical or textual representation of the play 
er's outcomes, accumulated credits, or other contract infor 
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mation may be displayed either on an entire portion of a 
computer or TV screen, or on a smaller portion of the screen. 
For example, a small cartoon slot machine may reside in a 
box in the upper right hand corner of a TV screen that 
simultaneously displays a regular TV show. A player watch 
ing television need then only glance up at the corner of his 
screen to follow the progress of his contract. Representation 
of outcomes may also be place in an email message to the 
player. 

0305 Of course, the various representations of outcomes 
may be used just as well with a player physically present at 
the gaming device or at the casino. 
0306 In some embodiments, the player calls up a number 
to monitor the progress of his contract. He may enter a code 
or password when prompted by a voice response unit (VRU) 
and thereby access the outcomes from his particular con 
tract. 

0307. A player may be sent updates on his contract only 
when certain triggering conditions are met. For example, a 
player may only wish for updates when he wins more than 
100 credits on a spin, or when the contract terminates. 
Revenue Management 
0308) As discussed previously, the pricing of a contract 
will often take into account the expected amount an insurer 
must pay to a casino to cover a player's losses, or the 
expected amount that a casino and insurer in combination 
can expect to pay to compensate the player for his winnings. 
Pricing of contracts may account for additional factors such 
as, for example: 

0309 Times or dates on which the contract is to be 
executed. 

0310. The gaming device on which the contract is to be 
executed 

0311 Flexibility in the contract’s execution. 
0312 A player's playing history. 
0313 The importance of the player as a customer of the 
casino. 

0314 For example, a contract which is to be executed 
during a period of low customer activity at a casino may be 
priced at a discount. This is because a casino would like to 
encourage the use of gaming devices that are otherwise 
empty. Alternatively, a casino may want to discourage the 
purchase of contracts during times of high customer traffic, 
and so contracts may be higher priced at Such times. 
0315) If a contract has flexibility as to when it may be 
executed, then this allows the casino to execute contracts 
only during times when gaming devices would not otherwise 
be in use. Therefore, Such a contract might be priced more 
favorably. 

0316 A contract that is executed at an unpopular gaming 
device, for example, might be priced more favorably for the 
player so as to encourage the use of that device. 
0317) If a player shows signs of nearing the end of his 
gambling session, a contract might be priced at a discount 
for that player. For example, a player might be slowing his 
rate of play, indicating boredom. A player might be lowering 
his wager size, indicating a decreasing bankroll. A player 
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might simply have been at a gaming device for Such a long 
time that he would almost necessarily be hungry enough to 
leave at any moment. Providing a discount on a contract to 
Such players would encourage them to remain gambling for 
at least the time it takes to execute the contract. 

Settlement 

0318. In some embodiments, the casino acts as the inter 
mediary in transactions between a player and the insurer. 
The casino is an intermediary, for example, when its gaming 
devices collect a player's payment for a contract, even 
though that payment is meant to go to the insurer. The casino 
is also an intermediary when it does not collect losses from 
a player, but from an insurer. 
0319 Since the casino may engage in many transactions 
with the insurer, it would potentially be inefficient for the 
casino to transfer money to the insurer, or vice versa, after 
every transaction. Therefore, the casino or the insurer may 
maintain records of how much one owes the other. The 
casino and the insurer may then settle their accounts peri 
odically. If the casino owes the insurer money, then the 
casino may wire money to the insurer. If the insurer owes the 
casino, then the insurer may wire money. Of course, many 
other methods of settlement are possible. 
0320 In cases where a contract has resulted in a net win 
for the player, the player must be paid. If the player is at the 
casino, he may enter into a gaming device a password or 
other identifier of himself or of his contract. The gaming 
device may then access a database in the casino server 
containing the details of the contract, including the amount 
owed to the player. The gaming device may then payout the 
amount owed in the form of cash, tokens, paper receipts or 
Vouchers, digital cash, digital receipts, etc. The player may 
also collect his winnings at a casino desk, perhaps after 
presenting identification. 

0321) If a player is remote from a casino when his 
contract has finished executing, then the player may be sent 
his winnings either by the insurer or the casino. If the insurer 
provides the winnings, then the casino may later reimburse 
the insurer in the amount of the winnings. The winnings may 
be sent in the form of cash, check, money order, etc. The 
winnings may be sent by postal mail, by wire transfer, by 
direct deposit, by email as digital cash, etc. 
0322. In some embodiments, the casino may simply keep 
the players winnings in a player account at a casino, to be 
accessed by the player next time he visits the casino. The 
winnings may, in the meantime, accumulate interest. The 
casino (or insurer) may also alert the player that his contract 
has finished executing and that he has winnings. The player 
may be instructed to come to the casino and pick them up. 
0323 In some embodiments, the player may have left 
instructions to take any winnings from a first contract and 
purchase a second contract. This allows for the notion of a 
meta-contract. Just as a contract may specify how to allocate 
money for pulls, a meta-contract would describe how to 
allocate money for contracts. There could then be meta 
meta-contracts, and so on. 

0324 Numerous variations on the above-described con 
tract embodiments of the present invention may be practiced 
without departing from the spirit and scope of the present 
invention. For example, a player may be halfway through a 
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contract and have negative 200 accumulated credits. The 
player might therefore lose all hope of winning enough to 
overcome the 200-credit deficit, and so lose interest in the 
contract. Therefore, in one embodiment, a player who is well 
below a threshold number of accumulated credits for win 
ning may play for an altered pay table. Low paying out 
comes may be eliminated, while the likelihood of achieving 
high paying outcomes may increase. This is because a player 
with a 200-credit deficit probably doesn't care about a win 
often credits, but does care about a win of 500 credits. The 
overall hold percentage of the machine may remain constant. 
In some embodiments, the alteration of the pay tables is an 
automatic function of the number of pulls remaining and the 
credit deficit of the player. In other embodiments, the player 
must request an alteration of the pay tables. As an example, 
a player may select an option that says, “Let me play just for 
the jackpot. Eliminate everything else and make the jackpot 
more likely.” The player may or may not have to pay for an 
alteration of the pay tables. In a more general sense, the pay 
tables may change such that the standard deviation of the 
payout for a particular handle pull changes even as hold 
percentage may remain constant. 
0325 In another embodiment, a player might purchase a 
contract at a casino desk and receive a token that indicates 
the type of contract. The player might then deposit the token 
into a gaming device. The gaming device would then 
recognize the token and be able to execute the contract. 
0326. A player may have the privilege of entering into 
favorable contracts after a fixed amount of initial betting. 
For example, if the player wagers for an hour, he may be 
able to enter into a contract where each pull is at true odds. 
That is each pull pays back, on average, the same amount 
that was put in. Typically the pull pays back less. In yet 
another embodiment, a player may receive better odds on 
contract play when he is recommended to the casino by a 
friend. 

0327 In some embodiments, certain results of a pull may 
terminate a contract early. For example, if a player hits the 
jackpot, the contract may terminate. In other embodiments a 
player's accumulated credits can be displayed to a player as 
a function of time in the form of a graph. The graph may 
look much like graphs used to plot the price of a stock 
market index as a function of time. In some embodiments, 
a player wins money or some other prize if the graph takes 
on a certain shape. For example, if the line of the graph is 
such that it slips between several sets of markers (much like 
a skier on a slalom course), then the player may win a large 
prize. 
0328. In some embodiments, a player's winnings on each 
pull of the contract are reinvested into the contract, whereas 
in other embodiments they are not. In one example, a player 
purchases a contract for S100. 
0329. The player instructs the gaming device to gamble 
the S100 until it is all gone. However, any winnings are not 
to be used to gamble, they are to be sent directly to the 
player. In a second example, the player purchases a contract 
for S100 and instructs the gaming device to gamble the S100 
until it is gone or until it has become $200. Here, the player 
elects to reinvest winnings, using the winnings to pay for 
new handle pulls even after S100 worth of handle pulls has 
been made already. 
0330. A contract may reward a player based on any 
second order data, or meta-data about one or more out 
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comes. Examples include rewarding the player if three like 
outcomes occur in a row, if 20 cherries come up in 10 
sequential spins, if the players accumulated credits ever 
reach 100, etc. An example previously mentioned is reward 
ing a player based on the pattern of a graph of accumulated 
winnings as a function of time. A player might choose the 
"meta-outcomes' on which he desires to be rewarded, and 
the gaming device may figure the corresponding odds and 
the size of the reward should the meta-outcome occur. 

0331 A player may be rewarded with the downside of a 
sequence of outcomes much as buying insurance gives him 
the upside. For example, a player pays a fixed Sum of money, 
and collects winnings for every dollar in the negative the 
contract finishes at. Thus, if a contract ends with the player 
having minus 20 accumulated credits, then the player col 
lects 20 credits. 

0332 A contract may apply to a “best 100” sequence of 
a larger sequence of pulls. For example, the player pays 
S100 for a contract of 1000 pulls. From those 1000 pulls, the 
player gets to choose any 100 consecutive outcomes to 
determine his winnings, and can disregard the rest of the 
outcomes. Thus the player can say he wants to use outcomes 
506 through 605. Perhaps there was a hot streak during that 
sequence. The players winnings are then determined solely 
based on what happened between pulls 506 and 605. This 
might result in winnings of $200, whereas having counted 
all 1000 pulls would have resulted in a net loss for the player. 
Of course, the gaming device may automatically choose the 
most favorable sequence for the player. 
0333) A player may choose his favorite outcome and 
receive higher payouts for that outcome, special privileges 
for receiving that outcome (e.g. the ability to terminate a 
contract), etc. 
0334 Returning now to the figures, FIG. 16 is a sche 
matic representation of an embodiment of a system config 
ured to carry out the contract embodiments described above. 
The system 1600 comprises a casino server 1605 in com 
munication with insurer device 1610, a gaming device 1615, 
and a player device 1620. As used herein, a device (includ 
ing the casino server 1605, the insurer device 1610, the 
gaming device 1615 and/or the player device 1620) may 
communicate, for example, through a communication net 
work such as a Local Area Network (LAN), a Wide Area 
Network (WAN), a Metropolitan Area Network (MAN), a 
Public Switched Telephone Network (PSTN), a proprietary 
network, a Wireless Access Protocol (WAP) network, or an 
Internet Protocol (IP) network such as the Internet, an 
intranet or an extranet. Moreover, as used herein, a com 
munication network includes those enabled by wired or 
wireless technology. 
0335) It should be understood that any number of gaming 
devices and any number of player devices can be used in 
system 1600. Although system 1600 includes both a casino 
server 1605 and an insurer device 1610 as illustrated, one or 
the other of these elements may be omitted (for example, the 
insurer device may be omitted in embodiments that do not 
include an insurer or where the casino acts as the insurer). 
Similarly, although system 1600 includes both a gaming 
device 1615 and a player device 1620 as illustrated, one or 
more of these embodiments may be omitted (for example, 
the player device may be omitted if the casino has not 
implemented remote gaming). Further, Some or all of the 
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functionality of a casino server 1605 may be carried out by 
insurer device 1610 and vice versa. Similarly, some or all of 
the functionality of casino server 1605 and/or insurer device 
1610 may be carried out by gaming device 1615 and vice 
versa. In one embodiment, the casino server 1605 comprises 
one or more computers that are connected to a remote 
database server. 

0336 Turning now to FIG. 17, therein depicted is sche 
matic illustration of a casino server 1605. Casino server 
1605 is an illustration of an embodiment of the casino server 
of the same number in FIG. 16. Casino server 1605 com 
prises a processor 1705 in communication with a commu 
nications port 1710 and storage device 1715. Contained in 
storage device 1715 is a program 1720, a player database 
1725, a gaming device database 1725, and a contracts 
database 1730. Each of these databases will be described in 
detail below. The processor 1705 performs instructions of 
the program 1720, and thereby operates in accordance with 
the present invention. The program 1720 may be stored in a 
compressed, uncompiled and/or encrypted format. The pro 
gram 1720 furthermore includes program elements that may 
be necessary, such as an operating system, a database 
management system, and “device drivers' used by the 
processor 210 to interface with peripheral devices. Appro 
priate program elements are known to those skilled in the 
art. 

0337. Note that the processor 1705 and the storage device 
1715 may be, for example, located entirely within a single 
computer or other computing device or located in separate 
devices coupled through a communication channel. 

0338 Turning now to FIG. 18, therein depicted is a 
schematic illustration of an insurer device 1610. Insurer 
device 1610 is an illustration of an embodiment of the 
insurer device 1610 of the same number in FIG. 16. Insurer 
device comprises a processor 1805 in communication with 
a communications port 1810 and a storage device 1815. 
Storage device 1815 stores a program 1820. The processor 
1805 performs instructions of the program 1820, and 
thereby operates in accordance with the present invention. 
The program 1820 may be stored in a compressed, uncom 
piled and/or encrypted format. The program 1820 further 
more includes program elements that may be necessary. Such 
as an operating system, a database management system, and 
“device drivers' used by the processor 1805 to interface 
with peripheral devices. Appropriate program elements are 
known to those skilled in the art. Note that the processor 
1805 and the storage device 1815 may be, for example, 
located entirely within a single computer or other computing 
device or located in separate devices coupled through a 
communication channel. 

0339) Turning now to FIG. 19, therein depicted is a 
schematic illustration of a gaming device 1615. Gaming 
device 1615 is an illustration of an embodiment of the 
gaming device of the same number depicted in FIG. 16. 
Gaming device 1615 comprises a processor 1905 in com 
munication with a communications port 1910, an input 
device 1915, an output device 1920, and a storage device 
1925. Storage device 1925 stores a program 1930. The 
processor 1905 performs instructions of the program 1930, 
and thereby operates in accordance with the present inven 
tion. The program 1930 may be stored in a compressed, 
uncompiled and/or encrypted format. The program 1930 
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furthermore includes program elements that may be neces 
sary, such as an operating system, a database management 
system, and “device drivers' used by the processor 1905 to 
interface with peripheral devices. Appropriate program ele 
ments are known to those skilled in the art. Note that the 
processor 1905 and the storage device 1925 may be, for 
example, located entirely within a single computer or other 
computing device or located in separate devices coupled 
through a communication channel. 
0340 Input device 1915 may comprise, for example, a 
player slot card interface, a keypad, a touch-screen, a 
microphone and/or any other device which allows a player 
to input information into gaming device 1615. Output device 
1920 may comprise, for example, a display area, a micro 
phone, and/or any other device that allows gaming device 
1615 to output information to a player. Gaming device 1615 
may comprise, for example, a slot machine, video poker 
machine, video keno machine, or a video blackjack 
machine. A combination of these type of machines may be 
used in embodiments where casino server 1605 is in com 
munication with more than one gaming device 1615. 
0341 Turning now to FIG. 20, therein depicted is a 
schematic illustration of a player device 1620. Player device 
1620 is an illustration of an embodiment of the player device 
of the same number depicted in FIG. 16. Player device 1620 
may be, for example, a personal computer (PC), laptop, 
personal digital assistant, a cellular telephone, a pager, 
and/or any other device that allows a player to remotely 
monitor and participate in play of a gaming device in 
accordance with the present invention. Player device 1620 
comprises a processor 2005 in communication with a com 
munications port 2010 and a storage device 2015. Storage 
device 2015 stores a program 2020. The processor 2005 
performs instructions of the program 2020, and thereby 
operates in accordance with the present invention. The 
program 2020 may be stored in a compressed, uncompiled 
and/or encrypted format. The program 2020 furthermore 
includes program elements that may be necessary, Such as an 
operating system, a database management system, and 
“device drivers' used by the processor 2005 to interface 
with peripheral devices. Appropriate program elements are 
known to those skilled in the art. Note that the processor 
2005 and the storage device 2015 may be, for example, 
located entirely within a single computer or other computing 
device or located in separate devices coupled through a 
communication channel. 

0342. It should be noted that any and all of the processors 
1705, 1805, 1905, and 2005 may comprise one or more 
microprocessors such as one or more INTEL(R) PentiumR) 
processors. Further, any and all of the storage devices 1720, 
1815, 1925, and 2015 may comprise any appropriate storage 
device, including combinations of magnetic storage devices 
(e.g., magnetic tape and hard disk drives), optical storage 
devices and semiconductor memory devices, such as Ran 
dom. Access Memory (RAM) devices and Read Only 
Memory (ROM) devices. 

0343 Examples of databases that may be used in con 
nection with the system 1600 will now be described in detail 
with respect to FIGS. 21 through 23. Each figure depicts a 
database in which the data is organized according to a data 
structure in accordance with embodiments of the present 
invention. The data may be stored, for example, on a 
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computer readable medium and be accessible by a program 
executed on a data processing system. The schematic illus 
trations and accompanying descriptions of the databases 
presented herein are exemplary, and any number of other 
database arrangements could be employed besides those 
Suggested by the figures. 
Player Database 
0344) Referring to FIG. 21, a table represents one 
embodiment of the player database 1720 that may be stored 
at the casino server 1605 shown in FIG. 16 according to an 
embodiment of the present invention. The table includes 
entries identifying players that may be participating in 
contracts for flat rate play sessions with system 1600. The 
table also defines fields 2105, 2110, 2115, 2120, 2125, 2130, 
and 2135 for each of the entries. The fields specify (i) a 
player identifier 2105 that uniquely identifies a player; (ii) a 
name 2110 associated with the player; (iii) an address 2115 
that facilitates communications with the player; (iv) a finan 
cial account identifier 2120, such as a credit or debit card 
account, associated with the player through which payment 
may be obtained and to which player winnings may be 
credited; (V) demographic information 2125 that may be 
utilized to determine a price or other terms for a contract; 
(vi) credits 2130 that represent the amount of casino credits 
associated with the player; and (vii) a lifetime coin in 2135 
that represents the amount of coin in wagered by the player 
over the course of his or her relationship with the casino 
and/or insurer. 

Gaming Device Database 
0345 Referring to FIG. 22, a table represents one 
embodiment of the gaming device database 1725 that may 
be stored at the casino server 1605 shown in FIG. 16 
according to an embodiment of the present invention. The 
table includes entries identifying gaming devices operated 
by the casino. The table also defines fields 2205, 2210, and 
2215 for each of the entries. The fields specify a (i) a gaming 
device identifier 2205 that identifies a gaming device; (ii) a 
name 2210 associated with the gaming devices, such as, for 
example, Diamond Mine(R); and (iii) a manufacturer 2215 of 
the gaming device. 
Contract Database 

0346 Referring to FIG. 23, a table represents one 
embodiment of the contract database 1730 that may be 
stored at the casino server 1605 shown in FIG. 16 according 
to an embodiment of the present invention. The table 
includes entries identifying contracts that may or have been 
purchased via the system 1600. The table also defines fields 
2305, 2310, 2315, 2320, 2325, 2330, 2335, 2340, and 2345 
for each of the entries. The fields specify (i) a contract 
identifier 2305 that identifies a contract that has been pur 
chased or is available for purchase by a player; (ii) a player 
identifier 2310 that identifies a player, if any, that may be 
associated with the contract; (iii) an initial bankroll 2315; 
(iv) a description 2320 that describes the terms of the 
contract; (v) a cost 2325 of the contract; (vi) a result 2330 
that indicates the current status of the contract; (vii) an 
amount owed the player 2335; (viii) an amount owed the 
insurer 2340; and (ix) a total amount owed the insurer 2345. 
0347 A method that may be used in connection with the 
system 1600 according to an embodiment of the present 
invention will now be described in detail with respect to 
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FIG. 24. The method shown in FIG. 24 may be performed, 
for example, by a casino server 1605 in response to a 
player's request to purchase a contract and after determining 
the price and terms of the contract the player wishes to 
purchase. This flow chart does not imply a fixed order to the 
steps, and embodiments of the present invention may be 
practiced in other orders. 
0348 The method 2400 begins upon receipt of payment 
from a player for a fixed number of pulls in step 2405. In 
other embodiments this step may comprise receipt of pay 
ment for a fixed duration of time during which the player 
may play. Receipt of payment may comprise, for example, 
receipt of a monetary input into a gaming device 1615 or 
receipt of (and, e.g. approval of a charge on) a financial 
account identifier. The received payment, or an indication of 
it, is then transmitted to an insurer in step 2410. Outcomes 
are then generated for a fixed number of pulls in step 24.15. 
An adjustment of a tally of the player's accumulated credits 
based on the outcomes is performed in step 2420. 
0349. In step 2425 it is determined whether the adjusted 
tally exceeds a predetermined threshold. If it does, the 
method 2400 proceeds to step 2435 where the player is paid 
the amount by which the tally exceeds the threshold. Pay 
ment to the player may be achieved by, for example, 
outputting a monetary amount comprising the payment to 
the player at the gaming device or by crediting the amount 
of the payment to a financial account identifier associated 
with the player. If it is determined in step 2425 that the 
adjusted tally does not exceed the predetermined threshold 
then the method 2400 proceeds to step 2430 in which the 
amount by which the tally falls short of the threshold is 
collected from the insurer. 

ADDITIONAL DESCRIPTION OF VARIOUS 
EMBODIMENTS 

0350. As further illustration of what has been described 
herein, additional descriptions of some embodiments of the 
present invention will now be set forth. Specifically, various 
examples of embodiments comprising a video poker gaming 
device will now be described. It should be noted that, as used 
herein, the terms "contract.”gaming contract,”“session, 
'gaming session."play session.”“flat rate session' and 
“flat rate play session” may be used interchangeably to 
describe flat rate session play of the present invention, 
wherein players provide a flat price and in exchange execute 
a plurality of game plays administered by a gaming device. 
For example, if a gaming device is described as storing a 
number of gaming contracts with operator-specified param 
eters, it may be understood that such contracts are in essence 
pricing arrangements that allow for players to execute one or 
more gaming sessions by providing a flat rate price. 

99. 

0351. As described, prices of various flat rate sessions or 
contracts may be determined based on a variety of associ 
ated parameters, such as the duration of the contract, the 
wager amount per game play, the starting balance of the 
contract, active payouts associated with the contract, and so 
O. 

0352 For example, as described, in one or more embodi 
ments, an operator may calculate (e.g., by way of repeated 
mathematical simulation) the average amount paid out to a 
player of a gaming contract when the contract comprises 
Various parameters. For example, it may be determined that 
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the average "contract cost” (e.g., the average amount paid 
out to players upon resolution of a gaming contract) is 
S10.03 for a draw video poker contract characterized by the 
following parameters: 

0353 Contract duration/interval: 30 minutes or 250 
hands of draw poker 

0354) Wager amount per hand: S0.25 
0355 Starting balance: 0 credits (each wager deducts 
one credit, such that the player's balance can be nega 
tive) 

0356) Active pay combinations: Royal Flush pays 
4,000 credits, Straight Flush pays 50 credits, Four of a 
Kind pays 25 credits, Full House pays 9 credits, Flush 
pays 6 credits, Straight pays 4 credits, Three of a Kind 
pays 3 credits, Two Pair pays 2 credits, Jacks or Better 
pay 1 credit 

0357 Threshold above which player may collect win 
nings: 0 credits 

0358) Thus, after simulating play of a gaming contract 
with the above parameters, it may be determined that the 
following expression is true: 

(Total number of players finishing with a 
positive balancex Average amount won by 

players with a positive balance) = $10.03 
Total number of players 

0359 Accordingly, as described, this contract cost (or 
base price) may be used to calculate a retail price (e.g., a flat 
rate price to be paid by players when purchasing a gaming 
session). For example, an operator may multiply the contract 
cost by a desired margin to arrive at a retail price (e.g., 
S10.03x1.5=$15.05, establishing a 50% profit margin). In 
other embodiments, an operator may calculate a retail price 
by adding a fixed amount to a contract cost (e.g., each 
contract should be priced S10 above the contract cost). 
0360 Thus, in some embodiments, an operator or other 
party may set retail prices in association with a number of 
gaming contracts before such contracts are made available to 
players, such that the prices may remain fixed so long as the 
contracts are offered (e.g., before a video poker machine 
offering a “Play by the Hour” feature is released to the 
public, it is determined that 30 minutes of video poker play, 
wherein players wager S0.25 per hand, may cost the player 
$20, yielding approximately S10 in profit per contract). 
0361. In other embodiments, prices associated with one 
or more gaming contracts may be adjusted on a periodic, 
non-periodic (e.g., upon an occurrence of a predetermined 
condition) and/or continuous basis (e.g., by an operator). 
Thus, a gaming device and/or server of the present invention 
may comprise means for determining a retail price associ 
ated with a gaming contract. 
0362 For example, in one or more embodiments, a 
contract cost associated with each of several predefined 
gaming contracts (e.g., contracts with operator-specified 
parameters) may be stored within a memory of a gaming 
device and/or server of the present invention. Using an 
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interface of a gaming device, server and/or a computing 
device in communication with a gaming device and/or 
server, an operator may then set retail prices as some 
function of the contract cost (e.g., an operator uses a 
touch-sensitive screen of a gaming device or any of various 
available input means of a computer device in communica 
tion therewith to input Such price settings, such that retail 
prices associated with one or more gaming contracts offered 
by a gaming device are updated, changed or otherwise 
programmed into the memory of a gaming device and/or 
server). 
0363. In one such example, an operator may periodically 
or non-periodically adjust a desired “hourly profit rate' 
associated with one or more contracts offered by one or more 
gaming devices (e.g., an amount a profit per unit time an 
operator desires to realize when one or more contracts are 
executed using one or more gaming devices). 
0364 For example, an operator may program a desired 
hourly profit rate for a particular gaming device. Such that if 
any contract is executed using the device, the same amount 
of profit per unit time will be realized. As stated, the prices 
of various contracts may then be adjusted to reflect the 
desired profit rate. For example, in Some embodiments, the 
price of each contract is a function of the desired hourly 
profit rate, the contract cost, and contract duration. For 
example, if an operator desires a profit rate of S15/hour, and 
the contract cost of a 30-minute contract is S40.12, then the 
contract may be priced at S47.62. In another example, if an 
operator desires a profit rate of S22/hour, and the contract 
cost of a two-hour contract is S102.35, then the contract may 
be priced at S146.35. Of course, it should be noted that 
various rounding rules may be utilized such that contracts 
are priced at even amounts of money (e.g., whole dollar 
amounts), in a manner that is convenient to customers. 
0365. In another example, an operator may program a 
desired income rate in association with a particular game 
offered by a plurality of gaming devices (e.g., an operator 
desires S11/hour from Crazy Deuces Poker, S12/hour from 
Bonus Action Power Poker). 
0366. It should be further noted that, in some embodi 
ments, an operator may wish to set arbitrary prices (e.g., 
prices that are not determined based on Some function of 
contract cost). Accordingly, using an interface of a gaming 
device, server and/or a computing device in communication 
with a gaming device and/or server, an operator may then set 
Such retail prices (e.g., an operator simply enters a desired 
price associated with one or more contracts). 
0367 Further, as stated, in some embodiments, players 
may establish various contract parameters (e.g., indicate 
which payouts are active, and so on). Accordingly, a gaming 
device and/or server of the present invention may comprise 
means for determining a contract cost based on the requested 
parameters. For example, one or more algorithms stored 
within the gaming device and/or server may enable that 
contract costs are calculated based on received parameters. 
Thus, a gaming device may comprise the flexibility to allow 
players to identify a variety of contract parameters, and to 
allow operators to specify hourly income rates or other profit 
rules Such that contracts may be priced dynamically based 
on the player-identified parameters. 
0368. Further still, an operator or other party may specify 
one or more criteria for determining a price of a session. For 
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example, an operator or other party may specify different 
hourly profit rates for different periods of time. For example, 
as described, an operator may desire a higher hourly profit 
rate during a peak period when gaming device utilization is 
typically high, and settle for a lower profit rate during an 
off-peak period when machine usage is typically low. 
0369. In another embodiment, a gaming device and/or 
server may determine a current level of machine usage in 
association with one or more gaming devices. For example, 
it may be determined that a certain percentage of all gaming 
devices among a common network are currently being 
utilized (e.g., 47% of all gaming devices have a credit 
balance other than Zero). A gaming device may then be 
configured Such that an hourly profit rate is associated with 
a utilization percentage or range of utilization percentages 
(e.g., an hourly profit rate of “S11 per hour' is desired 
between “11-20% utilization': an hourly profit rate of “S18 
per hour is desired between “51-60% utilization'; and so 
forth). Thus, the present invention may comprise automati 
cally adjusting a profit rate in association with a determined 
level of utilization. Thus, in some embodiments, the price of 
a contract may be adjusted based upon the occurrence of a 
predefined condition (e.g., a change in machine utilization). 
It should be noted that, in some embodiments, the present 
invention may comprise determining a utilization percent 
age or range of utilization percentages associated with 
various types of gaming devices (e.g., a utilization percent 
age of all video poker machines). 
0370. It should be noted that, as the duration of gaming 
contracts may be measured by time or by game plays, 
operators may similarly configure a gaming device to gen 
erate a particular “profit rate per number of game plays.” For 
example, an operator may specify a desired profit rate of S32 
per 1,000 game plays. Thus, if the contract cost of offering 
250 hands of a particular video poker contract is S8, then the 
contract may be priced at S16 to reflect the desired profit 
rate. 

0371 Thus, as it is known for operators to increase and 
decrease the “hold percentages of various existing gaming 
devices (e.g., operators increase a hold percentage by 
decreasing the probability associated with achieving one or 
more outcomes and/or decreasing the payout amounts asso 
ciated with those outcomes), operators may similarly control 
the rates at which gaming devices earn profit when Such 
devices administer flat rate session play or contracts for Such 
play. 

0372. In one or more embodiments, aspects of various 
embodiments, such as determining or otherwise offering 
contract pricing, may be practiced or effectuated by chang 
ing (e.g., replacing, upgrading and/or augmenting) one or 
more components (e.g., hardware and/or software compo 
nents) of an existing gaming device. Thus, in an embodi 
ment, the invention may be applied as a retrofit to existing 
gaming devices currently available for play within various 
casinos. 

0373 For example, a memory (e.g., one or more com 
puter chips, hard drives or like structures) of the gaming 
device may be changed (e.g., replaced or added), in which 
the replacement memory or additional memory stores a 
program (or portion of a program) that includes instructions. 
These instructions direct the processor of the gaming device 
to operate in accordance with one or more embodiments of 
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the present invention. In another example, data that is output 
via the gaming device (e.g., graphical and/or textual data 
displayed by the gaming device) may be replaced or added, 
the replacement or additional data indicating to a player 
information relevant to one or more aspects of the present 
invention. 

0374. In a specific example, a gaming device may com 
prise various electronic components mounted to one or more 
printed circuit boards (PCBs). Such components may 
include various hardware described herein, Such as a com 
munications port and various controllers of peripheral 
devices (e.g., a display controller), as well as a memory for 
storing programming instructions (Software) and a processor 
for carrying out instructions. Some forms of memory com 
monly employed by gaming devices include electronically 
erasable programmable read-only memory (EEPROM) and 
erasable programmable read-only memory (EPROM), 
although many other forms of memory are readily known. 
Thus, in an embodiment, an EEPROM storing contract 
pricing instructions (as well as instructions for carrying out 
other functions performed by the gaming device) may 
replace an EEPROM previously installed in a gaming 
device. Such that the gaming device may be configured to 
operate in accordance with various processes according to a 
disclosed embodiment. In an embodiment, the memory 
devices need not be replaced, but instead different data (e.g., 
a new program) can be stored on the memory (e.g., an 
upgraded version of a program previously stored on the 
memory, a new program, a program which disables a portion 
or all of a program previously stored on the memory). 
Various manners are known for storing different or addi 
tional data on a memory, included a complete copying a 
program or set of programs from a local or remote memory 
storage device. For example, a peripheral memory device 
may be connected to a gaming device (e.g., connect via a 
memory bus of the gaming device), in which the peripheral 
memory device directs the processor to ignore (fail to 
execute) certain other programs or portions of programs 
stored in other memory devices (e.g., stored in an EEPROM 
present in the gaming device). 

0375 For example, a “pricing module' may be installed 
in a gaming device or otherwise accessible to a gaming 
device. Such a pricing module may be made available for 
purchase (e.g., purchase by various casino operators or other 
entities desiring to change the operational performance of a 
gaming device). The module, which may comprise various 
hardware and/or software (e.g., an EEPROM storing soft 
ware instructions, a microprocessor and connected ROM), 
may be installed in an existing gaming device (e.g., a 
Video-reel slot machine, a video poker machine). 
0376 When the module is installed, it may change, 
augment disable or otherwise affect the operation of the 
gaming device in various manners to render the gaming 
device capable of performing any of the methods described 
herein. 

0377 For example, when the module is added to the 
gaming device, the module can render the gaming device 
capable of permitting play of the gaming device when a 
credit balance of the gaming device is insufficient. Prior to 
Such rendering, the gaming device was not capable of 
permitting play of the gaming device when the credit 
balance is insufficient. The credit balance of the gaming 
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device may be deemed insufficient if the credit balance is 
less than what is conventionally required to enable play of 
the gaming device. For example, he credit balance may be 
deemed insufficient if the credit balance is less the minimum 
denomination of the gaming device (e.g., $1 minimum 
wager) or if the credit balance is zero. 
0378. Such a module can be further capable of directing 
the gaming device to determine a duration of play (as used 
herein) in accordance with a flat rate play session. The 
module can thus render the gaming device capable of 
permitting play of the gaming device if the credit balance is 
insufficient provided that the duration has not expired. 
0379 Similarly, when the module is added to the gaming 
device, the module can render the gaming device capable of 
determining whether play of the gaming device may con 
tinue, in which the determination of whether play may 
continue is based on at least one factor (e.g., time of play left 
in a contract for a minimum amount of play time) that does 
not consider the credit balance of the gaming device. Prior 
to Such rendering, the gaming device was not capable of 
determination of whether play may continue based on the at 
least one factor. 

0380 For example, the gaming device can be capable of 
determining whether play of the gaming device may con 
tinue even if the credit balance is insufficient (e.g., less than 
a minimum denomination). 
0381 Similarly, when the module is added to the gaming 
device, the module can render the gaming device capable of 
determining whether play of the gaming device may con 
tinue, in which the determination of whether play may 
continue is based on at least one factor that considers the 
time of play of the gaming device. 
0382 For example, the gaming device may determine 
whether play may continue by determining whether a pre 
determined amount of time of play specified in a contract has 
occurred. 

0383. When the module is installed, it may additionally 
or alternatively provide functionality which permits the flat 
rate play behavior to be enabled or disabled (e.g., at the 
request of a player). For example, players of the device may 
elect (i) to play a game offered by the gaming device without 
purchasing a flat rate session or contract, or (ii) to play a 
game offered by the gaming device by means of purchasing 
a flat rate session or contract. Thus, players who are familiar 
with the games offered by various gaming devices may elect 
to pay for them in a manner that can be either different from 
or similar to the manner they are accustomed to. One 
advantage of flat rate session play and gaming contracts 
(which may be enabled by the installation of the pricing 
module) lies in the ability to offer players discounts or 
perceived discounts for agreeing to play and/or pre-paying 
for a large number of game plays, for a long period of time, 
etc. 

0384 Accordingly, as described above, a gaming device 
may be configured to allow a player to select one of two 
“modes' of the gaming device, and to enable the selected 
mode. If a player selects a “standard” mode in which a flat 
rate price will not be received for a plurality of game plays, 
the gaming device may be configured to operate in a manner 
similar to how it operated before the installation of the 
pricing module (e.g., players make funds available for each 
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game play). If a player selects a “flat rate” mode and a flat 
price is paid for the privilege of executing a plurality of 
game plays, the gaming device may then be operable to 
execute a gaming session or contract play as described 
herein. 

0385 Thus, a second module may be added to a gaming 
device, in which the second module renders the gaming 
device capable of selecting between 
0386 (i) permitting play of the gaming device when the 
credit balance is insufficient (e.g., “flat rate mode’), and 
0387 (ii) not permitting play of the gaming device when 
the credit balance is insufficient (e.g., “standard mode'). 
0388. The gaming device may also be capable of permit 
ting each of a plurality of selections between (i) and (ii) to 
be recorded. For example, a database or like structure 
(stored in the gaming device, or remotely such as on a 
server) may store for each Such selection, any data, includ 
ing the selection, the time of Such selection, the player 
making the selection, the game, etc. 
0389. In one example, a touch-sensitive display screen 
may be configured to output a prompt asking a player to 
select a mode of operation. FIG. 29, described below, 
illustrates one example screen that may be presented to a 
player as a means of allowing the player to select one of Such 
two modes of operation. Such a prompt may be output in 
occurrence to various trigger conditions (e.g., coins, bills or 
tickets are inserted; a credit balance increases from Zero to 
Some other number, a player presses a “play' button; a 
player selects a denomination and/or game to play, a player 
inserts a player tracking card, a motion, weight, infrared or 
other sensor detects the presence of a player, etc.). Accord 
ingly, a player may select a mode of operation (e.g., by 
pressing an appropriately labeled icon of a touch-sensitive 
display Screen), and upon receiving the player's selection, 
the gaming device may be configured to operate in the 
selected mode. FIGS. 30-42, described below, illustrate 
various screens of information that may be output to a player 
who selects a “flat rate play of operation, in accordance 
with some embodiments described herein. 

0390. In other embodiments, a peripheral device may be 
useful for implementing one or more embodiments of the 
present invention into the operation of a conventional gam 
ing device. For example, in order to avoid or minimize the 
necessity of modifying or replacing a program already 
stored in a memory of a conventional gaming device, an 
external or internal module that comprises a peripheral 
device may be inserted in, connected to or otherwise asso 
ciated with the gaming device. 
0391) In still further embodiments, rather than configure 
existing gaming devices to execute pricing logic by install 
ing or connecting new hardware and/or software. Such 
pricing logic may be downloaded into an existing memory 
of one or more gaming devices. U.S. Pat. No. 6,805,634 to 
Wells et al. teaches methods for downloading data to gaming 
devices in such a manner. The entirety of U.S. Pat. No. 
6,805,634 is incorporated by reference herein for all pur 
poses. Thus, in Some embodiments, an existing gaming 
device may be reprogrammed to accommodate new pricing 
functionality of the present invention without the need, or by 
minimizing the need, to remove and replace hardware within 
the gaming device. 

29 
May 18, 2006 

0392 As described, in some embodiments, once prices 
have been determined in association with various contracts, 
Such contracts may then be offered to players of gaming 
devices (e.g., players may peruse, using a menu output via 
a touch-sensitive display screen of a gaming device, various 
gaming contracts and prices associated therewith). Thus, an 
operator may program a gaming device Such that players 
may review a variety of gaming contracts offered by the 
device. In one such example, a gaming device may output or 
otherwise display a “rate card.” indicating various durations 
and wager amounts associated with a price (e.g., 30 minutes 
of play, wherein the customer wagers S0.25 per bet, has a 
retail price of $30; an hour of play, wherein the player 
wagers S1 per game play, has a retail price of S150; etc.). 

0393. In various embodiments, a player may alter the 
determined price of an operator-specified gaming contract 
without changing a contract parameter (e.g., the price 
changes, but the duration, active pay combinations and/or 
amount wagered per game play remain constant). 

0394 For example, in one embodiment, a customer may 
receive a discount by providing a promotional code. A 
promotional code may be received in a variety of manners 
(e.g., a player enters a code using an input device, a player 
inserts a promotional ticket into a ticket-in/ticket-out device, 
etc). Accordingly, in some embodiments, the present inven 
tion may comprise (i) determining a retail price associated 
with a contract or flat rate gaming session, (ii) receiving an 
identifier for a promotional discount, (iii) determining if the 
identifier is valid (e.g., a database indicates that the identifier 
has been issued and has not expired), (iv) determining a 
discount amount associated with the identifier (e.g., a flat or 
percentage discount amount), and (V) applying the discount 
to the retail price (e.g., decreasing the price of the contract 
or flat rate session by the discount amount). In further 
embodiments, promotional codes may enable free play as 
opposed to price discounts. For example, by entering a valid 
code, a player may be entitled to five extra minutes of video 
poker play along with any purchase of a flat rate session. In 
Some embodiments, players may receive promotional codes 
for visiting a Web site (e.g., to experience trial play of games 
or gaming contracts), participating in a Survey, etc. For 
example, a player may (i) visit a Web site, (ii) play a free, 
short-duration gaming contract (e.g., five minutes), (iii) 
receive a promotional code, and (iv) enter the promotional 
code at a gaming device within a casino to receive a discount 
on a gaming contract, begin a gaming session using a 
balance that was accumulated online, receive several min 
utes of bonus time when purchasing another gaming con 
tract, etc. 

0395. In another embodiment, a player may receive a 
discount by purchasing the contract or flat rate session along 
with other goods or services. For example, a flat rate play 
session may have a retail price of S30, but the price may be 
decreased if the player agrees to eat at a restaurant, stay in 
a hotel room, purchase two show tickets, purchase another 
contract or flat rate session, and so on. In some embodi 
ments, a gaming device and/or server of the present inven 
tion may communicate with an inventory or reservation 
management system (e.g., of a hotel, theatre, restaurant, etc.) 
to determine a level of utilization associated with another 
property within the casino, and offer the player a discount on 
a contract or flat rate session if the player, for example, buys 
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tickets to a show that is expected not to sell out, purchases 
buffet passes good during off-peak hours, and so on. 
0396. In further embodiments, one or more players may 
receive a discount or other benefit for purchasing a contract 
along with another player. For example, if two players each 
desire to purchase a gaming contract with a retail price of 
S30, a casino may advertise the contracts at a discount (e.g., 
a "Husband and Wife package of two contracts for $50 
total). For example, two players may approach a desk or 
booth within a casino and indicate an interest in purchasing 
gaming contracts. A casino representative may then, after 
receiving payment for the contracts, provide means for 
enabling the players to execute the gaming contracts. Such 
means include, but are not limited to (i) codes that the 
players may enter using an input device of a gaming device 
when desiring to execute the contract, (ii) tickets that may be 
inserted into a ticket-in/ticket-out component of a gaming 
device, (iii) magnetic-stripe cards (e.g., comprising an iden 
tifier which may be read by a card reader device, such that 
a gaming device may determine whether or not the player is 
entitled to a gaming contract based on data stored on a server 
associated with the identifier), (iv) Smart cards (e.g., com 
prising a memory storing session or contract data), and so 
on. In embodiments wherein contract or flat rate play session 
data of a central server must then be updated, the represen 
tative may utilize a computer device in communication with 
Such a server. Thus, as described, in some embodiments, 
players may present alternate forms of payment (codes, 
tickets, cards, etc.) other than currency to initiate gaming 
sessions or contract play. 
0397. In another example, a player may visit a kiosk (or 
a desk within a casino staffed by casino personnel), purchase 
a gaming contract (e.g., by providing funds and selecting or 
otherwise agreeing to various contract parameters), and be 
provided with means for executing such a contract. For 
example, a kiosk may print a bar-coded ticket, which may be 
receivable by a "ticket-in/ticket-out” module of a gaming 
device, such that the gaming device may then scan the 
barcode of the ticket to determine various contract param 
eters (e.g., a duration, a wager amount per game play, active 
pay combinations, and so on). The gaming device may then 
be configured to execute a gaming session characterized by 
the indicated contract parameters (e.g., Such that the player 
needn't provide funds or spend time choosing contract 
parameters at the gaming device, but rather insert a ticket 
and begin playing almost immediately thereafter). In yet 
another example, a player may visit a desk, booth or other 
location staffed by casino personnel. Such that casino rep 
resentative may (i) determine contract parameters desired by 
the player, (ii) receive payment for the contract, (iii) utilize 
a computer terminal in communication with a server and/or 
one or more gaming devices to indicate that the player is 
entitled to a contract characterized by certain parameters, 
and (iv) provide a card to the player that encodes various 
data (e.g., a plastic player tracking card with a magnetic strip 
encoding a player identifier, a Smart card with an internal 
memory storing contract data, etc.) Such that the player may 
insert the card into a reader device in communication with 
a gaming device and begin play under the associated con 
tract parameters. It should be noted that, in Some embodi 
ments, such methods of purchasing gaming contracts may be 
utilized by players desiring to purchase contracts as gifts for 
others. Accordingly, in some embodiments, such tickets or 
cards may be personalized (e.g., when purchasing a contract 
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from a kiosk, a player may enter a recipient’s name using an 
input device of the kiosk, such that the recipient’s name may 
be printed on a “gift ticket’), or may be accompanied by 
gift-oriented packaging (e.g., “Toffrom envelopes' and so 
on). It should be noted that in Some embodiments, players 
may purchase 'group' contracts comprising altered contract 
parameters. For example, two or more players may play 
gaming sessions simultaneously, and receive benefits based 
on the total balance accumulated by both players at the end 
of the session. 

0398. In another example, two or more players may 
simultaneously play a draw video poker tournament session. 
In one such example, each player may simultaneously be 
dealt the same starting hand during tournament play. In this 
manner, much like duplicate bridge play, luck may play a 
lesser role in determining the winner of the tournament. In 
Some embodiments, players may be given a limited time 
period after being dealt a starting hand to determine which 
cards to hold, after which time the dealt hand may be 
declared Void. In other embodiments, players may partici 
pate in a tournament by first participating in individual 
gaming sessions, and then having the results of those ses 
sions ranked to determine tournament prizes and payouts 
(e.g., if a first player achieves a credit balance of 179 as the 
result of a gaming session, and a second play achieves a 
credit balance of 245 as the result of a gaming session, the 
second player may be awarded a benefit). It should be noted 
that one advantage of Such an embodiment is that players 
may compete with one another in an asynchronous manner. 
0399 Various methods and apparatus for administering 
Such group and tournament play embodiments are described 
in Applicant's U.S. Pat. No. 6,312,332, filed Jul. 1, 1998, 
entitled METHOD AND APPARATUS FOR TEAM PLAY 
OF SLOT MACHINES”; U.S. Pat. No. 6,206,782, filed Sep. 
14, 1998, entitled “SYSTEM AND METHOD FOR 
FACILITATING CASINO TEAM PLAY”; U.S. Pat. No. 
6,142,872, filed Mar. 31, 1998, entitled “METHOD AND 
APPARATUS FOR TEAM PLAY OF SLOT MACHINES”; 
U.S. Pat. No. 6,712,699, filed Feb. 5, 2002, entitled “APPA 
RATUS AND METHOD FOR FACILITATING TEAM 
PLAY OF SLOT MACHINES”; U.S. application Ser. No. 
10/811,583, filed Mar. 29, 2004, entitled “APPARATUS 
AND METHOD FOR FACILITATING TEAM PLAY OF 
SLOT MACHINES”; U.S. application Ser. No. 10/842,405, 
filed May 10, 2004, entitled “METHOD AND APPARATUS 
FOR TEAM PLAY OF SLOT MACHINES”; U.S. applica 
tion Ser. No. 10/254,831, filed Sep. 25, 2002, entitled 
METHOD AND APPARATUS FOR LINKED PLAY 
GAMING”; U.S. application Ser. No. 10/414,934, filed Apr. 
15, 2003, entitled “METHOD AND APPARATUS FOR 
LINKED PLAY GAMING WITH COMBINED OUT 
COMES AND SHARED INDICIA'; and U.S. application 
Ser. No. 10/023,149, filed Dec. 18, 2001, entitled “AN 
ELECTRONIC GAMING DEVICE OFFERING A GAME 
OF KNOWLEDGE FOR ENHANCED PAYOUTS: the 
entirety of each are incorporated herein by reference for all 
purposes. 

0400 Additionally, in some embodiments, before a 
player purchases a gaming contract (e.g., using a gaming 
device), the player may have an opportunity to purchase or 
select additional contract features. In one embodiment, a 
small fee may be associated with each feature the player 
selects. In one embodiment, a player may select a particular 
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contract with operator-specified parameters. Before contract 
play begins, the player may be shown (e.g., via a touch 
sensitive display device) a menu offering one or more 
additional contract features and associated fees (e.g., “For 
double Royal Flush payouts, add $5 to price seen above'). 
A variety of Such additional contract features are contem 
plated, including but not limited to the following examples: 

04.01 Increased payout amounts (e.g., for an extra fee, 
a player can receive 5,000 coins for hitting a Royal 
Flush instead of 4,000 coins) 

0402 Increased probabilities (e.g., for an extra fee, a 
player can add a “Wild' card to the deck) 

0403. A greater number of winning pay combinations 
(e.g., a player can add a '4-Card Royal Flush In 
Sequence' pay combination) 

0404 A progressive jackpot feature (e.g., for an extra 
fee, a player becomes eligible to receive a progressive 
jackpot) 

0405 Bonuses or features based on the player's credit 
balance during the contract and/or interval remaining in 
the contract. For example: 
0406 Negative balance limit (e.g., for an extra fee, 
a player can ensure that the player's balance does not 
fall beneath -100 credits) 

04.07 “Start Over option (e.g., for an extra fee, if 
the player's balance is lower than some threshold 
amount of credits after some interval has elapsed, the 
player may start the session over from the beginning 
at no additional cost) 

0408 “Booster option (e.g., for an extra fee, if the 
player's balance is lower than some threshold 
amount of credits and there is only a small duration 
of the contract remaining, the player can “boost the 
player's balance back to Zero or some other prede 
termined level) 

Thus, in some embodiments, the present invention may 
comprise, (i) receiving a selection of an additional 
contract feature, (ii) receiving payment for the fea 
ture, and (iii) enabling the feature. 

04.09. It should further be noted that, as described, a 
gaming device and/or server of the present invention may 
alternately or additionally be configured to determine the 
price of a contract based on player-requested parameters. 
For example, a player may choose a particular payout table, 
contract duration and wager amount per game play, and a 
price may be determined accordingly. In other embodiments, 
a gaming device and/or server of the present invention may 
be configured to determine various contract parameters 
based on a requested price input by a player. For example, 
a player may simply approach a gaming device, enter (e.g., 
using a keypad) or select (e.g., by pressing an icon of a 
touch-sensitive display screen) a particular price, and a 
gaming device may then output a menu of available con 
tracts based on the price. For example, for a retail price of 
S20, a casino may be willing to offer any contract with a 
contract cost of S15 or less. Further, in one example, based 
on the price requested by a player and an hourly profit rate 
specified by an operator, a gaming device and/or server of 
the present invention may be configured to determine appro 
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priate parameters of a “custom’ contract. For example, if a 
player enters a price of $17, and an operator has entered a 
desired hourly profit rate of S9, the player may be offered a 
variety of 30-minute contracts with associated costs of S4, 
one-hour contracts with associated costs of S8, 45-minute 
contracts with associated costs of S6, and so on. 

0410. In this manner, the retail price of a gaming contract 
or flat rate play session may be determined. A player may 
then purchase a gaming contract or flat rate play session in 
a manner described herein, and play within the contract or 
session may commence. 

0411 Various additional features may then be made 
available to players of flat-rate sessions. Several features 
will now be described with respect to a video poker gaming 
machine, though it should be appreciated that a variety of 
other types of gaming devices (e.g., slot machines, video 
keno machines, video blackjack machines, etc.) are contem 
plated as being within the scope of the present invention. 

0412. In one example, wherein a contracts duration is 
measured in time (e.g., a 30-minute session), players may 
accumulate additional time by achieving certain outcomes 
during play or by satisfying one or more other predefined 
criteria. For example, a player may purchase a 30-minute 
session of a video poker game. The player may then, in 
addition to winning payout amounts when achieving certain 
outcomes, accumulate "bonus time.” For example, as indi 
cated by a paytable, an outcome of “Royal Flush” might pay 
“4,000 credits+2 minutes of Bonus Time, an outcome of 
“Full House’ might pay “9 credits +30 seconds of Bonus 
Time.” and so on. In another embodiment, a bonus associ 
ated with an outcome may comprise a number of bonus 
game plays or hands, in the case of a card game. A bonus 
game play may comprise, for example, a game play that a 
player may play, beyond the duration of the contract, without 
providing wagers therefore. FIG. 30, described below, illus 
trates one example of a paytable in which a payout for an 
outcome may include, in addition to a specified number of 
credits, one of a period of bonus time and a number of bonus 
hands. 

0413. In some embodiments, text and/or graphics may be 
output to indicate accumulated bonus time to a player (e.g., 
a separate clock icon keeps track of the bonus time the 
player wins). In one or more embodiments, players may then 
be allowed to utilize accumulated bonus time upon the 
conclusion of a gaming session (e.g., after 30 minutes 
expire, a player can then “play out any bonus time). In other 
embodiments, players may be presented with an option to 
save or store bonus time for use at a later point. For example, 
by pressing an appropriately labeled icon of a touch-sensi 
tive display screen, a player may choose to store any 
accumulated bonus time in an account associated with the 
player (e.g., Such that an indication of bonus time owed to 
the player is stored as a record of a player database associ 
ated with the player). In another example, a player may 
request to receive a cashless gaming ticket, the indicia 
thereof encoding data indicating an amount of bonus time 
owed to the player. In further embodiments, players may be 
awarded bonus time for contract play when playing gaming 
devices without a contract or session (e.g., bonus time is 
awarded much like complimentary points when players 
place wagers using slot machines). In still further embodi 
ments, bonus time may be rewarded to players who agree to 
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perform some action requested by a casino (e.g., watch a 
commercial for a casino restaurant, take a Survey, call an 800 
number and become a member of a particular program, etc.). 
0414. It should be understood that, in other embodiments 
(e.g., wherein a contracts duration is measured in game 
plays), players may similarly accumulate bonus game playS. 
It should further be understood that redemption or utilization 
of Such bonus game plays or hands, in the case of a card 
game, may be realized in any of the manners described 
above with respect to redemption or utilization of bonus 
time. 

0415. In another example of a feature available to a 
player, a gaming device and/or server may be operable to 
determine a benefit that a player may achieve based on play 
of a gaming device during a flat rate play session. For 
example, the gaming device and/or server can track notable 
outcomes or patterns of outcomes, such as a number of 
consecutive wins/losses achieved by a player during a 
session. In an embodiment, a player may receive one or 
more benefits based on the consecutive wins or losses 
achieved (e.g., the number of consecutive wins or losses 
achieved). 
0416) There may be many different types of requirements 
to achieve the benefit. For example, the requirement may 
specify a required number of consecutive outcomes that are 
required (e.g., consecutive winning outcomes, consecutive 
losing outcomes). 
0417 For example, in one embodiment, an area of a 
display device may be dedicated to outputting (e.g., display 
ing as text, displaying as a bar graph) a consecutive number 
of winning poker hands that a player has achieved (e.g., that 
occurred during a flat rate play session). 
0418. In an embodiment, if the player achieves (or is the 

first of a set of players to achieve) the requirement to win a 
benefit (e.g., achieves a threshold number of consecutive 
winning poker hands such as at least five consecutive 
winning poker hands), then the player wins a benefit, Such 
as being awarded a progressive jackpot. 

0419) Another benefit includes extending a remaining 
duration of play in accordance with a flat rate play session. 
For example, the number of plays remaining until the end of 
the duration may be increased, or the time remaining until an 
end of the duration may be increased. The remaining dura 
tion of play may be extended based on the number of 
consecutive outcomes that occurred, or base don predeter 
mined other patterns in the outcomes. For example, the 
duration of play may be increased by one minute for every 
consecutive winning outcome more than five consecutive 
winning outcomes. 

0420 Another benefit includes providing an increased 
payout amount for at least one predetermined outcome, or 
for other predetermined patterns of outcomes. For example, 
for each royal flush that is achieved in a video poker game, 
the payout for all outcomes can be increased 10%. As 
another example, for every consecutive winning outcome 
more than five consecutive winning outcomes, the payout 
for all outcomes can be increased 10%. 

0421. In an embodiment, a gaming device may be con 
figured such that a session cannot end on a winning hand 
(e.g., even if the player runs out of time/hands, the player 
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may still have a chance to win the progressive if the player 
begins to amass a streak of winning outcomes toward the 
end of a session). Thus, even if the gaming device (or 
another device) determines that a duration of play in accor 
dance with a flat rate play session has elapsed the duration 
may be extended until a losing outcome has occurred. 
0422. In another example, an area of a display screen may 
indicate a number of consecutive losing hands, and if a 
certain threshold number is reached, a player may be pro 
vided with a benefit (e.g., a clock indicating time remaining 
within the session is “frozen' or stopped until a player 
achieves a winning hand). It should be understood that 
various other benefits can be made available based on 
consecutive wins and losses achieved during a session (e.g., 
rather than “freezing a clock, a clock is “slowed down.” 
etc.). 
0423 Various indications (e.g., graphic indications, text 
indications) of benefits are contemplated. For example, a 
displayed clock icon which displays time remaining in a 
duration of play can appear "frozen'. As another example, as 
a player accumulates consecutive winning hands, a dis 
played image of a thermometer rises. Generally, the dis 
played indication of the remaining duration of play can 
include and indication of: (i) the time remaining until an end 
of the duration, (ii) the time elapsed since a beginning of the 
duration, (iii) the number of plays remaining until the end of 
the duration, and (iv) the number of plays since the begin 
ning of the duration. 
0424 Players might also receive benefits based on their 
credit balance during a gaming session. In one example, if 
during a gaming session a player's balance is sufficiently 
negative (e.g., beneath a threshold number of credits), the 
player may receive increased payout amounts associated 
with various outcomes (e.g., Full House pays triple when 
players are below -100 credits). Plays might also receive 
additional video poker hands (e.g., receive the ability to 
draw to three poker hands simultaneously) when a balance 
is low. 

0425 Such benefits may also be awarded based on the 
time that has elapsed during the session or that time that 
remains within the session (e.g., the interval remaining). For 
example, during the last minute of a flat rate video poker 
session, players may receive increased payout amounts 
associated with certain outcomes. 

0426 In some embodiments, players may receive ben 
efits based on accumulated outcomes, cards, symbols, and so 
on. For example, during a 30-minute video poker gaming 
session, if a player is able to collect 40 “Ace’ cards, the 
player may win a bonus payout. In another example, a player 
may be paid a bonus if the player achieves a plurality of 
various winning outcomes within a session (e.g., if the 
player achieves five each of flushes, straights, 3-of-a-kind, 
etc.). Thus, the gaming device and/or server is operational to 
determine a first occurrence of a predetermined outcome 
(e.g., a flush) during a flat rate play session. 
0427. In an embodiment, a payout amount associated 
with an outcome may be based on (e.g., may increase or 
decrease depending on) how many times the outcome (or a 
set of outcomes) has been achieved during a session. 
0428. In an embodiment, the second (and possibly sub 
sequent) payout amounts can be greater than the first (and 



US 2006/01 05837 A1 

possibly preceding) payout amounts by a predetermined 
amount. For example, a player may be paid six coins the first 
time a flush occurs during a session, eight coins the second 
time it occurs, and so on in arithmetically increasing payout 
amounts for each flush during the session. 
0429. Alternatively, the second (and possibly subse 
quent) payout amounts can be greater than the first (and 
possibly preceding) payout amounts by a proportion of the 
first payout amount. For example, a player may be paid ten 
coins the first time a flush occurs during a session, twenty 
coins the second time it occurs, and so on in geometrically 
increasing payout amounts for each flush during the session. 
0430 Alternatively, the second (and possibly subse 
quent) payout amounts can be greater than the first (and 
possibly preceding) payout amounts by a random amount 
(e.g., a random amount chosen from a range of possible 
amounts). 
0431. The payout amounts may be subject to a maximum. 
Thus whereby the payout amount may not be greater than 
the maximum (e.g., no more than a 100 coin payout). 
0432. In an embodiment, for each occurrence of a pre 
determined outcome during a flat rate play session, a respec 
tive payout amount is determined. Each respective payout 
amount can be based on a number of prior occurrences of the 
predetermined outcome during a flat rate play session. For 
example, the payout amount may be based on twice the 
number of prior occurrences of the predetermined outcome 
(e.g., 3 coins, 6 coins, 9 coins, and so on). 
0433. The plurality of occurrences of the predetermined 
outcome can define a sequence ordered by time (e.g., certain 
of the occurrences occurs after or before certain others). 
Each respective payout amount thus can be greater than 
payout amounts associated with occurrences prior in the 
sequence (so that the payout amounts increase as there are 
more occurrences of the predetermined outcome). As 
described above, the payout amounts can increase arithmeti 
cally, geometrically, randomly and/or in another manners. 
0434 In yet another example, if a player achieves a 
certain feat within the session (e.g., achieves a certain 
number of consecutive winnings hands, achieves a number 
of winning hands during a period often minutes, achieves a 
certain total payout amount at the end of the session, 
maintains a certain rate of play, etc.), the player may receive 
an opportunity to enter the players initials or other another 
indication of the player. The initials or other indication of the 
player can be output by a gaming device or peripheral device 
associated therewith (e.g., a large display screen above a 
bank of machines indicating “high scores'). 

0435 Thus a number of consecutive outcomes (or other 
pattern of outcomes) that occurred during a flat rate play 
session may be determined. This number may be compared 
with one or more previously-occurred number of consecu 
tive outcomes (e.g., streaks of consecutive winning out 
comes by other players, during other sessions). If the num 
ber of consecutive outcomes exceeds any of the previously 
occurred number of consecutive outcomes, then this new 
number of consecutive outcomes can be stored, and an 
indication thereof can be displayed. 

0436 
accomplishments (e.g., "high scores, 

In further embodiments, such data regarding player 
“top players,”“top 
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hands, etc.) may be stored in a database, and may be 
"sortable' (e.g. upon player input) by (i) a given time period 
(e.g., “Top winners today' or “Top winners all-time'), (ii) 
one or more machines on which the accomplishment 
occurred (e.g., “Top hands on this machine'), (iii) wager 
amount per game play (e.g., “Top S0.25 players'), (iv) 
player (e.g., “Tom’s best hands’), and so on. For example, 
a player may press an icon of a touch-sensitive display 
screen (e.g., “See top players all-time') Such that certain 
data may be accessed and/or output. Such data may be 
specific to the gaming device (i.e. failing to consider play at 
other gaming devices), or to all gaming devices. 
0437. In some embodiments, video poker players may 
also receive an option to “surrender a starting hand or hand 
that is initially dealt in association with a game play (e.g., 
forfeit a starting poker hand, such that a payment is received 
and the hand eliminated before the hand is drawn to). For 
Surrendering the hand, players may receive a payout amount. 
For example, a player may be dealt an initial hand of 
2h-2c-10d-2s-Kc. Thus, before drawing, the player knows 
that at worst, by holding the 2h-2c-2s, he may be entitled to 
a payout for 3-of-a-Kind. However, the player also under 
stands that by holding the 2h-2c-2s and drawing two more 
cards, the player also has an opportunity to attain 4-of-a- 
Kind or a Full House (which would result in greater payout 
amounts than the 3-of-a-Kind). However, there is also a 
chance that the player will draw two unhelpful cards, leaving 
the player only the payout for the 3-of-a-Kind. Accordingly, 
when the player is dealt the initial hand, the present inven 
tion contemplates an “Instant Pay” feature, which may 
provide a payout amount for the player to Surrender the hand 
without drawing to it. The payout amount may be equal to 
the expected value of the starting hand. Thus, the payout 
amount associated with Surrendering an initial hand may be 
larger than any payout amount the player is guaranteed to 
achieve in a final hand based on the initial hand (e.g., the 
Surrender payout is greater than the payout for 3-of-a-Kind), 
but less than any payout amount the player might achieve if 
the player holds the appropriate cards and deals to the hand 
(e.g., the Surrender payout is less than the payout for 
4-of-a-Kind or Full House). It should be noted that one 
advantage of Such an embodiment is that it may allow 
players to rapidly surrender hands when they feel the 
chances of improving the hand are unfavorable, and thereby 
play more hands per unit time. 
0438. In some embodiments of the present invention, as 
described, a parameter of a contract may comprise a stan 
dard wager amount per game play (e.g., a player buys 30 
minutes of video poker play, wherein the player may wager 
only S0.25 each hand). In some embodiments of the present 
invention, a player may be allowed to alter an amount 
wagered per game play while in the middle of a contract. 
0439 For example, a player who has paid an up-front, flat 
price of S40 for 30 minutes of video poker play at S0.25 per 
hand may decide he wishes to increase his wager amount per 
game play for the remainder of the session (e.g., as is known 
in the art, by wagering more, the player may be entitled to 
win relatively larger payouts as indicated by a paytable). The 
player may be allowed to do so, so long as the player agrees 
to accept an offsetting change in another contract parameter 
that effectively retains the same contract cost. For example, 
if a player has 18 minutes of play remaining when the player 
requests an increase in the wager amount per game play 



US 2006/01 05837 A1 

from S0.25 to S0.50, the request may be approved, but only 
if the player agrees to a nine-minute reduction in session 
length. In some embodiments, even though the contract cost 
may remain constant should a player increase a wager 
amount per game play and accept a shortened contract term, 
Such an arrangement may still be advantageous for a casino 
(e.g., because the gaming device may sooner become avail 
able for play of another flat-price contract). Accordingly, a 
gaming device may be configured to periodically offer to a 
player an opportunity to increase a wager amount per game 
play as described (e.g., every five minutes or once per 
session, a text message is output via a display screen). It 
should be noted that, conversely, a player may be allowed to 
decrease a wager amount per game play and in return receive 
an extension on the length of an outstanding contract. 
0440 FIG. 36, described below, illustrates an example 
screen that may be output to a player, via which screen the 
player may change a wager amount in the midst of executing 
a COntract. 

0441. In another example, a player may wish to increase 
or decrease a wager amount in association with one hand 
only (e.g., similar to doubling down in Blackjack, a player 
may "double his bet” on a given hand). Accordingly, before 
the hand is dealt, a player may signal Such a desire using an 
input device (e.g., a button labeled “Double bet this hand”). 
In some embodiments, a player may be allowed to increase 
a wager amount in Such a manner a limited number of times 
during a gaming session, depending on the session’s length 
(e.g., twice per thirty minutes, up to five times per hour, 
etc.). 
0442. As stated, in some embodiments, a player may be 
allowed to increase a wager amount by agreeing to an 
offsetting decrease in interval remaining; accordingly, in one 
embodiment, if a player would like to double his wager on 
a particular hand, he may do so, but an interval remaining 
might be decremented at a faster rate while the player plays 
the hand (e.g., a “time remaining clock moves twice as fast 
during the hand, then resets to “normal speed once the hand 
is complete). 

0443. It should be noted that a variety of other poker 
games besides 5-card draw poker may be available to 
players. For example, in one or more embodiments, players 
may purchase flat rate play sessions for stud poker games. 
For example, in one embodiment, players may elect to play 
a 7-card Stud game (e.g., wherein players are dealt seven 
cards per game play, from which the best possible 5-card 
hand is constructed). In another embodiment, players may 
play a 5-card Stud game. A 5-card stud game of the present 
invention may comprise various additional features or ben 
efits available to players. 
0444. In one example of such a 5-card stud game, a 
“Royal Flush Helper' feature may be available. Accord 
ingly, in some embodiments, a gaming device may be 
operable to (i) deal an initial 5-card hand (e.g., “Ac-Kc-Qc 
8h-7s, (ii) determine whether or not the hand comprises a 
number of cards that may be used to achieve a Royal Flush 
(e.g., “Ac-Kc-Qc' are cards that might normally be held by 
a draw poker player if the player were attempting to draw 
toward a Royal Flush), (iii) retain the cards that may be used 
to achieve a Royal Flush (e.g., holding the “Ac-Kc-Qc'), 
(iv) draw to the retained cards in an attempt to create a Royal 
Flush, (v) determine whether or not a Royal Flush has been 
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achieved, and if so (vi) providing a payout amount associ 
ated with the Royal Flush. Thus, a player may play a 5-card 
stud game, and receive payouts for various winning hands 
dealt to the player (e.g., a Full House). However, if the 
player is dealt a losing hand, and the losing hand contains at 
least a predetermined number of cards that may be used to 
achieve a Royal Flush (e.g., three or more of any Ace, King, 
Queen, Jack or 10 in the same suit), the cards may be held 
and drawn to in an attempt to achieve a Royal Flush. Thus, 
a stud poker game of the present convention may comprise 
a draw element (e.g., only certain dealt hands are ultimately 
drawn to, while others are not). It should be noted that 
various such “target outcomes other than Royal Flush are 
contemplated (e.g., Straight Flush, etc.). 

0445. In some embodiments, a gaming device and/or 
server may be configured to detect a player exhibiting 
“advantage play' behavior (e.g., counting cards and/or mak 
ing hold/discard decisions based on “perfect' strategy). 
Various player behavior may be considered advantage play, 
including but not limited to skillful or “perfect” play of a 
game Such as video poker, frequent requests to pause a 
gaming session, Volatile Swings in wagering activity, and so 
on. Upon detecting such advantage play, a gaming device 
and/or server may be configured to (i) terminate a gaming 
session, (ii) output a warning indication to a player (e.g., text 
is output via a display Screen), (iii) output a subtle warning 
indication that might be noted by a slot attendant or other 
casino staff member (e.g., a small green dot appears in the 
corner of a screen, the screen background changes slightly 
in color, or a light on the side of the machine's cabinet is 
actuated. Such that a slot manager may take notice when 
walking by and take appropriate action), (iv) reduce the 
speed at which game play occurs (e.g., increase the time in 
between the dealing of hands), and/or (v) prevent the player 
from purchasing further play (e.g., by updating an appro 
priate record of a player database). 

0446. In various embodiments of the present invention, a 
gaming device may be configured to execute a number of 
game plays automatically (i.e., without receiving player 
input in association with one or more game plays of a 
gaming contract or session). Various methods for adminis 
tering a plurality of game plays without receiving continu 
ous input from a player are described in Applicant's U.S. 
Pat. No. 6,012,983, filed Dec. 30, 1996, entitled “AUTO 
MATED PLAY GAMING DEVICE: U.S. Pat. No. 6,634, 
942, filed Jun. 12, 2002, entitled “SYSTEM AND 
METHOD FOR AUTOMATED PLAY OF MULTIPLE 
GAMING DEVICES; U.S. application Ser. No. 10/635, 
986, filed Aug. 7, 2003, entitled “SYSTEMAND METHOD 
FOR REMOTE AUTOMATED PLAY OF GAMING 
DEVICES; and U.S. application Ser. No. 10/331,438, filed 
Dec. 27, 2002, entitled “METHOD AND APPARATUS 
FOR AUTOMATICALLY OPERATING A GAME 
MACHINE’: the entirety of each are incorporated herein by 
reference for all purposes. 

0447. In some embodiments, a player may establish a 
gaming contract lasting a period of time (e.g., one hour). At 
Some point during the contract, the player may indicate (e.g., 
using an input device, such as a physical button or icon of 
a touch-sensitive display screen) a desire that a plurality of 
game plays are to be executed automatically (e.g., a gaming 
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device and/or server should initiate and/or resolve at least 
one game play without the player pressing a "deal.'"draw 
and/or “hold' button). 
0448. In some embodiments, a player may set a gaming 
device on automatic play indefinitely. For example, while 
playing out a video poker gaming contract that entitles the 
player to an hour of unlimited hands of video poker, the 
player may decide he no longer wishes to press a deal button, 
select hold cards, press a draw button, and so on, yet still 
remain seated in front of the gaming device to watch game 
play occur. The player may actuate an input device to 
indicate Such a desire (e.g., the player presses a button 
labeled "Activate Cruise Control” or “Activate Automatic 
Play'). Accordingly, the gaming device may be configured 
to continually execute game plays until (i) an input is 
received indicating that automatic play should be deacti 
vated, or (ii) the number of game plays or amount of time 
associated with the gaming contract are used or expire. In 
Some embodiments, such a feature may be disengaged when 
any area of a touch-sensitive display screen is pressed (e.g., 
text indicating such a condition may be output to a user 
during automated play). In other embodiments, certain por 
tions of the screen may be excluded from Such a disengage 
ment feature (e.g., a Small box in the corner of the Screen 
may be pressed by a user to toggle the speed of a “cruise 
control' feature. Such that touching anywhere else on the 
screen deactivates the feature). 

0449 Further, in some embodiments wherein a player 
may configure a gaming device to play automatically on 
his/her behalf indefinitely, periodic reminders may be output 
to the player reminding the player that Such an automated 
play feature is engaged. Further, in some embodiments. Such 
reminder messages may be accompanied by a prompt asking 
players to confirm their desire that automated play remain 
activated (e.g., “Cruise Control has been active for 10 
minutes. Your money is still being wagered. Continue with 
Cruise Control?). It should be noted that one advantage to 
Such functionality may be the appeasement of regulatory 
concerns regarding automated play. 

0450. In some embodiments (e.g., embodiments involv 
ing a draw video poker game), the player commonly makes 
strategy decisions when the gaming device is not set for 
automatic play. For example, the player is typically respon 
sible for deciding which cards of a dealt 5-card hand to hold 
in an attempt to improve the hand with a draw. Accordingly, 
in some embodiments, when a gaming device is configured 
to play automatically on the players behalf, the gaming 
device may be operable to hold or discard certain cards of a 
dealt hand in accordance with Strategy protocol stored 
within a memory of the gaming device and/or server. For 
example, “perfect strategy' rules may indicate, based on 
tested mathematical simulations, which cards of a dealt 
5-card draw poker hand should be held so as to maximize the 
expected value of the hand. 

0451. It should be noted that in some embodiments of the 
present invention, perfect strategy may alter depending upon 
the player's credit balance. For example, if the player has a 
sufficiently negative credit balance, and very little time 
remaining in a session, the only strategy that may yield a 
positive credit balance may be to draw exclusively toward a 
high-paying outcome, such as a Royal Flush or 4-of-a-Kind 
(e.g., as only a Substantial payout will bring the players 
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balance above zero credits, whereby the player would be 
able to collect some amount of currency at the end of the 
session). 
0452. Thus, in some embodiments, when a request is 
received to execute a number of game plays in association 
with automatic play, the present invention may comprise 
executing hold/discard decisions of a video poker game 
based on stored strategy rules. In some embodiments, only 
one preset strategy may be available (e.g., maximize 
expected value). In other embodiments, a player may choose 
from a number of Strategy options for automated play (e.g., 
“Always maximize expected value.”“Always maximize my 
chances of getting a winning hand” or "Always draw for the 
Royal Flush,” etc.). Accordingly, a gaming device may 
execute a number of game plays, while a player watches the 
machine perform strategy decisions and receives payouts for 
winning hands. Winning outcomes may be accompanied by 
additional animations or Sound effects to call the players 
attention to the device. Various input devices may then 
enable the player to regain control, change the speed with 
which outcomes are presented, and so on. 

0453. It should also be noted that such stored strategy 
protocol may also be used to offer strategy hints to players, 
rather than be used to automatically decide which cards to 
hold and discard for a player when automatic play is 
activated. For example, various strategy recommendations 
may be output to a player when automatic play is not 
activated. Various methods of outputting such recommen 
dations are contemplated, including but not limited to writ 
ten recommendations (e.g., text is output via a display 
screen); auditory recommendations (e.g., a Voice recording 
is output via audio speakers); highlighting, shading, outlin 
ing an other graphical alterations (e.g., the recommended 
“hold’ cards are automatically outlined for the player); and 
SO. O. 

0454. In other embodiments, the player may specify a 
length of time or number of game plays during which 
automatic play should be utilized (e.g., the player sets the 
gaming device on “Auto-Play” for 10 minutes, 60 hands, the 
remainder of a contract, etc.). 
0455. In a specific example, a player in the middle of a 
Video poker gaming contract may select a “Fast-Finish 
option (e.g., by actuating an appropriately labeled input 
device), such that the remainder of the contract may be 
resolved in an expedited manner (e.g., a number of remain 
ing hands are automatically played in rapid secession or 
simultaneously). In various embodiments, a number of 
remaining game plays associated with a contract may be 
determined in various manners. For example, if the duration 
of a contract is measured by a specific number of game 
plays, a gaming device may simply Subtract the number of 
game plays that have already been initiated from the total 
number of game plays available to the player to determine 
the number of remaining game plays. In another example, if 
the duration of a contract is measured in time, an estimated 
number of remaining game plays may be determined based 
on the time remaining from the point at which a player 
selects a Fast-Finish option. In various embodiments, the 
estimation may be based on (i) a predetermined, fixed 
number of game plays per unit time (e.g., players requesting 
Fast-Finish are automatically rewarded seven poker hands 
per minutes remaining), (ii) an average number of game 
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plays per unit time based on the player's rate of play (e.g., 
if the player averaged five hands per minute before request 
ing Fast-Finish, the player may be given five hands for each 
minute remaining), (iii) the greater of the fixed number and 
the player-specific average number, and so on. 
0456. Accordingly, a player who desires to conclude a 
gaming contract before it is scheduled or otherwise likely to 
finish may still receive at least an approximate number of 
game plays that the player may be entitled to. However, it 
should be noted that, as demonstrated by other embodiments 
described herein, a player who desires to leave a gaming 
device before a gaming contract is scheduled or otherwise 
likely to finish may possess a variety of options for con 
tinuing, pausing or terminating the contract. 
0457. In various embodiments, a player may leave a 
gaming device, and the gaming device may continue auto 
matic play on the player's behalf. For example, a player may 
actuate a “Walk-Away” feature (e.g., by actuating an appro 
priately labeled input device) at any time during a gaming 
session, such that the gaming device may then be configured 
to continually execute game plays without further player 
input until (i) an input is received indicating that Walk-Away 
should be deactivated, (ii) the number of game plays or 
amount of time associated with the gaming contract are used 
or expire, (iii) a particular outcome is reached (e.g., a Royal 
Flush), etc. 
0458 In various embodiments, activating a Walk-Away 
feature may comprise (i) receiving a request from a player 
to activate a Walk-Away feature, (ii) determining a code or 
password which may be used to activate/deactivate a Walk 
Away feature, (iii) activating the Walk-Away feature (e.g., 
receiving the code and automatically executing game plays 
thereafter), and (iv) outputting an indication that a Walk 
Away feature is active (e.g., a display Screen outputs a 
message such as, “This machine in use by Player 8160916'). 
As stated, a Walk-Away feature may then be deactivated 
upon a variety of conditions, including but not limited to (i) 
an input indicating that Walk-Away should be deactivated is 
received (e.g., a code or password is entered by a player or 
casino representative), (ii) the number of game plays or 
amount of time associated with the gaming contract are used 
or expire, (iii) a particular outcome is reached (e.g., a Royal 
Flush), and so on. Thus, a player may not be present while 
a gaming device executes a plurality of game plays in 
association with an automatic play feature. 
0459. The player may then return to the gaming device at 
some later point while the feature is activated, and deactivate 
the feature using a code or password. Thus, the player may 
rest assured that though the player may not be present at the 
machine, no other player may approach the gaming device 
and execute a number of game plays in association with the 
gaming contract (e.g., the code may be provided only to the 
first player, chosen by the first player as a private password, 
etc.). 
0460. In some embodiments, a gaming device may pro 
vide a code to a player upon the player's request of a 
WalkAway or other automated play feature. For example, in 
one embodiment, a random number may be generated or 
otherwise determined by a gaming device and/or server 
(e.g., between a range of random numbers, such as 00001 
99999). The number may then be assigned to a particular 
player (e.g., the number is stored as a database record 
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associated with the player), and output to the player (e.g., via 
a printer, display screen, etc.). In another example, a gaming 
device may store or otherwise communicate with a database 
storing a number of non-numeric (e.g., "dinosaur) or par 
tially-numeric passwords (e.g., "purple47), from which one 
may be randomly chosen, assigned and output to a player. 

0461 In other embodiments, a player may enter a desired 
password. In one Such embodiment, a gaming device may 
specify (output to a player) various limitations associated 
with possible passwords players may choose. Various Such 
examples are contemplated, including but not limited to: (i) 
each password must contain at least one numeric character, 
(ii) each password must be between four and eight charac 
ters in length, (iii) the password is not “Vegas.”“lucky, 
“1234’ or any other password deemed unacceptable (e.g., 
due to its commonality), and so on. In one example, a 
gaming device may store or otherwise communicate with a 
database containing a list of various unacceptable passwords 
(e.g., as specified by an operator). 

0462. In further embodiments, a player may activate a 
WalkAway or other automated play feature and choose not 
to disengage the feature (e.g., the player does not return) 
until after the gaming session is complete. 

0463. In either case, a player returning to a gaming device 
after a Walk-Away feature had been enabled may review any 
game plays that had occurred during the player's absence. 
For example, a gaming device and/or server of the present 
invention may be configured to store game play data in 
association with a particular session or contract (e.g., a 
database maintained within the memory of a gaming device 
and/or server may store game play data in association with 
a player identifier, session identifier, contract identifier, etc.). 
Such game play data may comprise, for example, an indi 
cation of (i) an outcome that was received (e.g., for a draw 
Video poker game, a dealt five-card hand, as well as cards 
that were subsequently drawn to the dealt hand after a 
number of indicated cards were held), (ii) a payout amount 
associated with the outcome (e.g., 0 coins, 5 coins, etc.), and 
(iii) a timestamp associated with the outcome (e.g., the 
outcome occurred at 5:17:05 p.m.). Such data may be 
accessed in a variety of manners. For example, a player may 
indicate, using an input device of a gaming device, a desire 
to review Such data, and the data may then be output (e.g., 
in the form of text and graphics) via a display device. In 
another example, a session may end without a player return 
ing after activating a Walk-Away feature, and a casino 
representative may "cash the player out by, for example, (i) 
entering an override code to gain access to the machine, and 
(ii) printing a cashless gaming receipt. Indicia printed upon 
the cashless gaming receipt may store (e.g., in a dense-pack 
barcode) various data regarding the session, including but 
not limited to various game play data described above, an 
indication of a credit balance or amount of currency owed to 
the player, etc. Accordingly, the player may then retrieve the 
cashless gaming receipt at a later time (e.g., by visiting a 
particular location within the casino and providing proper 
identification), and use the receipt to (i) receive funds owed 
to the player (e.g., by presenting the receipt at a cashier or 
inserting the receipt into a kiosk as is known in the art), 
and/or (ii) review game play data (e.g., by inserting the 
receipt into a gaming device, kiosk or other device operable 
to read the barcode, determine game play data, and output 
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the determined game play data). In further embodiments, 
game play data may be sent electronic to a player (e.g., to a 
player's e-mail address). 
0464) It should also be noted that such game play data 
may be made available to any player of a gaming session or 
contract, regardless of whether or not the player enabled any 
automatic play feature. 
0465. In some embodiments, as described, a player 
needn't be present at the start of a gaming session or contract 
utilizing automatic play. For example, as described, a player 
may contract a casino to execute an entire gaming session on 
the player's behalf. For example, a player may purchase for 
a flat rate a gaming contract entitling the player to any net 
winnings after 5,000 hands of automatic video poker play. In 
one example, the player may specify a particular gaming 
device on which the contract is to be executed, and agree to 
a time when the contract should be completed (e.g., the 
following day at 9 a.m.). 
0466. A casino representative may then execute the gam 
ing contract on the players behalf by (i) approaching a 
gaming device (e.g., a device requested by a player), (ii) 
entering a code (e.g., using an input device such as a keypad 
and/or touch-sensitive display screen) enabling the repre 
sentative to access a game play mode that may be unavail 
able to consumers, (iii) executing a number of game plays 
(e.g., the game plays may be executed in rapid secession or 
simultaneously), and (iv) executing the transmission or 
storage of an indication of the session results and game play 
data (e.g., the results are stored on a casino server, encrypted 
within a barcode of a cashless gaming receipt, etc.). Thus, 
the player may return to review the results of the contract 
and receive any winnings due to the player (e.g., net 
winnings). It should be noted that such an embodiment may 
be advantageous in that it may allow for a casino to 
administer large gaming contracts during off-peak periods 
when machine usage is low, and potentially provide lower 
contract pricing for customers. 
0467 As described, options other than those utilizing 
automatic play may be made available to players who wish 
to leave a gaming device before a contract or session is 
concluded. For example, in Some embodiments, players may 
be allowed to cash out of a prepaid, flat rate session at any 
time, keeping any positive balance of credits, or owing 
nothing if a balance is negative. In other embodiments, as 
described, players terminating sessions early may be pro 
vided with a payout equivalent to the value of interval 
remaining associated with the contract (e.g., an amount a 
player is expected to win based on the time remaining in the 
contract). 
0468. As described above, in some embodiments wherein 
the interval of a gaming session is denoted in time (as 
opposed to game plays), players may be allowed to pause a 
gaming session Such that an interval remaining may not be 
decreased (e.g., a graphic depiction of a clock stops). In 
Some embodiments, players may request a pause by actuat 
ing an input device, but may do so only a limited number of 
times during a gaming session (e.g., five times per half 
hour). Further, Such pauses may be temporary (e.g., a pause 
lasts only one minute). Similarly, a player might actuate an 
input device to “unpause a game. FIG. 34, described below, 
illustrates an example screen that may be output to a player 
upon the player pausing a game in the midst of executing a 
COntract. 
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0469. In some embodiments wherein the interval of a 
contract is measured by time (e.g., a player buys 30 minutes 
of play), various activities other than specifically requesting 
time stoppage (e.g., pressing a pause button) may have the 
effect of Suspending, temporarily or otherwise, the decre 
menting of an interval remaining associated with a contract 
(e.g., such that the time remaining is not decreased). For 
example, a player may access a "help' menu, or press an 
icon of a touch-sensitive display screen labeled “see pays' 
to view a pay table. Accordingly, in response to receiving 
Such an input, a gaming device may be configured to 
Suspend a time remaining value. In some embodiments, such 
a suspension may be temporary (e.g., each time a player 
accesses a help screen, the game pauses for 15 seconds, after 
which the help screen is replaced by a main game screen). 
FIG. 38, described below, illustrates an example screen that 
may be output to a player who accesses a help menu. 
0470 Further, in some embodiments, a player may be 
enabled to request and receive extended pauses of a gaming 
session by requesting a “Time Out Ticket' or other token 
that enables the player to Subsequently resume play. For 
example, upon receiving Such a request, a gaming device 
may be operable to output (e.g., using a thermal printer that 
may additionally print standard cashless gaming receipts) a 
ticket that may enable a player to resume a gaming session 
at a later time. This may be facilitated in a variety of 
manners. For example, in one or more embodiments, indicia 
of the ticket may be encrypted with session data (e.g., a 
credit balance, an interval remaining, etc.), such that a 
gaming device receiving the ticket may be operable to 
reconfigure various settings Such that the player may resume 
a gaming contract from where the player left off (e.g., a 
clock on the screen is set to a certain time, the players 
balance is set to a certain amount, etc.). The gaming device 
may then output a prompt requesting the player to confirm 
the player's desire to resume a gaming session with the 
indicated parameters. In another example, the indicia of the 
ticket may not encrypt all session data, but rather a session 
identifier or other identifier, Such that a gaming device 
receiving the ticket may read the indicia, determine the 
identifier, and access session data associated with the iden 
tifier (e.g., data stored within a database maintained on a 
server). FIG. 35, described below, illustrates an example 
screen that may be output to a player who elects to finish a 
session at a later time. 

0471. In an alternate embodiment, such data (e.g., session 
data, a session identifier, etc.) may be stored within the 
memory of a smart card provided to a player. Further still, 
players desiring extended pauses may simply request an 
extended pause, and associate a PIN code with the session. 
Session data may then be stored within a gaming device 
and/or server, such that a player may enter a PIN and resume 
the session at any time. 
0472. In some embodiments, players completing gaming 
sessions (e.g., playing an entire 30-minute, pre-paid session 
of video poker) may be presented with a variety of options. 
For example, after a session expires, a gaming device may 
output a menu screen offering a player the opportunity to (i) 
cash out any balance of credits the player may be entitled to 
(e.g., any net winnings), (ii) exchange the credits for an 
alternate payment offer (e.g., an amount of merchandise, 
food, hotel or entertainment credit), (iii) purchase a contract 
extension, (iv) purchase another contract, (v) Store prefer 
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ences or other settings, (vi) request to be added to an e-mail 
list to receive promotional offers, etc. Several of these 
options will now be described in further detail. 
0473. In some embodiments, a player may elect to 
exchange a number of credits for a non-cash alternate 
payment offer. Alternate payment offers may be constructed 
such that players perceive the offers to be of a relatively high 
value in comparison to the monetary amount due to the 
player. For example, the player might be offered S20 in 
buffet credit instead of an S11.25 cashout value (though the 
provision of the buffet to the player may cost the casino less 
than S11.25). Various systems and methods for administer 
ing Such payment offers are described in Applicant's U.S. 
Pat. No. 6,186,893, filed Dec. 18, 1996, entitled “SLOT 
MACHINE ADVERTISING/SALES SYSTEM AND 
METHOD; U.S. application Ser. No. 09/570,335, filed 
May 15, 2000, entitled “SYSTEM TO DETERMINE 
CASINO OFFERS”; U.S. application Ser. No. 10/156,576, 
filed May 24, 2002, entitled “METHOD AND APPARATUS 
FOR GAMING WITH ALTERNATE VALUE PAYOUTS: 
and U.S. Application No. 60/581,085, filed Jun. 18, 2004, 
entitled “APPARATUS, SYSTEMS AND METHODS FOR 
FACILITATING ALTERNATE GAMING DEVICE PAY 
MENTS’; the entirety of each are incorporated herein by 
reference for all purposes. 
0474. In other embodiments, a player may elect an exten 
sion of an expired contract. An extension may be similar to 
the gaming contract the player has completed, though the 
following elements may be dissimilar: (i) the extension may 
be of shorter duration (e.g., a 10-minute extension may be 
available after a 30-minute contract concludes), (ii) the 
extension may have a different price (e.g., if the duration is 
shorter, the price may be lower), and/or (iii) the player may 
be allowed to begin the extension period with the credit 
balance (positive or negative) carried over from the previous 
contract. Thus, the duration and starting balance of the 
extension may influence its price. For example, if a players 
balance at the end of a contract is considerably negative 
(e.g., -200 credits), the extension duration is short (e.g., five 
minutes), and the extension stipulates that the player must 
begin with the ending balance of the previous contract, the 
extension may be provided at a relatively low price (or even 
for free). In another example, if the player's balance at the 
end of a contract is considerably negative (e.g., -200 cred 
its), and the extension duration is short (e.g., five minutes), 
the player may be sold an extension with a starting balance 
of Zero (e.g., “resetting the player's balance), but for a 
higher price. In a further example, a player with a positive 
balance may be given the option of (i) keeping the winnings, 
and purchasing an extension for a first price, or (ii) forfeiting 
the winnings, and purchasing an extension for a reduced 
price. The contract cost and prices of Such extensions may 
then be calculated in a manner similar to that described 
previously. 

0475 A player may also request that various settings or 
preferences may be stored (e.g., as a record of a database 
maintained within the memory of a gaming device and/or 
server). Any type of customizable parameter of a gaming 
device may be stored as a preference, including but not 
limited to colors, card or symbol themes, preferred payout 
structures, the speed with which reels spin or cards are 
drawn, preferred automatic play settings, music or Sound 
options, language, and so on. Methods for customizing 
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gaming devices are described in Applicants U.S. Pat. No. 
6,068,552, filed Mar. 31, 1998, entitled “A GAMING 
DEVICE AND METHOD OF OPERATION THEREOF: 
U.S. Pat. No. 6,110,041, filed Dec. 30, 1996, entitled 
METHOD AND SYSTEM FOR ADAPTING GAMING 
DEVICES TO PLAYING preferences”; and U.S. applica 
tion Ser. No. 10/361,201, filed Feb. 7, 2003, entitled “A 
GAMING DEVICE AND METHOD OF OEPRATION 
THEREOF": the entirety of each are incorporated herein by 
reference for all purposes. 
Example Session-Play Poker Game with Bonus Feature 

0476. In some embodiments, a video poker game may 
offer a bonus feature to players who purchase flat rate 
sessions. A variety of Such bonus games and bonus features 
are contemplated. 

0477. In one example of a video poker game with a bonus 
feature, a bonus feature may persist or run in parallel to a 
primary poker game. For example, in addition to a common 
five-card draw game, such as “Jacks or Better or “Double 
Double Bonus Poker, one or more display screens continu 
ously depict a bonus feature. 
0478. In various such examples, the bonus feature may be 
collection-based. For example, the goal of the game may be 
to collect certain cards or groups of cards. Several embodi 
ments are contemplated in this regard. For example, the goal 
of the game may be to collect as many "hearts' as possible 
during a course of a session, and a bonus payout at the end 
of the session may be based on the number of hearts 
collected (e.g., a player collecting a number of hearts within 
a first range may receive a first payout amount, a player 
collecting a number of hearts within a second range may 
receive a second payout amount, and so on). Any type, group 
or designation of cards may be collected in this regard (e.g., 
players collect “hearts.”“face cards.' Aces.'"odd-num 
bered-cards,”“Qd' and so on). In some embodiments, play 
ers must collect a target number of cards to receive a bonus 
payout, and this may occur several times during the course 
of a session (e.g., each time a player collects 50 spades, the 
player is awarded a payout, and a collection total is reset to 
O). In other embodiments, players must collect various 
combinations of cards in order to receive a payout (e.g., 
players must assemble a royal flush in spades, collect all four 
Ace cards, collect every diamond card, etc.). 
0479. Various methods of “collecting cards are contem 
plated. In one or more embodiments, each card dealt to a 
player may be considered “collectable' (e.g., if the goal of 
a collection-based bonus feature is to collect hearts, each 
heart card dealt to a player may be duplicated and displayed 
as a collected card or otherwise added to a collection total). 
In other embodiments, only drawn or held cards may be 
considered collectable (e.g., in order to have a dealt 8c 
“collected, the player must decide to hold the card). In 
further embodiments, only cards dealt or drawn to a certain 
position or in a certain order may be considered collectible 
(e.g., in order to be collected, a particular card must be dealt 
or drawn to the fourth of five card positions). In still further 
embodiments, only discarded cards may be considered col 
lectible (e.g., to collect an Ace, a player must discard it). 
0480 Various methods of displaying collected cards or 
collection totals are also contemplated. In some embodi 
ments, a “collected card area’’ or “collection area of a 
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display Screen may display graphic images or text indicating 
one or more collected cards (e.g., as demonstrated by FIG. 
25). In other embodiments, an area of a display screen or an 
LED meter may depict a “collection total associated with 
one or more cards (e.g., a meter or counter adjacent to text 
reading “Collected Hearts Total reads “27). 
0481. In some embodiments, collected cards may last a 
limited duration during a session before they "expire' or are 
otherwise removed from a collection area and/or decre 
mented from a collection total. Methods of tracking col 
lected game symbols (such as playing cards) and associating 
expiration conditions therewith are described in commonly 
owned U.S. patent application Ser. No. 10/772,837, filed 
Feb. 10, 2004, entitled “ELECTRONIC AMUSEMENT 
DEVICE AND METHOD FOR ENHANCED SLOT 
MACHINE PLAY'; and commonly-owned U.S. Pat. No. 
6,203,430, filed Oct. 1, 1998, entitled “ELECTRONIC 
AMUSEMENT DEVICE AND METHOD FOR 
ENHANCED SLOT MACHINE PLAY'; the entirety of 
each are incorporated herein by reference for all purposes. 
0482 For example, the goal of a collection-themed fea 
ture may be for a player to collect a number of Aces by 
discarding them during the course of a primary poker game 
as described. For example, during a 30-minute session, the 
goal of a collection-themed bonus feature may be for a 
player to discard 12 Aces in six consecutive hands (e.g., Such 
that each discarded Ace is sent to a collection area, where it 
remains for only six hands after it has been discarded, at 
which time it “expires” and is removed from the collection 
area). An exemplary display Screen outputting a screenshot 
from such a game is depicted by FIG. 25. 
0483. In such a game, a player may be awarded a 
relatively Substantial payout for achieving a goal of collect 
ing a certain number of cards, for several reasons. First, 
because collected cards expire after a particular duration 
(e.g., this duration may be fixed or variable, as described in 
Applicant's previously referenced material), it may become 
challenging for players to amass enough cards to earn a 
payout, as collected cards will frequently be expiring. Sec 
ondly, a gaming device may fund a lucrative bonus payout 
and still maintain a desired house edge and primary game 
payout structure, because players must choose whether to 
hold Aces to play for payouts in the primary game (e.g., if 
a player is dealt three Aces, the player holds the Aces to earn 
a payout for an outcome of 3-of-a-Kind, 4-of-a-Kind or Full 
House), or discard Aces to play for larger payouts via the 
collection bonus feature (e.g., if a player is dealt three Aces, 
the player may also discard the three Aces in an attempt to 
collect a target amount). In other words, the existence of the 
bonus feature may serve to substitute for payouts from the 
primary game, as players may discard cards that otherwise 
may have been held to produce winning outcomes. 
0484. Additionally, as depicted by FIG. 25, payouts may 
be awarded in “tiers' for achieving various goals. For 
example, a player may be awarded a jackpot of 10,000 coins 
for collecting 12 discarded Aces in six hands, or Smaller 
payouts of 200 coins for collecting 11, 25 coins for collect 
ing 10, and so on. 
0485. In one or more embodiments, a gaming device may 
be configured to analyze and/or store player decisions with 
respect to holding and discarding cards. For example, if on 
one or more instances a player is dealt a single ace along 
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with a number of other Suited cards (e.g., the player is dealt 
Ah-7h-Jh-5c-10d), such that the player has “three cards to a 
flush, and the player chooses to hold the suited cards (rather 
than discard the ace), a gaming device may be configured to 
store an indication of the player's choice given the particular 
hand (or type of hand). A historic decisions database in 
communication with the gaming device may be used to store 
Such historic hold/discard decisions in association with a 
player. For example, a database may indicate possible com 
binations of cards that a player may initially be dealt (e.g., 
Ah-7h-Jh-5c-10d is one combination). The database may 
also indicate possible “hold choices” along with each initial 
hand dealt to a player (e.g., in association with Ah-7h-Jh 
5c-10d, the player may choose to hold Ah-7h-Jh, etc.). 
Further, such a database may indicate a number of instances 
which a player elected to pursue a particular strategy (e.g., 
when dealt Ah-7h-Jh-5c-2d, the player held Ah-7h-Jh 12 
times and Ah three times, as indicated by an “actual held 
cards' field of such a database). An exemplary data structure 
of such a database follows. 

PLAYERP-102737 

HELD HELD HELD 
INITIAL CARDS CARDS CARDS ACTUAL 
DEALT CHOICE CHOICE CHOICE HELD 
HAND 1 2 N CARDS 

Ah-7h-Jh-5c- Ah-7h-Jh Ah (no cards held) 1 
10d 
Ah-7h-Jh-5c-2d Ah-7h-Jh Ah (no cards held) 1 (x12), 2 (x3) 
Ah-7h-Jh-5c-3d Ah-7h-Jh Ah (no cards held) 
Ah-7h-Jh-5c-4d Ah-7h-Jh Ah (no cards held) 

It should of course be understood that rather than various 
“initial/dealt hands' may be considered substantially similar 
in their nature, such that it may be assumed that if a player 
made a strategic hold/discard decision in association with a 
first hand (e.g., Ah-7h-Jh-5c-4d), the same decision may 
apply to a second hand (e.g., Ah-7h-Jh-5c-3d). In some 
embodiments, a database may store indications of Such “like 
hands.” 

0486 In this manner, historic play decisions may be 
stored in association with a particular player. In some 
embodiments, automated play may then be based on Such 
historic play decisions. For example, if a player executes a 
"cruise control” feature as described, a gaming device may 
be configured to (i) deal an initial hand, (ii) determine 
whether or not historic play decision data exists in associa 
tion with the hand (or one or more similar hands), and if so 
(iii) execute hold/discard decisions automatically based on 
the data. In some embodiments, if no data exists in asso 
ciation with the hand (or one or more similar hands), the 
gaming device may execute hold/discard decisions auto 
matically based on stored default “perfect strategy” rules. 

0487. In further embodiments, a variety of other param 
eters may be measured and/or stored when a play decision 
is stored, including but not limited to (i) a number of 
collected cards, (ii) an expiration value associated with one 
or more collected cards, (iii) a current credit balance, (iv) an 
interval remaining in association with a session, and so on. 
For example, when a player is dealt an initial hand of 
Ah-As-Ad-5c-4d, and the player has collected eight out of 
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12 aces necessary to receive a Substantial bonus payout, the 
player may discard the three dealt aces. However, if the 
player is dealt an initial hand of Ah-As-Ad-5c-4d (or a 
comparable hand) and the player has only seven aces 
collected, the player may decide to hold the aces. Addition 
ally, a player may be more or less likely to discard Such aces 
depending on an expiration value associated with one or 
more cards already collected by the player (e.g., if three of 
the player's aces expire on the next hand, and the player isn't 
"close to getting a bonus payout, the player may choose not 
to discard the cards). In another example, if the player has 
a sufficiently negative credit balance, and little time remain 
ing in a session, the player may be more likely to make an 
aggressive play for a larger payout amount (e.g., discarding 
three aces). Thus, in some embodiments, historic play deci 
sion data may consider the hold/discard decisions a player 
has made with respect to certain game conditions, including 
(i) an initial hand dealt to a player, (ii) a number of collected 
cards, (iii) an expiration value associated with one or more 
collected cards, (iv) a current credit balance, (v) an interval 
remaining in association with a session, and so on. 
0488 Additionally, a gaming device of the present inven 
tion may be configured to detect a player's tendency to play 
toward payouts from the primary game (e.g., the player 
almost always holds Aces) or payouts from the bonus feature 
(e.g., the player frequently discards Aces, even when dealt 
three or more). In one embodiment, in response to detecting 
that a player seems to be disregarding the bonus feature, a 
gaming device may be configured to output a message to the 
player promoting the bonus feature. Along with the promo 
tional message, an additional benefit may be offered to 
entice the player to interact with the bonus feature by 
discarding cards (e.g., “Discard this Ace and get two instead 
of one.”“Discard these Aces and they’ll last for eight hands 
instead of six, etc.). 
0489. A gaming device may measure whether or not a 
player is utilizing Such a bonus feature in a variety of 
manners. In one example, a gaming device and/or server 
may monitor a “discard percentage” in association with a 
player, which may be determined by the following functon: 

TOTALACES DISCARDED 
DISCARD PERCENTAGE = TOTALACES DEALT 

In some embodiments, it may then be determined to output 
a message based on the discard percentage (e.g. if the 
discard percentage is less than 40%, output a message). In 
some embodiments, the determination of whether or not to 
output a message may also be based on the number of total 
Aces dealt. For example, if the player has been dealt more 
than 20 Aces, and this discard percentage is less than 50%, 
then a message may be output to a player. 

0490. As stated, a discard percentage may be associated 
with a player. Players may be identified in a variety of 
manners. In one example, it may be assumed that a single 
player is associated with each flat-rate play session (e.g., a 
discard percentage is associated with each session, and 
thereby with an individual player). In non-session embodi 
ments, a player might be identified by player tracking means 
as known in the art, or, for example, by detecting a Sustained 
break between consistent game plays (e.g., Such that it can 
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be assumed a new player has engaged with a gaming device 
if the device had been idle for a period of time). 
Example Screens of Gaming Device 
0491 Reference will not be made to FIGS. 27 through 
42, each of which is an example screen that includes 
information that may be output in accordance with some 
embodiments of the present invention. It should be noted 
that any and all of the screens, and any and all information 
depicted thereon, may be output via a device other than a 
gaming device. For example, in one embodiment a kiosk 
may output the screens of FIGS. 27 through 31 while a 
gaming device may output the screens of FIGS. 32 through 
42. It should further be noted that although the screens of 
FIGS. 27 through 42 are depicted as touch screens, wherein 
a player may make selections by touching an appropriate 
area of the touch screen, in other embodiments information 
may be output via in another manner. For example, audio 
may be used to output available selections to the player and 
the player may indicate a selection by speaking into a 
microphone. In another example, one or more buttons of a 
keypad or keyboard may be associated with selections 
available on a screen and the player may make selections by 
actuating the appropriate button(s). 
0492 Referring now to FIG. 27, illustrated therein is an 
example screen depicting exemplary information that may 
be output (e.g., via a display device. Such as a display device 
of the gaming device) to a player contemplating playing a 
game on a gaming device. As can be seen, the screen of FIG. 
27 illustrates a plurality of games that are available for play 
in a flat rate play mode (e.g., by purchasing a contract in 
accordance with embodiments described herein). Assuming 
a player selects the “Jacks or Better Game”, the player may 
be presented with the example information of the example 
Screen of FIG. 28. 

0493 As can be seen, the screen of FIG. 28 provides 
(e.g., displayed via a display device. Such as a display device 
of the gaming device) to a player a choice of denominations 
for wagering on the selected game. The particular example 
denominations from which the player may choose in the 
illustrated example are (i) five cent play; and (ii) twenty-five 
cent play. Assuming a player selects twenty-five cent play, 
the player may be presented with the example information 
on the example screen of FIG. 29. 
0494 The screen of FIG. 29 outputs a choice of modes 
of play to a player. The player may elect to participate in (i) 
“regular twenty-five cent play', in which the player provides 
a distinct wager for each game play in a conventional 
manner and does not play in accordance with a contract as 
described herein; or (ii) flat rate play, in which mode the 
player is provided with a guaranteed amount of time or a 
guaranteed number of game plays for a contract price the 
player typically pays prior to initiating the session under the 
contract. It should be noted that the screens of FIGS. 27 
through 42 may be output in an order other than the order 
in which they are described in the present application. For 
example, a player may be presented with a choice of “flat 
rate play' versus “regular play prior to selecting a game 
and/or prior to selecting a denomination for wagers. If, 
based on the information depicted in FIG. 29, a player elects 
to participate in “flat rate play', the player may be presented 
with the example information of the example screen of FIG. 
3O. 



US 2006/01 05837 A1 

0495. In the screen of FIG. 30, a player may be presented 
with a plurality of contracts or flat rate play packages. Each 
package may be associated with a respective price and 
respective terms or parameters of play. 

0496 For example, one of the contracts depicted in FIG. 
30 defines a price of S40.00, for which price the player will 
receive one-half hour of play of the game “Jacks-or-Better 
utilizing the pay table illustrated in FIG. 30, in which time 
each game play would be for a five-coin, twenty-five cent 
wager. The player would also be provided with thirty comp 
points upon purchasing or completing the contract (the event 
based on which the comp points are awarded may vary, 
based on the preferences of the casino, manufacturer of the 
gaming device, and/or designer of the game, contract or flat 
rate play mode). 
0497. In another example, another of the contracts 
depicted in FIG. 30 also defines a price of S40.00, but under 
the terms of this contract the player would receive 350 game 
plays or hands of the Jack-or-Better game using the pay table 
depicted in FIG. 30, at a five-coint, twenty-five cent wager 
per hand. The player would also be provided with thirty 
comp points upon purchasing or completing this contract. 

0498. In yet another example, another of the contracts 
available via the screen of FIG. 30 defines a price of S70.00, 
in exchange for which the player would receive one hour of 
play of the game “Jacks-or-Better, using the pay table 
illustrated on the screen, at a five-coin, twenty-five cent 
wager per hand. Under the terms of this contract, the player 
would receive 60 comp points upon purchasing or complet 
ing the contract. 
0499. In still another example, a fourth available contract 
depicted in FIG. 30 defines a price of S70.00 for 700 hands 
of the “Jacks-or-Better game using the pay table illustrated, 
at a five-coin, twenty-five cent wager per hand. Under the 
terms of this contract, the player would be provided with 60 
comp points upon purchasing or completing this contract. 

0500. It should be noted that the pay table depicted in 
FIG. 30 is an example pay table that defines, for a plurality 
of possible outcomes, not only an amount of credits to be 
provided upon an obtainment of an outcome, but also a 
bonus that corresponds to the outcome. The bonus may be 
either a period of time or a number of game plays or hands. 
A bonus period of time is a period of time beyond a period 
of time or number of game plays defined by the contract, 
during which period the player may play the game without 
providing payment or wagers therefore. Similarly, a bonus 
game play is a game play a player may play, beyond a period 
of time or number of game plays defined by a contract, for 
which the player need not provide a payment or wager. 

0501. It should be noted that, if a player obtains a bonus 
period of time or bonus number of game plays as a result of 
an outcome, the player may utilize or redeem that bonus (i) 
immediately upon obtaining it (e.g., the clock for the con 
tract may be paused while the player utilizes or redeems 
bonus); (ii) immediately upon an ending or completion of 
the contract during the execution of which the bonus was 
obtained; (iii) at another specified time (e.g., an hour after 
the player completes play under the terms of the contract); 
and/or (iv) another time. The time at which a bonus may be 
utilized or redeemed may be based on one or more rules 
specified by a casino, player, game designer and/or gaming 
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machine manufacturer. In one embodiment, a player may be 
required to statisfy one or more conditions in order to 
redeem or utilize the bonus (e.g., play at a predetermined 
rate). 
0502. It should be noted that in one embodiment both a 
bonus period of time and a bonus number of game plays or 
hands may correspond to an outcome. 

0503. It should further be noted that, in some embodi 
ments, a bonus period of time and/or a bonus number of 
game plays may correspond to an outcome to which no 
amount of credits corresponds. 

0504. It should still further be noted that, in one embodi 
ment, whether a player is provided with a bonus period of 
time or a bonus number of game plays may depend on 
whether the player is currently playing under a contract that 
defines a period of time as a duration of the contract or a 
number of game plays. For example, if a player purchases 
the contract that defines one-half hour of play for S40.00 and 
obtains a “straight', the player may be provided with a 
bonus often minutes of time under the pay table depicted in 
FIG. 30. If, on the other hand, the player purchases the 
contract that defines 350 game plays or hands for $40.00 and 
obtains the “straight', the player may instead be provided 
with two bonus game plays or hands. Of course, in other 
embodiments, a player playing under a contract that defines 
a period of time as a duration of the contract may be 
provided with a bonus of bonus hands and vice versa. 

0505. In one embodiment, different contracts may 
include different additional benefits, products and/or ser 
vices to be provided to a player upon purchase and/or 
Successful completion of a contract. For example, in one 
embodiment a first contract includes a discount for a show 
at the casino, a second contract includes a free dinner at a 
casino restaurant, and a third contract includes a defined 
number of free spins at a specified gaming device or on a 
specified game (e.g., a new game currently being promoted). 
Thus, the additional benefit, product or service included in 
the contracts may be a factor in the decision making process 
for a player contemplating which contract to purchase. For 
example, a casino may steer players towards purchasing a 
particular contract by including in it a benefit, product or 
service of a high perceived value (e.g., a free ticket to a very 
popular and typically sold out show, a guaranteed reserva 
tion at a sought-after but difficult to get into casino restaurant 
or hotel, etc). 
0506 Referring now to FIG. 31, an example screen is 
depicted that illustrates example information that may be 
output to a player who elects to purchase the contract of 
FIG. 30 that defines a half-hour of play of the game 
Jacks-or-Better for S40.00. The screen prompts the player to 
insert the appropriate payment for the selected contract (in 
this example, S40.00). The screen also enables the player to 
change his mind and go back to select another contract. 
0507 Referring now to FIG. 32, depicted therein is an 
example screen illustrating example information that may be 
output to a player who inserts the S40.00 in response to the 
prompt of FIG. 30. It should be noted that, in accordance 
with one embodiment, the credit meter balance is set at the 
beginning of the play session to an amount different from the 
amount of credits corresponding to the payment for the 
contract. It should further be noted that a clock is depicted 
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in the upper right-hand corner of the Screen, informing the 
player of the amount of time left under the purchased 
contract. If the player had purchased a contract that defines 
a number of game plays as a duration, the player may instead 
be informed of the number of game plays left under the 
contract, in a similar manner. The screen also depicts, under 
the clock, an indication of the amount of bonus time the 
player has accumulated thus far. Below the indication of the 
amount of bonus time accumulated under the contract is a 
plurality of touch-screen buttons, each button corresponding 
to a function and menu that that player may access while 
executing the contract. Each of these is explained below, 
with reference to FIGS. 34 through 38. 

0508 Referring now to FIG. 33, illustrated therein is an 
example screen (similar to that of FIG. 32) that may be 
output to a player who purchases a contract that defines a 
duration in terms of a number of game plays rather than a 
period of time. Additionally, the screen depicts a number of 
bonus game plays or hands being accumulated and tracked, 
rather than a bonus period of time. 

05.09 Referring now to FIG. 34, illustrated therein is an 
example screen that may be output to a player who actuates 
the “pause touch screen button of either the screen of FIG. 
32 or the screen of FIG. 33. As can be seen, the screen 
indicates to a player that the game has been paused and 
allows the player to return to the game. As described herein, 
in some embodiments it may be desirable to allow a player 
to pause a game in order to, for example, talk with a friend, 
eat a Snack, etc. In one embodiment, a game being played 
under a contract may only be paused up to a maximum 
amount of time. At the end of the maximum amount of time, 
the play session may be automatically resumed. 

0510) Referring now to FIG. 35, illustrated therein is an 
example screen that may be output to a player who actuates 
the “finish later touch-screen button in either the screen of 
FIG. 32 or the screen of FIG.33. For example, a player may 
desire to discontinue a play session in order to use a 
restroom or have dinner. As illustrated by the example 
information output on the screen, in accordance with one 
embodiment a cashless gaming ticket or other indicia may 
be output to a player, the cashless gaming ticket or other 
indicia being recognizable by a gaming device Such that the 
player may intput the cashless gaming ticket or other indicia 
into a gaming device at a later time in order to continue the 
play session. As also illustrated by the example information 
output in the screen of FIG. 35, in one embodiment a time 
limit may be imposed upon the time during which the player 
may continue the play session. For example, the cashless 
gaming ticket or other indicia may expire if not used to 
continue the play session within thirty days from the time at 
which the player discontinues the play session. In one 
embodiment, such an expired cashless ticket may be 
redeemable for a product or service even if it is not usable 
to continue the session. For example, a player may exchange 
such an expired ticket for dinner (or a discount off dinner) 
at a casino restaurant or a discount off a purchase of another 
COntract. 

0511 Referring now to FIG. 36, illustrated therein is an 
example screen that may be output to a player who actuates 
the “change bet” touch-screen button of the screen of FIG. 
32. As illustrated, in accordance with one or more embodi 
ments a player may be allowed to change a wager per game 
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play under the terms of a contract, while in the midst of 
executing the contract. In one embodiment, the player may 
indicate any desired amount that the player desires the wager 
be changed to and the gaming device or controller may 
calculate (i) whether Such a change is acceptable; and (ii) 
any adjustments to any other parameters of the contract that 
may be necessary and/or desirable to offset the change in the 
wager amount. For example, a change in a wager may only 
be allowed if the profit on the contract may be maintained 
within a desired range without decreasing the time remain 
ing under the contract by more than 50%. 

0512. In another embodiment, as illustrated in the screen 
of FIG. 36, a player may be provided with a limited number 
of specified options as to what amount a current wager may 
be changed to, and the corresponding changes in any other 
parameters that would accompany such a change. In one 
embodiment a database of Such options may be stored and 
accessed in response to a request to change the wager 
amount. In one embodiment, the changes to any other 
parameters that would accompany the change in the wager 
amount may be precalculated and stored for retrieval, rather 
than calculated in response to a request to change the wager 
amount. In other embodiments, any changes to any other 
parameters as a result of the change in the wager amount 
may be calculated in response to the request to change the 
wager amount (e.g., based on the current credit meter 
balance, original price paid for the contract and time or game 
plays remaining). For example, the gaming device or con 
troller in communication with the gaming device may store 
a Sub-routine and/or algorithm for Such a calculation. It 
should be noted that such a calculation may be performed in 
an iterative fashion until an acceptable combination of 
changed parameter values is determined. 

0513. As illustrated by the information of the screen of 
FIG. 36, in one embodiment a change in wager amount may 
result in a change in the number of credits in the credit meter 
balance and a change in the time remaining under the 
contract. Of course, if the contract being executed were one 
that defined a duration in terms of a number of game plays 
remaining, a change in the wager amount may be accom 
panied by a change in the number of game plays remaining. 

0514 Referring now to FIG. 37, illustrated therein is an 
example screen that may be output to a player who selects 
the “change game' touch-screen button of the screen of 
FIG. 32. In accordance with one embodiment, a player may 
be allowed to change the game being played under a contract 
while in the midst of executing the contract. As with the 
change bets feature described with respect to FIG. 36, it 
should be understood that a change in the game being played 
may result in adjustments to one or more other parameters 
of a contract (e.g., time or game plays remaining, credit 
meter balance, additional requirement payment, etc). It 
should further be noted that such adjustments to the other 
parameters as a result of the change in game may be 
calculated in response to the request to change game (e.g., 
the gaming device or controller in communication with the 
gaming device may store a Sub-routine and/or algorithm for 
Such a calculation). In other embodiments, such calculations 
may be performed beforehand and store in memory for 
retrieval in response to a request to change the game. 

0515 Referring now to FIG. 38, illustrated therein is an 
example of a help menu that may be output to a player who 
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actuates the “help' touch-screen button of either the screen 
of FIG. 32 or the screen of FIG. 33. The help menu, as 
illustrated, may provide links to additional information on 
each of a plurality of features available via flat rate play at 
the gaming device being played. Of course, the features 
illustrated on the help menu of FIG.38 are exemplary only 
and not exhaustive. 

0516 Referring now to FIG. 39, illustrated therein is an 
example screen that may be output to a player who requests 
information on the clock of FIG. 32. For example, a player 
may desire to learn how the clock may be paused, how time 
may be added to the clock, etc. 
0517 Referring now to FIG. 40, illustrated therein is an 
example screen that may be output to a player who, based on 
his rate of play during a session, may cause the session to 
end earlier than the anticipated end time. For example, as 
described herein, in one embodiment a contract that defines 
a duration as a period of time, the period of time may be a 
maximum period of time but may only be guaranteed if the 
player satisfies or abides by certain conditions. For example, 
if a player purchases a contract that allows the player to play 
a game for a half-hour in exchange for S40.00, the half-hour 
of play may only be guaranteed provided the player does not 
exceed a specified rate of play during the session and/or does 
not play more than a maximum number of game plays. In 
one embodiment, for example, the duration of the session 
may be defined as (i) 30 minutes or (ii) 500 game plays, 
whichever occurs first. The maximum number of game plays 
may be defined Such that, provided the player plays at a 
normal rate of play (or even a reasonably faster than normal 
rate of play), the player's session should still end based on 
the maximum amount of time (30 minutes in the current 
example) rather than the maximum number of game playS. 
In one embodiment, if the manner in which the player is 
playing the game somehow may cause the player's session 
under the contract to end earlier than the half-hour defined 
by the contract, a warning message may be output to the 
player informing him of the possibility of the early ending 
of the session. It should be noted that the example warning 
message depicted in FIG. 40 informs the player, based on 
his current rate of play, of how many minutes are left before 
the end of the session if the player continues his current rate 
of play, as well as a comparison to the number of minutes the 
player would otherwise be entitled to under the contract. It 
should further be noted that, as indicated in FIG. 40, the 
clock is stopped during the output of the warning message 
Such that the player does not lose any time on his contract 
in viewing the message. 

0518) Referring now to FIG. 41, illustrated therein is 
another example warning message that may be output to a 
player whose manner of play may cause his play session to 
end earlier than he might expect. In the example warning 
message of FIG. 41, the player is informed of how many 
hands or game plays the player may complete before reach 
ing the maximum number of game plays allowed under the 
contract. The output of Such a manner may allow the player 
to determine how best to pace his play such that he obtains 
the full 30 minutes of play under the contract (e.g., the player 
may slow his rate of play if he has a lot of time left until the 
end of the contract but not a lot of game plays). Again, it 
should be noted that the clock is stopped during the output 
of the message. The clock may be restarted again, for 
example, when the player actuates the “OK” touch-screen 
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button on the screen, indicating that he has read the message 
and would like to return to playing the game. 
0519 Referring now to FIG. 42, illustrated therein is an 
example screen that may be output to a player whose session 
under a contract has ended. The example information of this 
screen may be output upon, for example, an occurrence of an 
event triggering the end of the session. For example, the 
maximimum amount of time defined by the contract may 
have passed since an initiation of the play session (e.g., the 
clock of screen 32 reads "O minutes to go”) or the maximum 
number of game plays defined by the contract may have 
been played (e.g., the “hands remaining indictor of FIG. 33 
reads “0”). As indicated by the screen, the player may be 
informed of the credit meter balance (e.g., in dollars) at the 
end of the session and be allowed to cash out the amount. In 
one embodiment, the credit meter balance may be negative 
at the end of the contract. As described herein, in one 
embodiment in Such a circumstance, the player may not be 
responsible for paying the negative amount and may not be 
allowed to cash out the negative amount (i.e., the player may 
simply walk away from the device at the end of the play 
session, having received satisfying entertainment for 30 
minutes without worrying about running out of money 
during the 30 minutes of play or incurring unpredictable or 
large losses during the 30 minutes). 
We claim: 

1. A method comprising: 
determining a first occurrence of a predetermined out 
come during a flat rate play session; 

providing a first payout amount after the first occurrence; 
determining a second occurrence of the outcome during 

the flat rate play session; 
providing a second payout amount after the second occur 

rence, in which the second payout amount is greater 
than the first payout amount. 

2. The method of claim 1, in which the second payout 
amount is greater than the first payout amount by a prede 
termined amount. 

3. The method of claim 1, in which the second payout 
amount is greater than the first payout amount by a random 
amount. 

4. The method of claim 1, in which the second payout 
amount is greater than the first payout amount by a propor 
tion of the first payout amount. 

5. The method of claim 1, in which the second payout 
amount is subject to a maximum, whereby the second payout 
amount is not greater than the maximum. 

6. A method comprising: 
determining, for each occurrence of a predetermined 

outcome during a flat rate play session, a respective 
payout amount, 

in which each respective payout amount is based on a 
number of prior occurrences of the predetermined 
outcome during a flat rate play session. 

7. The method of claim 6, in which determining, for each 
occurrence of a predetermined outcome during a flat rate 
play session, a respective payout amount, comprises: 

determining, for each of a plurality of occurrences of the 
predetermined outcome, a respective payout amount, in 
which the plurality of occurrences define a sequence 
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ordered by time, and in which each respective payout 10. The method of claim 6, in which each payout amount 
amount is greater than payout amounts associated with for a respective occurrence is greater than the preceding 
occurrences prior in the sequence. payout amount by a proportion of the preceding payout 

amount. 

8. The method of claim 6, in which each payout amount 11. The method of claim 6, in which each payout amount 
for a respective occurrence is greater than the preceding is subject to a maximum, whereby every payout amount is 
payout amount by a predetermined amount. not greater than the maximum. 

9. The method of claim 6, in which each payout amount 1 12. An apparatus programmed to perform the method of 
Ca1 O. for a respective occurrence is greater than the preceding 

payout amount by a random amount. k . . . . 


