
METHODS AND SYSTEMS FOR IMPROVING PLAY OF A BONUS GAME ON A GAMING MACHINE
AND IMPROVING SECURITY WITHIN A GAMING ESTABLISHMENT 5 CROSS REFERENCE TO
RELATED APPLICATIONS [0001] This application claims priority to U.S. Patent
Application No. 12/849,284, filed on August 3, 2010, having attorney docket
number IGTIP599/P00 I 367-001, titled "METHODS AND SYSTEMS FOR IMPROVING
PLAY OF A BONUS GAME ON A GAMING 10 MACHINE AND IMPROVING SECURITY WITHIN A
GAMING ESTABLISHMENT" by Gregory A. Silva et al., which is incorporated by
reference herein in its entirety. FIELD OF THE INVENTION    [0002] The
present disclosure generally relates to security procedures and bonus
games, and more particularly to systems and methods for improving play of a
bonus game on a gaming 15machine and improving security in a gaming
establishment. BACKGROUND [0003] There are many types of establishments in
which gaming machines may be located. For example, a gaming machine may be
located in a casino, an airport, a store, a restaurant, or a bar. 



Such establishments typically have a significant amount of property, such
as gaming machines, 20cash, gaming chips, furniture, and electronic
equipment. [0004] A thief may enter a gaming establishment and remove such
property without being caught especially in a large establishment in which
a great number of people are present. The size of the establishment and the
number of people present in the establishment may improve a thief's chances
of escaping from the establishment.  [0005] Further, some jurisdictions may
require that people within a gaming establishment be able to see important
designations, such as an 'Exit' sign to exit the gaming establishment,
especially during an emergency, such as fire within the gaming
establishment or other calamity. [0006] Accordingly, there is a need for a
gaming establishment to protect its property and to 5improve the visibility
of important designations. [0007] Additionally, one popular game that has
long been enjoyed by many players is a slot machine game. Conventionally, a
slot machine is configured for a player to input something of value, such
as, for example, a standard denomination of currency, a ticket, a house
token, or other representation of currency or credit, and then to permit
the player to cause a plurality of  10 reels to spin and ultimately stop to
display a random combination of some form of indicia, for example, numbers
or symbols. If this display contains one of a preselected plurality of
winning combinations, the machine releases value, for example, into a
payout chute or onto a credit meter. [0008] Those familiar with games
involving winning payouts, such as the popular television  15 game show
entitled "WHEEL OF FORTUNETm", will realize that as players and observers
watch a large wheel spin and gradually come to rest, the players experience
a heightened feeling of anticipation and excitement as the wheel is slowing
down to indicate a possible prize. The Wheel of Fort-anent' game may also
be played at a gaming machine. However, it is desirable to make the Wheel
of Fortune(r) game more exciting and interesting for a player to play at a
20 gaming machine. 



SUMMARY OF THE INVENTION [0009] Methods and systems for improving play of a
bonus game on a gaining machine and improving security within a gaming
establishment are described.  [0010] In one aspect, the invention features
a gaming machine. The gaming machine includes an input device that receives
an input from a user, a first display device that displays a primary game
upon receiving the input, and a second display device that includes a
multilayer display for displaying a secondary game. The multilayer display
includes a foreground screen and a  5 background screen. At least a portion
of one of the foreground screen and the background screen is curved and one
of the foreground screen and the background screen is configured to display
an image of a wheel. The gaming machine further includes a controller that
executes the primary and secondary games, wherein the secondary game is
played after playing the primary game. 10[0011] Yet another aspect of the
invention features a gaming system. The gaming system includes a foreground
screen that displays a foreground image and a background screen that
displays a background image. A portion of at least one of the foreground
screen and the background screen is curved. The foreground image or the
background image includes an image of a wheel. The gaming system further
includes a controller that controls the display of 15the foreground image
and the background image after play of a primary game. [0012] In certain
implementations of the gaming machine and the gaming system, the secondary
game is initiated based on an outcome of the primary game Also, the primary
game may be initiated upon receiving a first wager from the user and the
secondary game is initiated upon receiving a second wager from the user.
Further, the foreground screen may have a  20 circular or tombstone shape.
Furthermore, the background screen of the gaining machine may also have a
circular shape or tombstone shape. [0013] Various implementations of the
gaming machine and the gaming system further include a light barrier that
prevents light from illuminating the background screen or a portion of the 



foreground screen The light barrier may extend between the foreground
screen and the 25background screen.  [0014] Some implementations of the
gaming machine include a secondary game initiation button, wherein the
secondary game initiation button is other than the input device. Further,
the background screen may display an image of the wheel including a
plurality of segments and the controller may change a number of credits or
a description of a prize within at least one of the  5 segments. Also, the
foreground screen may display an image of the wheel and the background
screen may display an image of a set of graphical elements including at
least one of a pointer and a bonus multiplier. [0015] In other
implementations of the gaming machine, the foreground screen displays an
image of a set of graphical elements including at least one of a pointer
and a bonus multiplier  I 0 and the background screen displays an image of
the wheel. The background screen may be smaller than the foreground screen.
More specifically, the background screen may have a smaller diameter than
the foreground screen.    [0016] In still other implementations, the
foreground screen includes a liquid crystal display (LCD) device or a light
emitting diode (LED) display device, and the background screen  15 includes
an LCD device or a light emitting diode (LED) display device. [0017] Also,
the multilayer display may include a light source that illuminates the
background screen. [0018] The foreground screen and the background screen
may each include a set of pixels, and an interstitial layer may be disposed
between the foreground screen and the background screen 



20 to reduce interference between the set of pixels of the background
screen and foreground screen. [0019] Some implementations of the gaming
machine include a light barrier that prevents light from illuminating the
background screen or a portion of the foreground screen, and includes a
light source that surrounds the background screen. The background screen
may be smaller in diameter than a diameter of the foreground screen.
[0020] The light bather may be located between the light source and the
background screen and between the light source and the foreground screen to
prevent light from illuminating the background screen or an inner portion
of the foreground screen. [0021] The light source may be a ring-shaped
light source. 5[0022] A portion of the light bather is concentric with a
portion of the background screen and the foreground screen. [0023] In some
implementations of the gaming system, the foreground screen has a shape of
the foreground image displayed within the foreground screen, and the
background screen has a shape of the background image displayed within the
background screen. 10[0024] In another aspect, the invention features a
gaming method. The gaming method includes receiving, via an input device,
an input; displaying, via a first display device, a primary game upon
receiving the input; and displaying, via a second display device including
a multilayer display having a foreground screen and a background screen, a
secondary game including an image of a wheel. A portion of at least one of
the foreground screen and the  15 background screen is curved. The gaming
method further includes executing, by a controller, at least one of the
primary game and the secondary game. The secondary game is played after the
primary game, [0025] Various implementations of the gaming method further
include preventing light from illuminating the background screen or a
portion of the foreground screen; and initiating the 



20 secondary game based on an outcome of the primary game. Additionally,
the primary game may be initiated upon receiving a first wager from the
user and the secondary game initiated upon receiving a second wager from
the user. [0026] Some implementations of the gaming method include
initiating the secondary game      upon receiving an indication that a
secondary game initiation button other than the input device 25of a gaming
machine is activated. The foreground screen may have a shape of a
foreground 5  image displayed within the foreground screen, and the
background screen may have a shape of a background image displayed within
the background screen. [0027] Still a further aspect of the invention
features another gaming method. The gaming method includes displaying, via
a foreground screen, a foreground image and displaying, via a background
screen, a background image. A portion of at least one of the foreground
screen and the background screen is curved. The foreground image or the
background image includes an image of a wheel. The gaming method further
includes displaying an image of a primary game on a screen other than the
background screen or the foreground screen, and displaying the foreground
image and the background image if a winning outcome is achieved by playing
the 10primary game. [0028] In certain implementations, the foreground image
and background image include images of a secondary game. The secondary game
may be initiated based on an outcome of the primary game. BRIEF DESCRIPTION
OF THE DRAWINGS 15[0029] The systems and methods for improving play of a
bonus game on a gaming machine 



and improving security within a gaming establishment may best be understood
by reference to the following description taken in conjunction with the
accompanying drawings, which illustrate specific embodiments of the systems
and methods. [0030] Figure 1 is a schematic view of an embodiment of a
gaming machine. 20[0031] Figure 2 is a schematic view of another embodiment
of a gaming machine. [0032] Figure 3 is a block diagram of the electronics
of the gaming machines of Figures 1 and 2. [0033] Figure 4 is a schematic
view of an embodiment of a system for playing a secondary came on the
gaming machine of Figure 3.  [0034] Figure 5 is a schematic view of an
embodiment of a light bather of the system of Figure 4. [0035] Figure 6 is
a schematic view of another embodiment of a system or playing the secondary
game. 5[0036] Figure 7 is a schematic view of yet another embodiment of a
system for playing the secondary game. 



[0037] Figure 8 is a schematic view of an embodiment of a light barrier of
the system of Figure 7. [0038] Figure 9 is a schematic view of still
another embodiment of a system for playing the 10secondary game. [0039]
Figure 10 is a front view of an embodiment of a circular display panel of
the gaming machine of Figure 1. [0040] Figure 11 is a front view of
embodiment of a tombstone-shaped display panel of the gaming machine of
Figure 2 15[0041] Figure 12 is a schematic view of an embodiment of a
system used to form a circular  display panel from a pair of substrates.
[0042] Figure 13 is a schematic view of an embodiment of a system used to
form a tombstone- shaped display panel from a pair of substrates. 



[0043] Figure 14 is a front view of an embodiment of a rectangular-shaped
display panel of the 20gaming machine of Figure 2 [0044] Figure 15 is a
schematic view of an embodiment of a system used to form a rectangular
display panel from a pair of substrates. [0045] Figure 16 is a block
diagram of a system for operating a pixel array of the system of Figure 3.
[0046] Figure 17 is a front view of a gaining machine system located within
a gaming establishment. DETAILED DESCRIPTION [0047] Turning to the
drawings, wherein like reference numerals refer to like elements, the
systems and methods for improving play of a bonus game and security within
a gaming establishment are illustrated as being implemented in a suitable
gaining machine.  [0048] With reference to Figure 1, a gaming machine 100
includes a main cabinet 102 and a top box 104. Main cabinet 102 includes a
main door 106, a plurality of input/output (I/O) buttons 108, a secondary
game initiation button 110, a primary display device 112, a coin tray 10
116, a coin acceptor 118, a bill or ticket validator 120, a belly glass
display 122, and a silk screen panel 124. Top box 104 includes a circular
portion 126 and a noncircular portion 128. For example, circular portion
126 has a partially circular x-y cross-section, and noncircular portion 128
has a partially straight x-y cross-section. The x-y cross-section is formed
along an x-y plane as illustrated, and the x-y plane is perpendicular to
the z-axis. Top box 104, which 



15 rests on top of main cabinet 102, includes a secondary display device
130, a plurality of speakers 132, a card reader 134, a ticket printer 136,
a keypad 138, a silk screen panel 140, and a camera 142. [0049] Primary
display device 112 may be a cathode ray tube (CRT) display or a flat panel
display device, such as a liquid crystal display (LCD) device or a light
emitting diode (LED) 20display device. The LED display device may be an
organic LED (OLED) display device. [0050] In certain embodiments, primary
display device 112 includes a multilayer display (MLD) described, for
example, in U.S. Patent Application Publication No. 2008/0113745A1 titled
"Separable Game Graphics On a Gaming Machine" having serial number
11/858,693, which is incorporated herein by reference in its entirety for
all purposes.  [0051] Secondary display device 130 may be an MLD device
including layered displays. Secondary display device 130 has a curved
shape, such as a circular shape. Secondary display device 130 may be of the
same shape as that of circular portion 126 of top box 104. For example,
secondary display device 130 may have a circular x-y cross-section. An x-y
cross-  5 section of secondary display device 130 may or may not be
concentric with an x-y cross-section of circular portion 126 of top box
104. [0052] In an alternative embodiment, secondary display device 130 may
have an oval shape, an 'S' shape, or a 'T' shape. The secondary display
device 130 may also have a different shape than that of circular portion
126 of top box 104. 1 0[0053] Referring to Figure 2, a gaming machine 200
includes a top box 202 and main cabinet 102 (Figure 1). Top box 202 rests
on top of main cabinet 102. Top box 202 includes a secondary display device
206, keypad 138, a silk screen panel 208, card reader 134, speakers 132,
and ticket printer 136 Secondary display device 206 has a tombstone shape,
which includes a partially curved portion 210 and a straight portion 212.
For example, partially curved  15 portion 210 has at least one side 2I0a
that has a curved x-y cross-section and at least one side 210b that has a
straight x-y cross-section. Partially curved portion 210 is adjacent to
straight portion 212. Straight portion 212 may have a rectangular or square
x-y cross-section. The partially curved portion 210 may have a
semi-circular or semi-elliptical cross-section. Secondary display device
206 may have the same shape as that of top box 202. For example, 



20secondary display device 206 has the same cross-sectional shape as that
of top box 202.  [0054] Top box 202 includes a partially curved portion 214
and a straight portion 216. Partially curved portion 214 of top box 202 may
be semi-circular or semi-elliptical in shape. For example, partially curved
portion 214 of top box 202 has the same shape as that of partially curved
portion 210 of secondary display device 206. Also, straight portion 216 of
top box 202 25has the same shape as that of straight portion 212 of
secondary display device 206.  [0055] Alternatively, secondary display
device 206 has a different shape than that of top box 202. Top box 202 also
does not necessarily need to include silk screen panel 208. [0056]
Referring to Figure 3, gaming machine 100 or 200 is located within a gaming
establishment 301, for example, a casino or other location such as an
airport, a convenience  5 store, a restaurant, a bar, or a hotel. Gaming
machine 100 or 200 includes main cabinet 102 and a top box 302. Top box 104
(Figure 1) is an example of one type of top box and top box 202 (Figure 2)
is an example of another type of top box. [0057] Main cabinet 102 includes
an input/output (I/0) interface 304, an input/output button 306, a central
processing unit (CPU) 308, a north bridge (NB) 310, a first memory device
312, a  10 south bridge (SB) 314, a second memory device 316, a primary
video controller (VC) 318, primary display device 112, a network (NET)
interface 320, a bus 322, a field programmable gate array (FPGA) 324, and a
third memory device 326. As used herein, the term controller refers to a
combination of a processor and a memory device, such as a random access
memory (RAM) or a read-only memory (ROM). Moreover, as used herein, the
tertn processor is not  15 limited to just those integrated circuits
referred to in the art as a processor, but broadly refers to a
microcontroller, a microcomputer, a programmable logic controller, an
application specific integrated circuit, and other programmable circuits.
Primary video controller 318 may be a video adapter, a video card, a
display adapter, or a graphics accelerator card. [0058] Input/output button
306 is any of input/output buttons 108 (Figures 1 and 2) or 



20 secondary game initiation button 110 (Figures I and 2). Each of
input/output button 306, keypad 138, bill or ticket validator 120, card
reader 134, and coin acceptor 118 of awning machine 100/200 is an example
of an input/output device. Further examples of an input/output device
include a touchscreen of primary display device 112.       [0059] Network
interface 320 includes a network interface card (NIC) or a modem that
25connects gaining machine 100/200 to a network 328, such as a wide area
network or a local area  network. The wide area network may be the Internet
and the local area network may be an Intranet. Network 328 may be connected
to a general purpose server or a specific purpose server, such as a
progressive game server or a player tracking server. Network interface 320
may also connect gaming machine 100/200 to a plurality of gaming machines
that may be 5located within or outside gaming establishment 301. [0060] CPU
308 may be a processor of a master gaming controller (MGC) of gaming
machine 100/200. As an example, CPU 308 is a PentiumTM series processor
available from IntelTM corporation, or it may be a K6TM series processor
available from Advanced Micro DevicesTm (AMDTm) corporation. First memory
device 312 connected to north bridge 310 may be a RAM, 10 such as, a
dynamic RAM (DRAM) or a static RAM (SRAM), [0061] Second memory device 316
connected to south bridge 314 may be a hard disk, a compact disc (CD), or a
ROM, such as an Electrically Erasable Programmable ROM (EEPROM) or an
Erasable Programmable ROM (EPROM). Third memory device 326 connected to
FPGA 324 may be a RAM, such as a nonvolatile RAM, or a ROM, such as an 15
EPROM or an EEPROM, or a combination of the ROM and RAM. Bus 322 may be a
peripheral controller interface (PCI) bus. Second memory device 316 may
store a basic input/output operating system (BIOS), and third memory device
326 connected to FPGA 324 may store an extended BIOS. [0062] Second memory
device 316 may also store a primary game code used to play a primary 20
game, which may be a video game, such as a slot machine game, a Bingo game,
a Keno game, a Poker game, a Blackjack game, or a combination of such
games. The primary game may be a game of chance, a game of skill, or a
combination of the games of chance and skill. Moreover, second memory
device 316 may store a secondary game code used to play a secondary game,
which may be a video game, for example a wheel-based game, a tic-tac-toe
game, or a movie- 



25based theme game, such as a Star TrekTm game or an Indiana JonesTM game
The wheel-based  game may be the Wheel of Fortune(r) game. The term wheel,
as used herein is not necessarily a circular wheel but rather can be a
polygonal wheel or a combination of a polygonal wheel and a curved wheel.
The combination of the polygonal wheel and the curved wheel may be a
tombstone-shaped wheel. The secondary game may be a game of chance, a game
of skill, or a 5combination of the games of chance and skill. [0063] During
a boot-up process of gaming machine 100/200, CPU 308 executes the BIOS
stored in second memory device 316. Logic of the BIOS directs CPU 308
towards the extended BIOS. Both the BIOS and extended BIOS include a
variety of processes, such as booting of gaming machine 100/200,
configuration of gaming machine 100/200, and/or authentication of  10
various components of gaming machine 100/200. The extended BIOS directs CPU
308 to command primary display device 112 to display an advertisement, such
as a preview of the primary game or a description of a product or service,
on primary display device 112. The extended BIOS may direct CPU 308 to
transfer the primary and/or secondary game code from second memory device
316 to first memory device 312 connected to north bridge 310. North  15
bridge 310 may be an FPGA or an Application Specific Integrated Circuit
(ASIC). North bridge 310 converts a signal on the PCI bus to a signal
compatible with a CPU bus 313 between CPU 308 and north bridge 310. [0064]
South bridge 314 may contain various internal components, such as a hard
drive controller (not shown), and can be used to connect second memory
device 316 to CPU 308. If  20 second memory device 316 is a hard drive or a
CD-ROM, second memory device 316 can connect to south bridge 314 via an
integrated drive electronics (IDE) bus or other similar connection. A
typical IDE bus operates at a speed of about 100 megahertz (MHz), which is
generally appropriate for the access rates of many hard drives and CD-ROM
drives. If second memory device 316 is an EPROM, second memory device 316
can connect to south bridge 314 25via a basic industry standard
architecture ("ISA") bus, which can be relatively slow compared to  



other buses and connections. For example, a typical IDA bus might transmit
data at a speed of about 8 MHz, which would be appropriate for an EPROM and
other similarly slower memory devices. [0065] Top box 302 includes an audio
controller (AC) 330, an interstitial layer 334, a  5 secondary video
controller (VC) 336, another secondary video controller (VC) 338, a
secondary display device 340, and speakers 132. An exemplary interstitial
layer includes a holographic film on a substrate. The secondary display
device 340, as noted, may be an MTD. As such, it includes a foreground
screen (FS) 342 connected to secondary video controller 338 and a
background screen (BS) 344 connected to secondary video controller 336.
Interstitial layer 334  10 lies between foreground screen 342 and
background screen 344 to remove Moire interference pattern between the two
screens. Each secondary display device 130 and 206 (Figures 1 and 2) is an
example of secondary display device 340. Each secondary video controller
336 and 338 may be a video adapter, a scalar/image card, a video card, a
display adapter, or a graphics accelerator card. Audio controller 330
includes a sound synthesizer and/or a sound amplifier.  15 Audio controller
330 sends audio signals to speakers 132 to output sounds during play of an
advertisement, a primary game, and/or a secondary game. [0066] Gaming
machine 100/200 may display an advertisement to a user, such as a player or
patron of gaming establishment 301. The user provides an input to gaming
machine 100/200 via the input/output devices. For example, the user inputs
a coin in coin acceptor 118; a bill or a  20 ticket in bill or ticket
validator 120; or a value card, such as a credit card, a debit card, or a
player tracking card, in card reader 134. The user may select any of
input/output buttons 108, a button displayed on the touchscreen of primary
display device 112, or a button on keypad 138 to provide input to gaining
machine 100/200. Upon receiving an input signal representing the input
provided by the user via an input/output device, CPU 308 instructs primary
video 25controller 318 to discontinue displaying the advertisement on
primary display device 112 and  determines whether to execute the primary
game code. For example, after discontinuing to display the advertisement
and upon receiving a signal indicating that a bet or a side bet is placed
by the user via one of input/output buttons 108 or a touchscreen of primary
display device 112, CPU 308 executes the primary game code. As another
example, after discontinuing to display  5 the advertisement and upon
receiving a signal that the user has selected a cash out button or has not
made the bet or side bet, CPU 308 does not execute the primary game code
and allows primary video controller 318 to resume displaying the
advertisement.    [0067] A bet may also be referred to as a wager. As an
example, a bet is equal to a value multiplied by a denomination of the
primary game. Each of coin acceptor 118, bill or ticket  10 validator 120,
and card reader 134 is a type of a value input device. 



[0068] If a value from a user is not received via one or more of the value
input devices within a certain amount of time after discontinuing to
display the advertisement, CPU 308 will not execute the primary game code
and allows primary video controller 318 to resume displaying the
advertisement. 15[0069] Upon executing the primary game code, CPU 308 may
receive additional input from the user via an input device and then execute
a random number generator to generate a primary name outcome at an end of
the primary game. The primary game outcome is displayed on primary display
device 112. Examples of the primary game outcome include a reel combination
of three 7's, any other reel combination in a slot machine game, a
Blackjack hand, another 20 hand in a Blackjack game, or a match or a
mismatch between drawn numbers and numbers on a Bingo card in a Bingo game.
[0070] CPU 308 determines whether the primary game outcome is a winning
outcome. Examples of a winning outcome of the primary game include a
winning Blackjack hand or a combination of three '7's in a slot machine
game. Examples of a losing outcome of the primary 25game include a dealer
having a Blackjack hand rather than the user and a combination of a fruit
symbol, a '7', and a vegetable symbol in a slot machine game. Upon
determining that the primary game outcome is not a winning outcome, CPU 308
causes primary video controller 318 to generate a display that the primary
game is over or a display that additional value is required to continue
playing the primary game. On the other hand, upon deteumning that the
primary 5 game outcome is a winning outcome, CPU 308 maps the primary game
outcome to a number of primary game credits to be awarded to the user. At
any rime during the play of the primary game or during a display of an
advertisement, CPU 308 controls primary video controller 318 such that the
primary game credits are displayed on primary display device 112, and
controls audio controller 330 such that sounds are outputted via speakers
132 during play of the primary 10 game. Silk screen panel 124 may display a
map between the primary game outcome and a number of the primary game
credits that may be awarded to the user when the primary game outcome is a
winning outcome. 



[0071] Upon determining that the primary game outcome is not a winning
outcome, CPU 308 may cause primary video controller 318 to generate a
display that the primary game is over or a 15display which prompts the user
to select one of input/output buttons 108 to continue playing the primary
game. [0072] Upon dctennining that the primary game outcome is a winning
outcome, CPU 308 awards a primary game value that is equal to a number of
the primary game credits divided by a game denomination used to play the
primary game. The award may be in the form of coins 20 dispensed via a coin
tray 116, a ticket printed by ticket printer 136, or a credit added to a
value card read by card reader 134. Coin tray 116, ticket printer 136, and
the value card are examples of a value output device. At any time during
the play of the primary game, the user may press a cash out button, which
is one of the input/output buttons 108, to end the play of the primary game
and cash out a value corresponding to any remaining credits available for
game play. 25Upon determining that the primary game outcome is a winning
outcome, the value may or may  not be awarded to the user at the end of the
primary game, before enrolling the user in the secondary game. The
secondary game is normally initiated after enrolling the user in the
secondary game. [0073] Further, upon detexinining that the primary game
outcome is a winning outcome, CPU 



5 308 may permit a user to play a secondary game by executing the secondary
game code to control secondary video controllers 336 and 338 to display the
secondary game on secondary display device 340. CPU 308 receives, from the
user, various inputs via one or more of input/output buttons 108, the
touchscreen of primary display device 112, or a touchscreen of secondary
display device 340. The CPU 308 also executes a random number generator
based  10 on the input to generate a secondary game outcome at an end of
the secondary game; controls, as noted, secondary video controllers 336 and
338 to display the secondary game outcome on secondary display device 340;
and controls audio controller 330 to output sounds, such as the clapper
hitting the peg, via speakers 132 during play of the secondary game.
[0074] The secondary game is of a different type than that of the primary
game. For example,  15 the secondary game may be a wheel-based game, a
tic-tac-toe game, or a movie-based theme game. [0075] CPU 308 determines
whether a game outcome of the secondary game is a winning outcome. Examples
of a winning outcome of the secondary game include a pointer, described
below, pointing to a number of credits greater than zero or to a prize,
described below.  20 Examples of a losing outcome of the secondary game
include a bonus multiplier, described below, of zero and/or the pointer
pointing to a blank segment, described below, without any credits in a
wheel, such as a wheel of the Wheel of FortuneTM game. Upon determining
that the secondary game outcome is a losing outcome, CPU 308 does not
provide an award, via a value output device to a user, other than any value
determined to be awarded to the user for achieving 25a winning outcome of
the primary game On the other hand, upon determining that the  secondary
game outcome is a winning outcome, CPU 308 controls a value output device
to output a value to the user. That value is equal to a total amount of
value output for achieving a winning outcome of the secondary game and a
winning outcome of the primary game. The value output to the user for
achieving a winning outcome of the secondary game may be less  5 than,
equal to, or greater than the value output to the user for achieving a
winning outcome of the primary game. [0076] In another embodiment, gaming
machine 100/200 does not include coin tray 116, coin acceptor 118, card
reader 134, ticket printer 136, and/or bill or ticket validator 120, as
this gaming machine is a non-wagering machine. For example, in this
embodiment, value is not 



10 input into or output from the gaming machine. In yet another embodiment,
gaming machine 100/200 does not include secondary game initiation button
110. 100771 In other embodiments, the processes, described herein, as
performed by secondary video controllers 336 and 338 are performed by a
single secondary video controller or by more than two secondary video
controllers. 15[0078] In another embodiment, upon determining that a
winning outcome is achieved by playing the primary game, CPU 308 controls
primary video controller 318 to prompt the user to select a button on the
touchscreen of primary display device 112 to start the secondary game. A
light of secondary game initiation button 110 is also turned on to prompt
the user to press the secondary game initiation button 110 to initiate
execution of the secondary game, and/or to  20 prompt the user to pull a
lever (not shown) of gaining machine 100/200. Upon detennining that a
button displayed on the touchscreen of primary display device 112 is
selected by a user, CPU 308 determines to enroll the user in an occurrence
of the secondary game and executes the secondary game code. Moreover, upon
determining that the secondary game initiation button 110 is pressed by the
user, or the lever is pulled by the user, CPU 308 determines to enroll the
25user in an occurrence of the secondary game and executes the secondary
game code. Further,  upon determining that the lever is pulled by the user,
CPU 308 determines to enroll the user in an occurrence of the secondary
game and executes the secondary game code. [0079] In still another
embodiment, upon determining that the primary game outcome is a winning
outcome, CPU 308 causes primary video controller 318 or secondary video
controllers  5 336 and 338 to generate a display that indicates that
additional value, other than the value provided by the user to play the
primary game, is required to play the secondary game. Upon determining that
the additional value is received from the user via a value input device,
CPU 308 executes the secondary game code to control secondary video
controllers 336 and 338 and controls audio controller 330 to output sounds,
such as a clapper hitting a peg of a wheel, during  10 play of the
secondary game On the other hand, upon determining that the additional
value to play the secondary game is not received from the user, CPU 308
does not execute the secondary game code. [0080] In another embodiment, CPU
308 ignores all input received from the user during the 



play of the secondary game. For example, upon determining that the primary
game outcome is  15 a winning outcome, CPU 308 executes the secondary game
by spinning a wheel, shown below, and ignores any input, such as a
selection of input/output buttons 108 (Figures 1 and 2). The CPU 308 also
generates the secondary game outcome, executes a random number generator to
generate the secondary game outcome, and controls secondary video
controllers 336 and 338 to display the secondary game. The CPU 308 controls
audio controller 330 to output sounds 20during play of the secondary game.
[0081] In a further alternative embodiment, the secondary game may be of
the same type as that of the primary game. For example, both the primary
and secondary games may be Bingo. In this example, CPU 308 controls
secondary video controllers 336 and 338 to display a Bingo card on
secondary display device 340 to play the secondary Bingo game, upon the
user 25achieving a winning outcome on a Bingo card used in the primary
Bingo game. In yet another  embodiment, instead of awarding value upon
achieving a winning outcome of the primary game and/or the secondary game,
CPU 308 awards the user with an award other than the value, such as a
chance to play the primary and/or secondary game again upon achieving the
winning outcome. 5[0082] In a further alternative embodiment, the primary
game code and/or the secondary game code is located on a remote server,
which is connected via network 328 to gaming machine 



100/200. The primary game code and/or the secondary game code is executed
by the remote server to display the corresponding primary and/or secondary
game on gaming machine 100/200. 10[0083] Figure 4 illustrates a system 400
for playing the secondary game. System 400 includes a front cover 402 of
top box 104 (Figure 1), a foreground screen 404, an interstitial layer 406,
a background screen 408, a ring-shaped light source 410, a light barrier
502, a light source 412, and a back cover 414 of top box 104. Interstitial
layer 406 is an example of interstitial layer 334 (Figure 3). Foreground
screen 404 is an example of foreground screen 342 (Figure 3), and
15background screen 408 is an example of background screen 344 (Figure 3).
[0084] Foreground screen 404, interstitial layer 406, background screen
408, ring-shaped light source 410, and light source 412 are located inside
top box 104 (Figure 3). A front surface 416, which is a surface on which a
foreground image 422 is displayed, of foreground screen 404 is visible to
the user via an opening 418 in front cover 402. Foreground screen 404 may
be an  20 LCD display device or an LED display device, such as an OLED
display device. Background screen 408 may be an LCD display device or an
LED display device, such as an OLED display device. Light source 412 may be
an LED light source that emits colored light or a cold cathode fluorescent
light (CCEL) source that emits white light. As an example, colored light,
as described herein, is red, green, or blue light, or a combination of red,
green, and blue light. As 25another example, colored light, as described
herein, is red, green, blue, or yellow light, or a  combination of red,
green, blue, and yellow light. Light source 412 may or may not be of the
same shape as that of background screen 408. For example, light source 412
may be circular or have a circular x-y cross-section. As another example,
light source 412 may be rectangular or square in shape. For example, light
source 412 may have a rectangular or square shaped x-y 5cross-section. 



[0085] Ring-shaped light source 410 surrounds background screen 408, and an
x-y cross-section of the ring-shaped light source is concentric with an x-y
cross-section of background screen 408. Ring-shaped light source 410 is
located in the same x-y plane as background screen 408. Ring-shaped light
source 410 includes at least one light source that emits white light or  10
colored light. For example, ring-shaped light source 410 may include a
plurality of LEDs, such as a red, blue, and green (RGB) LED array. [0086]
Foreground screen 404, in one embodiment, has the same circular shape as
background screen 408. It is also larger in diameter than background screen
408. [0087] Interstitial layer 406 is placed between foreground screen 404
and background screen  15 408. Without interstitial layer 406, a Moire
interference pattern is created by the pixel patterns of foreground screen
404 and background screen 408. Interstitial layer 406 slightly diffuses the
pixel pattern of background screen 408 to remove the interference pattern.
Interstitial layer 406 may have the same diameter and shape as light
barrier 502. [0088] Light barrier 502 is fabricated from a light blocking
material, which may be a metal,  20 such as aluminum, copper, nickel,
silver, aurum, tantalum, niobium, neodymium, chromium, titanium, and/or an
alloy of such metals. For example, light barrier 502 may be made of an
aluminum foil material that has a thickness ranging from 30 nanometers (nm)
to 60 nm. Another example of the light blocking material is plastic.
[0089] Light barrier 502 extends from foreground screen 404 to background
screen 408. Light 25barrier 502 may have the same diameter as that of
background screen 408 and an x-y cross-  section that is concentric with an
x-y cross-section of background screen 408. Light barrier 502 also has an
x-y cross-section that is concentric with an x-y cross-section of
foreground screen 404. [0090] Foreground screen 404 includes an inner
portion 417 and an outer portion 420 that 



5 surrounds the inner portion 417. Foreground screen 404 may be of the same
diameter as a diameter of opening 418 of front cover 402 or may be of a
different diameter than the diameter of opening 418. CPU 308 controls
secondary video controller 338 so that an image is not displayed within
inner portion 417 of foreground screen 404 during play of a secondary game.
[0091] An x-y cross-section of each of top cover 402, light barrier 502,
foreground screen 404, 10interstitial layer 406, background screen 408,
ring-shaped light source 410, light source 412, and/or back cover 414 has a
center that is located on a central axis 434. [0092] In alternative
embodiments, light source 410 may be polygonal in shape. For example, it
may have a square, an octagonal, or a pentagonal shape. In further
alternative embodiments, light source 410 is not located in the same x-y
plane as background screen 408. For example,  15 ring-shaped light source
410 is located between foreground screen 404 and background screen 408. In
yet another embodiment, light source 410 is not concentric with background
screen 408. [0093] Moreover, alternatively, system 400 does not need to
include interstitial layer 406. For example, in such an embodiment, any
interference is removed by using a striped pixel pattern in the foreground
screen 404 or background screen 408, and a forty-five degree diagonal pixel
20pattern in the other of the foreground screen 404 or background screen
408. [0094] In one alternative embodiment, interstitial layer 406 has a
smaller diameter than that of light bonier 502. For example, a diameter of
interstitial layer 406 is between 1 and 3 millimeters (mm) less than that
of light barrier 502.       [0095] Interstitial layer 406 may have a
different shape than that of light barrier 502. For 25example, interstitial
layer 406 may have a polygonal x-y cross-section, while light barrier 502  



has a circular x-y cross-section. As another example, an x-y
cross-sectional shape of interstitial layer 406 is circular and an x-y
cross-sectional shape of light barrier is polygonal. [0096] In another
embodiment in which foreground screen 404 is an LCD display device and
background screen 408 is an LED display device, system 400 does not include
light source 412. 5The LED display device, in this embodiment, includes
LEDs that emit colored light. [0097] In a further alternative embodiment,
light barrier 502 has a diameter slightly larger, such as by 1 to 3 mm,
than a diameter of background screen 408 to surround background screen 408.
In an alternative embodiment, an x-y cross-section of light barrier 502 is
not concentric with an x-y cross-section of background screen 408.
Alternatively, an x-y cross-section of light 10bather 502 is not concentric
with an x-y cross-section of foreground screen 404. [0098] Also, foreground
screen 404 may have a different shape than that of background screen 408.
For example, foreground screen 404 may be circular in shape, while
background screen 408 is polygonal, such as octagonal or hexagonal, in
shape. As another example, background screen 408 is circular in shape,
while foreground screen 404 is polygonal in shape. In an  15 alternative
embodiment, foreground screen 404 and background screen 408 are of
different shapes than that shown in Figure 4. For example, each of
foreground screen 404 and background screen 408 has a polygonal shape.
[0099] In still another embodiment, system 400 does not include light
bather 502. [00100] In a further embodiment, foreground screen 404 may have
a different, such as a smaller, 20diameter than that of opening 418 of
front cover 402. The diameter of foreground screen 404 may be 1 to 4 mm
smaller than that of opening 418 of front cover 402. [00101] As shown in
Figure 5, light barrier 502 is secured to a back surface 504 of foreground 



screen 404 by a set of pins 506. Back surface 504 of foreground screen 404
is fabricated from glass or plastic. Each pin 506 has a first flat portion
514 and a second flat portion 516, which is 25angled. The second flat
portion may form a right angle, an acute angle or an obtuse angle with 22
respect to the first flat portion. First flat portion 514 is fastened to an
outer surface 508 of light barrier 502, and second flat portion 516 is
fastened to back surface 504 of foreground screen 404. Care should be taken
not to damage any display elements of foreground screen 404 when fastening
pins 506 to back surface 504 of foreground screen 404. [00102] Similarly,
another set of pins 506 extend from outer surface 508 of light barrier 502
around a side surface 510 of background screen 408 to a back surface 512 of
background screen 408, and the pins are fastened to outer surface 508 of
light barrier 502. For example, first flat portion 514 is fastened to outer
surface 508 and second flat portion 516 is fastened to back surface 512.
Again, care should be taken to prevent damage to any display elements of 10
background screen 408 when fastening pins 506 to back surface 512 of
background screen 408. [00103] Light barrier 502 is secured to back surface
504 of foreground screen 404 via any appropriate securing mechanism, such
fastening pins 506, glue and/or VelcroTM, Light barrier 502 is also secured
to back surface 512 of background screen 408 via an appropriate securing
mechanism. 15[00104]Referring back to Figures 3 and 4, CPU 308 controls
secondary video controller 338 to display foreground image 422, such as a
video pointer 430, a bonus multiplier 432, or another graphical element, of
the secondary game on foreground screen 404. Foreground image 422 may be a
static or a dynamic image. For example, foreground image 422 may be a
flying airplane, a rotating pointer, or a talking Mickey MouseTM, which are
examples of dynamic 20 images. As another example, foregroundimage 422 may
be a stationary airplane, or stationary Mickey Mousem, which are examples
of static images. Foreground image 422 includes at least one graphical
element. The bonus multiplier 432 may be an integer or a fraction.
[00105]Further, during play of the secondary game, CPU 308 controls
secondary video controller 336 to display a background image 424, such as a
wheel of a wheel-based game; a 25segment 429 of the wheel; a compartment
(not shown) of a tic-tac-toe-game; or another 



graphical element. Background image 424 may be a static or a dynamic image.
For example, background image 424 may be a spinning wheel, a moving boat,
or a talking Indiana JonesTM, which are examples of a dynamic image. As
another example, background image 424 may be a stationary car or stationary
Mickey Monsen", which are examples of a static image. Each of  5 foreground
image 422 and background image 424 may be a three-dimensional image, such
as an image having shading to provide a virtual depth to the image. The
wheel of Figure 4 includes a number of segments 429 that include a number
of credits and descriptions of prizes, such as a car or a trip to an exotic
location, to be awarded to a user upon achieving a winning outcome of the
secondary game. 10[00106]During play of the secondary game, the light
blocking material of light barrier 502 prevents light emitted by
ring-shaped light source 410 from illuminating inner portion 417 of
foreground screen 404 and from illuminating a display surface 426 of
background screen 408. [00l07]CPU 308 controls light source 412, via a
light driver (not shown), to emit white light or colored light and controls
ring-shaped light source 410, via another light driver (not shown), to  15
also emit white light or colored light. Examples of any of the light
drivers include a set of transistors. Ring-shaped light source 410
illuminates outer portion 420 of foreground screen 404, Light source 412
illuminates background screen 408 and inner portion 417 of foreground
screen 404 by passing through background screen 408. [00108] After
initiation of the secondary game and during play of the secondary game, CPU
308  20 controls light source 412 to emit white light or colored light,
controls secondary video controller 336 to display background image 424 on
background screen 408, controls ring-shaped light source 410 to emit white
light or colored light, and controls secondary video controller 338 to
display the foreground image 422 on foreground screen 404. This provides an
image having an actual three-dimensional (3D) depth, which is perceived by
a user viewing the secondary game 25via opening 418 of front cover 402.
[00109] The actual 3D depth is created by a physical separation between
foreground screen 404 and background screen 408. During play of the
secondary game, CPU 308 controls secondary video controller 338 such that
any portion of foreground image 422 within inner portion 417 of foreground
screen 404 is not displayed. 5[00110] After each spin of the wheel, for
example, CPU 308 multiplies bonus multiplier 432 



with an amount of credits, on background screen 408, pointed to by video
pointer 430 if a user achieves a winning outcome by playing the secondary
game. After each spin of the wheel, upon determining that a winning outcome
is achieved by playing the secondary game, CPU 308 multiplies the bonus
multiplier 432 with the amount of credits pointed to by video pointer 430
to  10 generate a number of secondary game credits of the secondary game.
Silk screen panel 140 (Figure 1) and silk screen panel 208 (Figure 2)
display a map between the secondary game outcome and a number of secondary
game credits that may be awarded to a user when the secondary game outcome
is a winning outcome. CPU 308 adds the secondary game credits for all spins
of the wheel to the primary game credits, divides the total number of
primary and 15secondary game credits by a game denomination and outputs a
value via the value output device to a user. [00111] If video pointer 430
points to a prize at the end of a wheel spin, the prize is a winning
outcome achieved for playing the secondary game. In this case, in which a
winning outcome is the prize, CPU 308 controls the value output device to
award a value to a user for achieving a  20 winning outcome of the primary
game and alerts an administrator of the gaming establishment 301 that the
user has won the prize. CPU 308 alerts the administrator by displaying a
prize winning indication on an overhead display device (not shown). This is
driven by causing primary video controller 318 to display the description
on primary display device 112. Alternatively, the alert is provided by
controlling secondary display controllers to display the  description on
secondary display device 340. The alert may also be provided by controlling
audio controller 330 to output sounds via speakers 132. [00112]In a further
alternative embodiment, foreground image 422 does not include the bonus
multiplier 432 but includes video pointer 430. During play of the secondary
game, CPU 308 



5may also control secondary video controller 338 to change the bonus
multiplier 432 each time the video pointer 430 passes a number of segments
429 of the wheel. [00113] In a further embodiment, during play of the
secondary game, CPU 308 controls secondary video controller 338 to change
an amount of credits, displayed within a segment 429, at any time during
the play of the secondary game. For example, each time the video pointer
10 430 passes a segment 429 of the wheel, CPU 308 controls secondary video
controller 338 to change an amount of credits displayed within the segment
429 of the wheel to which the video pointer 430 points changes to a
different amount than that displayed within the same segment 429 preceding
the change. [00114] Alternatively, before enrolling a user in the secondary
game, CPU 308 determines  15 whether a bet made in the primary game is
greater than a threshold or whether a side bet is made in the primary game.
Upon determining that the bet made in the primary game is not greater than
the threshold or that a side bet is not made in the primary game, CPU 308
controls secondary video controller 336 to not change an indicia, such as
an amount of credits within one or more of segments 429 or an amount of the
bonus multiplier 432. For example, during the  20 play of the primary game,
CPU 308 controls secondary video controller 336 to display an amount '100'
of credits in a particular segment 429 on background screen 408 before a
user makes a wager in the primary game. In this example, upon determining
that a user makes a bet for each event, such as a spin of reels of a slot
machine game or each round of Blackjack game, less than the threshold or
does not make a side bet for the event, CPU 308 determines that a 25wager
made by the user to play the primary game is less than the threshold and
controls  secondary video controller 336 to not change the amount '100' of
credits in that particular segment 429. 



[001151In this embodiment, on the other hand, upon determining that the bet
made in the primary game is greater than the threshold or that a side bet
is made in the primary game, CPU  5 308 controls secondary video controller
338 to change the indicia displayed on foreground screen 404 or on
background screen 408 and/or info= a user of the change in the indicia via
primary display device 112. This change is made after the start of the
primary game and before enrolling a user in the secondary game. As an
example, during play of the primary game, CPU 308 controls secondary video
controller 336 to display an amount '50' of credits in a particular  10
segment 429 on background screen 408 before a user makes a wager to play
the primary game. In this example, upon determining that a user makes a bet
that is greater than the threshold or upon determining that the user makes
a side bet for the event, CPU 308 controls secondary video controller 336
to change the amount '50' of credits in that particular segment 429 to
'200'. As another example, during the play of the primary game and before
enrolling a user in  15 the secondary game, CPU 308 controls secondary
video controller 336 to display an amount '50' of credits in particular
segment 429 on background screen 408. In this example, during the play of
the nary game and before enrolling a user in the secondary game, upon
determining that the user makes a bet for the primary game that is greater
than the threshold or upon determining that the user makes a side bet for
the primary game, CPU 308 controls secondary  20 video controller 336 to
change the amount '50' of credits on that particular sed,1 lent 429 to
'150' or to a description of the prize, and controls primary video
controller 318 to display a message on primary display device 112 that the
amount is changed from '50' to '150' or is changed to a description of the
prize.       [00116]In an alternative embodiment, during play of the
secondary game, CPU 308 controls 25secondary video controllers 336 and 338
to move background image 424 from background  screen 408 to inner portion
417 of foreground screen 404 periodically or upon an occurrence of an
event, such as achieving a winning outcome of the secondary game at an end
of a spin of the wheel. CPU 308 also turns on ring-shaped light source 410
and light source 412. CPU 308 further controls secondary video controller
336 to display background image 424 on background  5 screen 408 at a first
time, controls secondary video controller 338 to display foreground image
422 on foreground screen 404 at the first time, and then controls secondary
video controller 336 to not display background image 424 on background
screen 408 at a second time consecutive to the first time. CPU 308 further
controls secondary video controller 338 to display the foreground image 422
within outer portion 420 and background image 424 within inner portion  10
417 of foreground screen 404 at the second time. Such a movement from
background screen 408 to foreground screen 404 of background image 424
makes the background image dynamic. Without the movement, background image
424 is static. 



[00117]In a further embodiment, during play of the secondary game, in
addition to moving background image 424 from background screen 408 to
foreground screen 404, CPU 308  15 controls secondary video display
controllers 336 and 338 to move the background image 424 back from inner
portion 417 of foreground screen 404 to background screen 408. For example,
after moving background image 424 from background screen 408 to foreground
screen 404, CPU 308 controls ring-shaped light source 410 to emit white
light or colored light, controls light source 412 to emit white light or
colored light, controls secondary video controller 336 to  20 display
background image 424 on background screen 408 at a third time consecutive
to the second time, and controls secondary video controller 338 to display
foreground image 422 on foreground screen 404 and not display the
background image 424 on foreground screen 404 at the third time.
[00118] Another embodiment is similar to the embodiment described above
with reference to 25Figure 4 except that background screen 408 is an LED
display device, such as an OLED display  device; foreground screen 404 is
an LCD device; and light source 412 is not Included. The LED display device
includes LEDs that emit light to display background image 424. An operation
of this embodiment is similar to the operation of the embodiment described
with reference to Figure 4. 5[00119] Yet another embodiment is similar to
the embodiment described above with reference to Figure 4 except that
foreground screen 404 is an LED display device, such as an OLED display
device; background screen 408 is an LCD device; and ring-shaped light
source 410 is not included. The LED display device includes LEDs that emit
colored light to display foreground image 422. An operation of this
embodiment is similar to the operation of this embodiment 



10described with reference to Figure 4. [00120] In a further embodiment, a
mechanical pointer instead of a video pointer 430 is used in any system
described herein. For example, the mechanical pointer is attached to
foreground screen 404 and is driven by a motor (not shown) controlled by
CPU 308 to have a circular or other motion. 15[00121] Some technical
effects of the above-described systems and methods include preventing light
emitted from ring-shaped light source 410 from illuminating inner portion
417 of foreground screen 404 and from illuminating background screen 408
(Figure 4). Light barrier 502 prevents light emitted from ring-shaped light
source 410 from reaching inner portion 417 of foreground screen 404 and
from reaching display surface 426 of background screen 408.  20 [00122]
Figure 6 illustrates a system 600 for playing a secondary game. System 600
is similar to system 400 (Figure 4) in that it includes a background screen
602, an interstitial layer 604, and a light source 608. However, system 600
does not include ring-shaped light source 410 and light barrier 502.
[001231 System 600 further includes front cover 402 of top box 104 (Figure
1), foreground 25screen 404 (Figure 4), and back cover 414 of top box 104.
Background screen 602 displays a  background image 610, which may be a
three-dimensional image, such as an image having shading to provide a
virtual depth to the image. Background image 610 may be a static or dynamic
image. For example, background image 610 may be a spinning wheel, a moving
car, or a talking Indiana JonesTM, which are examples of dynamic images. As
another example,  5 background image 610 may be a stationary bicycle or
stationary Mickey MouseTM, which are examples of static images.
Interstitial layer 604 is an example of interstitial layer 334 (Figure 3).
Background screen 602 is an example of background screen 342 (Figure 3).
[00124] Interstitial layer 604, background screen 602, and light source 608
are located inside top box 302 (Figure 3). Light source 608 may be an LED
light source or a cold cathode fluorescent  10 light (CCFL) source that
provides white or colored light. Light source 608 may or may not have the
same shape as that of background screen 602. For example, light source 608
may have a rectangular or square x-y cross-section while background screen
602 has a circular x-y cross-section. Light source 608 may or may not have
the same diameter as that of background screen 602. 



15[00125] Foreground screen 404 may have a circular shape like background
screen 602 and have the same diameter as that of background screen 602.
[00126] Interstitial layer 604 is placed between foreground screen 404 and
background screen 602. Interstitial layer 604 performs the same function
with respect to foreground and background screens 404 and 602 as that
performed by interstitial layer 406 with respect to 20foreground and
background screens 404 and 408 (Figure 4). Interstitial layer 604 may have
the same diameter and shape as that of foreground and background screens
404 and 602. [00127] CPU 308 controls secondary video controller 338 to
display foreground image 422 of the secondary game on foreground screen
404. Further, CPU 308 controls secondary video controller 336 to display
background image 610 on background screen 602. The background 25image 610
may be a wheel of a wheel-based game, a segment 614 of the wheel, a number
of  credits, a description of a prize, a compartment of a tic-tac-toe-game,
or another graphical element. Background image 610 includes at least one
graphical element, such as a wheel of a wheel-based game or an 'X' symbol
of a tic-tac-toe game. The wheel of Figure 6 includes a number of segments
614 that include a number of credits and descriptions of prizes to be  5
awarded to a user upon achieving a winning outcome of the secondary game.
As an example, a winning outcome of the secondary game is achieved when
video pointer 430 points to segment 614 after a spin of the wheel. 



[00128]During play of the secondary game, CPU 308 controls the operation of
light source 608, via a light driver (not shown). The light drivers may
include a set of transistors. CPU 308  10 causes light source 608 to turn
on, controls secondary video controller 336 (Figure 3) to display
background image 610 on background screen 602, and controls secondary video
controller 338 (Figure 3) to display the foreground image 422 on foreground
screen 404. This provides an actual 3D depth, which is perceived by a user
viewing the secondary game via opening 418 of front cover 402. The actual
3D depth is created by a physical separation between foreground 15screen
404 and background screen 602. [00129] An x-y cross-section of each of top
cover 402, foreground screen 404, interstitial layer 604, background screen
602, light source 608, and/or back cover 414 has a center that is located
on central axis 434. [00130] If video pointer 430 points to a prize at an
end of a wheel spin, for example, the prize is  20 a winning outcome
achieved for playing the secondary game In this case, in which a winning
outcome is the prize, CPU 308 controls the value output device to award a
value to a user for achieving a winning outcome on the primary game and
alerts the administrator of the gaining establishment 301 that the user has
also won the prize. CPU 308 alerts the administrator n a similar manner as
described above.  [001311 In a further embodiment, interstitial layer 604
has a different diameter than foreground screen 404 and/or background
screen 602. In an alternative embodiment, interstitial layer 604 has a
different shape than foreground screen 404 and/or background screen 602.
For example, interstitial layer 604 may have a polygonal shape and each of
foreground screen 404 and 5background screen 602 may have a circular shape.
[00132]In another embodiment, system 600 does not include interstitial
layer 604. For example, in such an embodiment, a Moire interference pattern
created by an interference between the foreground screen 404 and background
screen 602 is removed by using a stripe pixel pattern in the foreground
screen 404 or background screen 602 and by using a forty-five 10degree
diagonal pixel pattern in the remaining of the foreground screen 404 or
background 



screen 602. [00133] In yet another embodiment in which foreground screen
404 is an LCD display device and background screen 602 is an LED display
device, system 600 does not include light source 608. 15[00134] In a
further alternative embodiment, foreground screen 404 is of a different
shape than a shape background screen 602. For example, foreground screen
404 is circular in shape and background screen 602 is polygonal in shape.
As another example, background screen 602 is circular in shape and
foreground screen 404 is polygonal in shape. Alternatively, foreground
screen 404 and background screen 602 are of different shapes than that
shown in Figure 6. For 20example, each of foreground screen 404 and
background screen 602 has a polygonal shape. [00135]In an alternative
embodiment, during play of the secondary game, at certain time periods or
upon an occurrence of an event, CPU 308 controls secondary video
controllers 336 and 338 to move background image 610 from background screen
602 to inner portion 417 and/or outer portion 420 of foreground screen 404.
CPU 308, at certain time periods or upon 25the occurrence of the event,
further controls the secondary video controllers 336 and 338 to  move
foreground image 422 from outer portion 420 of foreground screen 404 to an
outer portion 612 and/or an inner portion 619 of background screen 602. CPU
308 also controls light source 608 to emit white light or colored light,
and controls secondary video controller 336 to display background image 610
on background screen 602 at a first time. CPU 308 further controls
secondary video controller 338 to display foreground image 422 on
foreground screen 404 at the first time. CPU 308 then controls secondary
video controller 336 to not display background image 610 on background
screen 602 at a second time and to rescale and display background image 610
in inner portion 417 of foreground screen 404. CPU 308 also controls
secondary video controller 338 to display the foreground image 422 on outer
portion 612 and/or 10 inner portion 619 of background screen 602 at the
second time. By performing the resealing, CPU 308 controls secondary video
controller 338 to display the background image 610 in inner portion 417 of
foreground screen 404. Such a movement from background screen 602 to
foreground screen 404 of background image 610 makes the background image
610 dynamic and the movement of foreground image 422 from foreground screen
404 to background screen 602 



15makes the foreground image 422 dynamic, Without the movement, foreground
image 422 is static.  [00136]1r, a Farther embodiment, during play of the
secondary game, in addition to moving background image 610 from background
screen 602 to inner portion 417 and/or outer portion 420 of foreground
screen 404 and moving foreground image 422 from foreground screen 404 to 20
inner portion 619 and/or outer portion 612 of background screen 602, CPU
308 controls secondary video display controllers to move the background
image 610 back from foreground screen 404 to inner portion 619 and/or outer
portion 612 background screen 602 and the foreground image 422 back from
background screen 602 to inner portion 417 and/or outer portion 420 of
foreground screen 404. For example, after moving background image 610 from
25background screen 602 to inner portion 417 and/or outer portion 420 of
foreground screen 404, 33  CPU 308 controls light source 608 to emit white
light or colored light. In this example, CPU 308 controls secondary video
controller 336 to display background image 610 on background screen 602 at
a third time, and controls secondary video controller 338 to display
foreground image 422 on inner portion 417 and/or outer portion 420 of
foreground screen 404. Further, in 5 this example, CPU 308 controls
secondary video controller 338 to not display the background image 610 on
foreground screen 404 at the third time and further to display background
image 610 on inner portion 619 and/or outer portion 612 of background
screen 602. [00137]In another embodiment, background image 602 is displayed
within inner portion 619 of background screen 602 and is not displayed
within outer portion 612 of background screen 602. 10Alternatively,
foreground image 422 is displayed within inner portion 417 of foreground
screen 404 and is not displayed within outer portion 420 of foreground
screen 404. 



[00138] Another embodiment is similar to the embodiment described above
with reference to Figure 6 except that background screen 602 is an LED
display device, such as an OLED display device, foreground screen 404 is an
LCD device, and light source 608 is not included The LED 15display device
includes LEDs that emit colored light. An operation of this embodiment is
similar to the operation of the embodiment described with reference to
Figure 6. [00139] Yet another embodiment is similar to the embodiment
described above with reference in Figure 6 except that foreground screen
404 is an LED display device, such as an OLED display device, and
background screen 602 is an LCD device. The LED display device includes
LEDs 20that emit colored light. An operation of this embodiment is similar
to the operation of this embodiment described with reference to Figure 6.
[00140] In alternative embodiments, during play of the secondary game, CPU
308 controls secondary video controller 338 to change the bonus multiplier
432 each time the video pointer 



430 passes a number of segments 614 of the wheel. For example, when pointer
430 passes  segment 614, CPU 308 controls secondary video controller 338 to
change an amount of bonus multiplier 432 from '2' to '3'. [00141]In another
embodiment, during play of the secondary game, CPU 308 controls secondary
video controller 338 to change an amount of credits within any of the
segments 614 5 at any time during the play of the secondary game. For
example, each time video pointer 430 passes the segment 614 of the wheel,
an amount of credits within the segment 614 of the wheel to which the video
pointer 430 points to a different amount than that displayed within the
same segment 614 preceding the change. [001421 Alternatively, before
enrolling a user in the secondary game, CPU 308 determines 10 whether a bet
made in the primary game is greater than the threshold or whether a side
bet is made in the primary game. Upon determining that the bet made in the
primary game is not greater than the threshold or that a side bet is not
made in the primary game, CPU 308 controls secondary video controller 338
to not change a sign, such as an amount of credits within one or more of
the segments 614, or not change the bonus multiplier 432. For example,
during the play 15 of the primary game, CPU 308 controls secondary video
controller 336 to display an amount '10' of credits in the particular
segment 614 on background screen 602. In this example, upon determining
that a user makes a bet for each event, such as a spin of reels of a slot
machine game or each round of Blackjack game, less than the threshold or
does not make a side bet for the event, CPU 308 controls secondary video
controller 336 to not change the amount '100' of 20credits on that
particular segment 614 between the start of the primary game and the start
of the secondary game. [00143]In this embodiment, on the other hand, upon
determining that the bet made in the 



primary game is greater than the threshold or that a side bet is made in
the primary game, CPU 308 controls secondary video controllers 336 to
change the sign and/or informs a user of the 25change in the sign via
primary display device 112. This change is made between the start of the
primary game and enrolling a user in the secondary game. As an example,
during play of the primary game, CPU 308 controls secondary video
controller 336 to display an amount '50' of credits in the particular
segment 614 on background screen 602. In this example, upon determining
that a user makes a bet that is greater than the threshold or upon
determining that  5 the user makes a side bet for the event, CPU 308
controls secondary video controller 336 to change the amount 'I 0' of
credits on that particular segment 614 to '150'. As yet an example, during
the play of the primary game and before enrolling a user in the secondary
game, CPU 308 controls secondary video controller 336 to display an amount
'50' of credits on particular segment 614 on background screen 602. In this
example, during the play of the primary game  10 and before enrolling a
user in the secondary game, upon determining that the user makes a bet that
is greater than the threshold or upon determining that the user makes a
side bet, CPU 308 controls secondary video controller 336 to change the
amount '50' of credits on that particular segment 614 to '150' or to a
description of the prize, and controls primary video controller 318 to
display a message on primary display device 112 that the amount is changed
from '10' to 15'150' or is changed to a description of the prize.
[00144]Figure 7 illustrates a system 700 for playing a secondary game, and
Figure 8 illustrates a light barrier 802. The system 700 is cimilar to the
system 400 of Figure 4 except that the circular-shaped components shown in
Figure 4 are replaced with tombstone-shaped components. For example, a
front cover 702 of top box 202, a foreground screen 704, a diffuser  20
706, a background screen 708, a light source 710, a light source 712, and a
back cover 714 of top box 202, each have a tombstone-shaped configuration.
Further, tombstone-shaped light source 710 may surround tombstone-shaped
background screen 708. A front surface 716, which is a surface on which a
foreground image is displayed, of foreground screen 704 is visible to the
user via an opening 718 in front cover 702.  [00145] The operation of
system 700 is similar to the operation of system 400. Moreover, any
alternate structures and methods of operations of system 700 are also
similar to the alternate structures and methods of operations of system
400. Additionally, light barrier 802 is secured to tombstone-shaped
foreground screen 704 and tombstone-shaped background screen 710 in a 



5 similar manner in which light barrier 502 is secured to foreground screen
404 and background screen 408 (Figures 4 and 5). Light barrier 802 prevents
light emitted from tombstone-shaped light source 710 from reaching an inner
portion of tombstone-shaped foreground screen 704 and from reaching a
display surface of tombstone-shaped background screen 708. [00146] Figure 9
shows an illustrative system 900 for playing a secondary game. The system
10 900 is similar to the system 600 of Figure 6 except that the
circular-shaped components of system 600 of Figure 6 are replaced with
tombstone-shaped components For example, a tombstone-shaped front cover 702
of top box 202 (Figure 2), a foreground screen 704, a diffuser 902, a
background screen 904, a light source 906, and back cover 714 of top box
202 (Figure 2), each have a tombstone-shaped configuration. 15[00147] The
operation of system 900 of Figure 9 is similar to the operation of system
600. Moreover,any alternate structures and operations of this embodiment of
system 900 of Figure 9 are also similar to the structures and opera,.ons of
the alternate embodiments of the embodiment of system 600 of Figure 6.
[00148]A circular display panel 1002 is used to fabricate an LCD panel, an
LED panel, or an 20OLED panel, is shown in Figure 10 Each of the foreground
and background screens 404, 408, and 602 (Figures 4, 5, and 6) may comprise
a circular display panel 1002. [00149] Circular display panel 1002 includes
a plurality of pixels 1004 that are not adjacent to a circumference 1011 of
circular display panel 1002 and a plurality of pixels 1006 that are
adjacent to the circumference 1011. Each pixel 1004 and 1006 includes a red
sub-pixel, a blue 25sub-pixel, and a green sub-pixel. Each pixel has a
polygonal shape, such as that of a hexagon, 



an octagon, a square, or a rectangle. Pixels 1006 have a smaller x-y
cross-sectional area than that of pixels 1004. Circular display panel 1002
that includes a thin film transistor substrate and a color filler substrate
is used to form an LCD panel after inserting a liquid crystal material
between the two substrates. As such, each pixel 1004 and 1006 of circular
display panel 1002 5includes a thin film transistor and a red, green, and
blue color filter. [00150] If circular display panel 1002 is an LED display
panel, such as an OLED display panel, each pixel 1004 and 1006 emits
colored light. For example, a first pixel of circular display panel 1002
emits red light; a second pixel of circular display panel 1002, adjacent to
the first pixel, emits a blue light; and a third pixel of circular display
panel 1002, adjacent to the second 10pixel emits, a green light. [00151] A
circular display panel 1002 may be fabricated from a pair of substrates
1008. The pair of substrates 1008 has a top surface 1013 and a bottom
surface (not shown). The circular display panel is formed by cutting along
a circumference 1011 of a circle 1010 of the pair of substrates. Before or
during a time pair of substrates 1008 is cut, the circular display panel
1002  15 does not include a liquid crystal display material between the two
substrates. Rather, a liquid crystal material is inserted between the thin
film transistor substrate and the color filter substrate after cutting pair
of substrates 1008 to form each of the foreground and background Scl CCU
404, 408, and 602 (Figures 4, 5, and 6). [00152] In another embodiment,
pair of substrates 1008 is cut along a plurality of straight lines  20 1012
to form circular display panel 1002. The plurality of straight lines 1012
defines the boundaries of circular display panel 1002. Each straight line
1012 intersects a portion of a circumference 1011 of circle 1010.
[00153] In another embodiment, pixels 1006 may be of the same size as
pixels 1004. A mask, such as top cover 402, is placed over the pixel array
fonned by pixels 1004 and 1006 to create 25the circular display panel.  



[00154] In an alternative embodiment, each pixel 1004 and 1006 includes a
red sub-pixel, a green sub-pixel, a blue sub-pixel, and a yellow sub-pixel
and a red filter, a green filter, a blue filter, and a yellow color filter.
[00155] Figure 11 is a front view of a tombstone-shaped display panel 1102
that s used to  5 fabricate an LCD panel, an LED panel, or an OLED panel.
Tombstone-shaped display panel 1102 may be used to fabricate each of
foreground screen 704 and background screens 708 and 904 (Figures 7 and 9)
after inserting a liquid crystal display material between thin film
transistor and color filter substrates of the tombstone-shaped display
panel 1102. Tombstone-shaped display panel 1102 includes a plurality of
pixels 1104 that are located within straight portion  10 212. Pixels 1104
may be more or less square. Tombstone-shaped display panel 1102 further
includes a plurality of pixels 1106 located within partially curved portion
210. Pixels 1106 may be semi-circular or semi-oval in shape and have at
least one straight side. [00156] Pixels 1106 are located adjacent to the
perimeter of partially curved portion 210 and have a smaller x-y
cross-sectional area than the remaining pixels 1106 of partially curved  15
portion 210 and pixels 1104 of straight portion 212. The remaining pixels
of partially curved portion 210 have the same x-y cross-sectional area as
pixels 1104 of straight portion 212. Tombstone shaped display panel 1102
that includes a tH  film transistor substrate and a color filter substrate
may be used to fabricate an LCD panel, after inserting a liquid crystal
material between the two substrates. As such, each pixel 1104 and 1106 of
tombstone-shaped display 20panel 1102 includes a thin film transistor and a
red, green, and blue color filter. [00157] If tombstone-shaped display
panel 1102 is an LED display panel, which may be an OLED display panel.
Each pixel 1104 and 1106 of the tombstone-shaped panel emits red, blue, or
green light.       [00158] Tombstone-shaped display panel 1102 may also be
formed from a pair of substrates 251108 having a top surface 1112 and a
bottom surface (not shown). The tombstone-shaped panel  



is formed by cutting the substrates along a dashed line 1110. Before or
during a time pair of substrates 1108 is cut, the tombstone-shaped display
panel 1102 does not include a liquid crystal display material between the
two substrates. Rather, a liquid crystal material is inserted between the
thin film transistor substrate and the color filter substrate after cutting
pair of 5substrates 1108 to form each of the foreground screen 704 and
background screens 708 and 904 (Figures? and 9). [00159] In another
embodiment, tombstone-shaped display panel 1102 is fabricated by cutting
substrates 1108 along lines 1012, 1113 and 1114.    (00160] In yet another
embodiment, all pixels 1106 have the same size and shape, and a
10tombstone-shaped display panel is formed by masking pixels 1104 and 1106
with tombstone- shaped front cover 702. [00161]Figure 12 shows an exemplary
cutting system 1200 used to form circular display panel 1002 from a pair of
substrates 1008 (Figure 10). Cutting system 1200 includes a first motor
(not shown), a table 1202, and a cutting apparatus 1204. The table 1202
supports pair of substrates 151008. The cutting apparatus 1204 may be
attached via columns (not shown) to table 1202. Cutting apparatus 1204
includes a circular channel 1206, a top portion 1208, and a cutting tool
1210. 



[00162] Cutting tool 1210, which is operated by the first motor, is movably
fixed to circular channel 1206 to be moved in a circular motion along
circular channel 1206. Cutting tool 1210 20includes a mount 1214 that has a
vertical channel 1216 in which a laser source 12 18 is mounted. Laser
source 1218 may include a laser oscillator (not shown) and a torch (not
shown). [00163] Laser source 1218 generates and condenses an ultraviolet
laser beam. Cutting tool 1210 also includes a displacement sensor 1220 that
measures the distance between top surface 1013 (Figure 10) of pair of
substrates 1008 and the torch. Sensor 1220 may be a photosensor, such as
an LED sensor or an ultrasonic sensor. The torch is moved up and down along
vertical channel 1216 by a second motor (not shown). [00164]The pair of
substrates 1.008 is placed on table 1202 by a carrier robot and the
combination is fixed to the table 1202 by a set of support pins (not shown)
or by a multitude of  5 vacuum holes formed at table 1202. Based on a
signal generated by displacement sensor 1220, the position of the torch
within vertical channel 1216 can be changed as appropriate when cutting the
substrates. [00165] The laser beam that is guided to a predetermined
location, such as at circle 1010 along circumference 1011 of the pair of
substrates. While applying the laser beam to the 



10 predetermined location, the first motor moves within circular channel
1206 to complete at least one pass around circular channel 1206. As a
result, the circular display panel 1002 is fabricated by cutting pair of
substrates 1008 (Figure 10). [00166]Figure 13 shows an illustrative cutting
system 1300 used to cut tombstone-shaped display panel 1102 from pair of
substrates 1108 (Figure 11). Cutting system 1300 is similar to 15cutting
system 1200 except that it includes a tombstone-shaped cutting apparatus
1302 having a tombstone-shaped top portion 1304 and channel 1305. As such,
cutting tool 1210 is movably fixed to tombstone-shaped channel 1305 to be
moved along tombstone-shaped channel 1 [00167] A rectangular display panel
1402, such as an LCD panel, an LED panel or an OLED panel, is shown in
Figure 14. Each of the foreground and background screens 404, 408, 602,
20704, 708, and 904 (Figures 4, 5, 6, 7, and 9) may include a rectangular
display panel 1402. [00168] Rectangular display panel 1402 includes pixels
1004. Rectangular display panel 1402 that includes a thin film transistor
substrate and a color filter substrate is used to fonn an LCD panel after
inserting a liquid crystal material between the two substrates. If
rectangular display panel 1402 is an LED display panel, such as an OLLD
display panel, each pixel 1004 emits red, 25blue, and green light.
[00169]A rectangular display panel 1402 may be fabricated from a pair of
substrates 1408 (only the top substrate is shown). The pair of substrates
1408 has a top surface 1413 and a bottom surface (not shown). Moreover, the
pair of substrates 1408 has a back portion 1416 and a front portion 1418.
Back portion 1416 that includes a color filter substrate and a thin film
transistor  5 substrate is used to form an LCD panel after inserting a
liquid crystal material between the two substrates. The front portion 1418
includes silicon and does not include a color filter substrate, a thin film
transistor substrate, or a liquid crystal material. The rectangular display
panel is formed by cutting along sides 1420 and 1422 of both rectangular
display panel 1402 and an extended portion 1424. Extended portion 1424
extends from rectangular display panel 1402. 



10Cutting is illustrated by dotted lines shown in Figure 14. [00170]Before
or during a time pair of substrates 1408 are cut, the rectangular display
panel 1402 does not include a liquid crystal display material between the
two substrates. Rather, a liquid crystal material is inserted between the
thin Film transistor substrate and the color filter substrate of back
portion 1416 after cutting pair of substrates 1408. A flexible cable (not
15 shown) is overlaid on or affixed to extended portion 1424 to connect the
thin film transistor substrate of back portion 1416 to a circuit board (not
shown). The circuit board includes a plurality of drivers to drive the
transistors of the thin film transistor substrate of the top portion.
[00171]Front cover 402 (Figure 4) is placed in front of back portion 1416
so that an area of opening 418 (Figure 4) of the front cover does not
extend outside an area of a front face 1426 of  20 back portion 1416. For
example, front cover 402 is placed in front of back portion 1416 so that
extended portion 1424 is not visible to a player standing in front of the
front cover 402. In this case, rectangular display panel 1402 appears to a
player to be of the same shape as that of opening 418, which is circular.
[00172] The rectangular display panels 1402 are enclosed between front
cover 402 and back 25cover 414 (Figure 4). Each such rectangular display
panel 1402 enclosed in top box 302 formed  by the front and back covers 402
and 414 may be of a different size than the other rectangular display panel
1402 also enclosed in the same enclosure. [00173] In an alternative
embodiment, front cover 402 (Figure 4) is placed in front of back portion
1416 so that an area of opening 418 (Figure 4) of the front cover may
extend outside an  5 area of a front face 1426 of back portion 1416. In
another alternative embodiment, a square display panel is used instead of
rectangular display panel 1402. [00174] In yet another alternative
embodiment, front cover 702 (Figure 7) is placed in front of back portion
1416 so that an area of opening 718 (Figure 7) of the front cover does not
extend outside an area of front face 1426 of back portion 1416. For
example, front cover 702 is placed 



10 in front of back portion 1416 so that extended portion 1424 is not
visible to a player standing in front of the front cover 702. In this case,
rectangular display panel 1402 appears to a player to be of the same shape
as that of opening 718, which is tombstone-shaped. The rectangular display
panels 1402 are enclosed between front cover 702 and back cover 714 (Figure
7). Each such rectangular display panel 1402 enclosed in top box 302 formed
by the front and back  15 covers 702 and 714 may be of a different size
than the other rectangular display panel 1402 also enclosed in the same
enclosure. [001 75] Figure 15 ohnuuc an illustrative cutting system 1500
used to cut rectangular display panel 1402 and extended portion 1424 from
pair of substrates 1408 (Figure 14). Cutting system 1500 is similar to
cutting system 1200 except that it includes a rectangular-shaped cutting
20 apparatus 1502 having a top portion 1504 and rectangular-shaped channel
1505. As such, cutting tool 1210 is movably fixed to rectangular-shaped
channel 1505 to be moved along rectangular-shaped channel 1505.    [00176]
Figure 16 is a block diagram of an embodiment of a system 1600 for
operating a pixel array 1602. Pixel array 1602 forms part of a display
screen 1604. System 1600 includes a 25secondary video controller 1612, such
as secondary video controller 336 (Figure 3) or secondary  video controller
338 (Figure 3). Secondary video controller 1612 is secondary video
controller 338 (Figure 3) if screen 1604 is foreground screen 342 (Figure
3), and secondary video controller 1612 is secondary video controller 336
(Figure 3) if screen 1604 is background screen 344 (Figure 3). 5[00177]
Screen 1604 includes a video display interface 1606, a row driver 1608,
pixel array 1602, and a column driver 1610. Each of circular display panel
1002 (Figure 10), tombstone-shaped display panel 1102 (Figure 11), and
rectangular-shaped display panel 1402 is used to fabricate pixel array 1602
and does not include a liquid crystal material. Pixel array 1602 is
fabricated from rectangular-shaped display panel 1402 after insertion of
liquid crystal material 10between the color filter and thin film transistor
substrates of back portion 1416. [00178] Row driver 1608 is a gate driver
and column driver 1610 is a source driver. Row driver 1608 is connected to
pixel array 1602 via a plurality of row lines 1618 and column driver 1610
is connected to pixel array 1602 via a plurality of column lines 1620. For
example, each pixel of pixel array 1602 is connected to row driver 1608 via
a row line 1618, and each pixel is 



15 connected to column driver 1610 via a column line 1620. Secondary video
controller 1612 includes a secondary video processor 1614 and a memory
device 1616, such as a RAM or a combination of a RAM and a ROM. Secondary
video processor 1614 interfaces with row driver 1608 and column driver 1610
via video display interface 1606. [00179]During execution of the secondary
game code by CPU 308, secondary video processor  20 1614 receives a set of
signals from CPU 308 and generates a set of video signals, which represent
a set of frames displayed on pixel array 1602. For example, during
execution of the secondary game code, secondary video processor 1614
receives a set of instructions to generate foreground image 422 (Figure 4)
on pixel array 1602 and processes the set of instructions to generate a set
of video signals representing the foreground image 422. As another example,
25during execution of the secondary game code, secondary video processor
1614 receives an  instruction to generate a background image, such as
background image 426 (Figure 4) or background image 610 (Figure 6), and
processes the instruction to generate a set of video signals representing
the background image. The set of video signals may be formatted by
secondary video processor 1614 in a red, green, blue (RUB) format or any
other format.  5 [00180] Video display interface 1606 receives the set of
video signals from secondary video processor 1614. If the set of video
signals is received over a serial communication channel from secondary
video processor 1614, video display interface 1606 includes a deserializer
that deserializes the video signals of the set. Video display interface
1606 recovers red, green and blue pixel data encoded in the set of video
signals and sends the pixel data to the source driver.  10 Video display
interface 1606 further includes a timing signal generator (not shown),
which may be a clock oscillator, that generates a pixel clock signal and
other timing control signals, such as a pixel clock enable signal. The
timing signal generator supplies the pixel clock signal to the gate driver.
[00181] Based on the pixel data, a source driver supplies an amount of
current to a source of a  15 transistor, such as a thin film transistor, of
each pixel of pixel array 1602. The current may be stored in a capacitor
(not shown) of each pixel of pixel array 1602. Each pixel 1004, 1006
(Figurc-a 10 and 14), 1104 (Figure 11), and 1106 (Figure 11) is an example
of a pixel of pixel array 1602. Based on the pixel clock, the gate driver
supplies a pulse to a gate of a transistor, such as a thin film transistor,
of each pixel a row of pixel array 1602 and the transistor is gated 20on
upon receiving the pulse. 



[00182]If pixel array 1602 is included within an LCD display device, during
a time a transistor, such as a thin film transistor, of a pixel of pixel
array 1602 is gated on, an amount of current received by the transistor
from row driver 1608 via row line 1618 deteimines an amount of voltage
stored in a capacitor of the pixel and the amount of voltage determines an
amount of 25twist of liquid crystal between the thin film transistor
substrate and the color filter substrate of  that pixel. For example, as
the amount of voltage stored in a capacitor of a pixel of pixel array 1602
increases, an amount of twist of liquid crystal of the pixel changes to
allow more light from light source 412 (Figure 4), light source 608 (Figure
6), or ring-shaped light source 410 (Figure 4) to pass through the pixel.
As another example, as the amount of voltage stored in a  5 capacitor of a
pixel of pixel array 1602 decreases, an amount of twist of liquid crystal
of the pixel changes to allow less light from light source 412 (Figure 4),
light source 608 (Figure 6), or ring-shaped light source 410 to pass
through the pixel. [00183] If pixel array 1602 is an LED pixel array 1602,
such as an OLED pixel array, during a time that a transistor of a pixel of
pixel array 1602 is gated on, an amount of current received by  10 the
transistor from row driver 1608 via row line 1618 determines an amount of
voltage stored in a capacitor of the pixel and the amount of voltage
determines an intensity of light emitted by an LED of the pixel. For
example, as an amount of voltage stored in a capacitor of a pixel of pixel
array 1602 increases, the intensity of light emitted by an LED of the pixel
increases. As another example, as an amount of voltage stored in a
capacitor of a pixel of pixel array 1602 decreases, 15the intensity of
light emitted by an LED of the pixel decreases. [00184] Advantages of the
systems and methods, described above include improving play of a
wheel-based bonus game on a gaming machine. The play of the wheel-based
bonus game is improved by increasing player interest and excitement while
playing the bonus game. For example, a player who plays the wheel-based
bonus game represented by a multilayer display,  20 such as secondary
display device 130 or 206, will more likely to be excited to play the game
than a player who plays a bonus game represented by a single layer display
(Figures 1 and 2). For example, movement of the foreground image between
the foreground and background screens, or movement of the wheel between the
background and foreground screens keeps a player interested in playing the
bonus game.  



[00185] Figure 17 is a front view of an embodiment of a system 1700 located
within gaming establishment 301. System 1700 includes a plurality of gaming
machines 100 (Figure 1). Gaming machine 200 (Figure 2) may also be used in
this system. As shown, a bottom gap 1702 is formed between top boxes 104 of
gaming machines 100 as a result of the circular shape of  5 each top box
104. A top gap 1704 is also created between top boxes 104 of gaining
machines 100. Top gap 1704 and/or bottom gap 1702 allow security personnel
of gaming establishment 301 to observe an attempted theft or other
unauthorized activity via the gaps 1702 and/or 1704. A thief may be
attempting to steal property, such as cash, gaming chips, electronic
equipment, or other valuables, from gaming establishment 301.
10[00186]Further, people within gaming establishment 301 are able to view a
designation such as an 'Exit' sign, within the gaming establishment via
gaps 1702 and/or 1704 during an emergency situation, for instance, a fire
spreading within the gaining establishment or other calamity. [00187] The
fact that secondary display device 130 has the same or similar shape as
that of top box 104 facilitates the formation of gaps 1702 and 1704. As
noted, this improves both security 15and safety within gaming establishment
301 by improving visibility. [00188]Additionally, when gaming machine 200
(Figure 2) having tombstone-shaped top box 202 is placed side-by-side to
another gaming machine 200 (Figure 2), a top nap, similar to top gap 1704,
and bottom gap, similar to bottom gap 1704, are formed between the gaming
machines 200. As discussed, this arrangement improves both security and
safety within gaming 20establishment 301. [00189] It is noted that in
further embodiments, gaming machines 100/200 described herein may be used
to play a game for fun rather than for an expectation of value from the
gaming machine. For example, the gaming machines described herein may not
facilitate a reception of an input of value from a user or to output value
to the user.  [00190] It should be appreciated that gaining machine 100/200
as disclosed herein may be a device that has obtained approval from a
regulatory gaming commission. Gaming machine 100/200 is implemented with
special features and/or additional circuitry that differentiates gaming
machine 100/200 from general-purpose computers (e.g., desktop personal
computer  5 (PC) and laptops). Gaming machine 100/200 is regulated to
ensure fairness and, in many cases, gaining machine 100/200 is operable to
dispense monetary awards of multiple millions of dollars. Therefore, to
satisfy security and regulatory requirements in gaming establishment 301,
hardware and software architectures may be implemented in gaming machine
100/200 that differ from those of general-purpose computers. A description
of gaming machine 100/200 



10 relative to general-purpose computing machines and some examples of the
additional (or different) components and features found in gaming machine
100/200 are described below. [00191]At first glance, one might think that
adapting PC technologies to the gaining industry would be a simple
proposition because both PCs and gaming machine 100/200 employ
microprocessors that control a variety of devices. However, because of such
reasons as 1) the  15 regulatory requirements that are placed upon gaining
machine 100/200, 2) the harsh environment in which gaming machine 100/200
operates, 3) security requirements and 4) fault tolerance requirements,
adapting PC technologies to g  riling machine 100/200 can be quite
difficult. Further, techniques and methods for solving a problem in the PC
industry, such as device compatibility and connectivity issues, might not
be adequate in the gaming environment.  20 For instance, a fault or a
weakness tolerated in a PC, such as security holes in software or frequent
crashes, may not be tolerated in a gaming machine because in the gaming
machine these faults can lead to a direct loss of funds from gaming
machine, such as stolen cash or loss of revenue when gaming machine is not
operating properly.       [00192] For the purposes of illustration, a few
differences between PC systems and ganming 25machine 100/200 will be
described. A first difference between a gaming machine and common  PC based
computers systems is that a gaining machine is designed to be a state-based
system. The state-based system stores and maintains its current state in a
non-volatile memory, such that, in the event of a power failure or other
malfunction of the gaining machine will return to its current state when
the power is restored. For nstance, if a user was shown an award for a game
5 of chance or game of skill and, before the award could be provided to the
user the power failed, the gaming machine, upon the restoration of power,
would return to the state where the award is indicated. As anyone who has
used a PC, knows, PCs are not state machines and a majority of data is
usually lost when a malfunction occurs. This requirement affects the
software and hardware design on gaming machines. 10[00193]A second
important difference between gaming machine 100/200 and common PC based
computer systems is that for regulation purposes, the software on gaming
machine used to generate a game of chance or game of skill and operate the
gaming machine has been designed to be static and monolithic to prevent
cheating by a user of the gaming machine. For instance, one solution that
has been employed in the gaming industry to prevent cheating and satisfy
15 regulatory requirements has been to manufacture gaming machines that can
use CPU 308 running instructions to generate a game of chance or game of
skill, such as the primary game or the secondary game, from an EPROM or
other form of non-volatile memory. The coding instructions on an EPROM of a
gaining machine are static (non-changeable) and are approved by a gaming
regulator in a particular jurisdiction and installed in the presence of a
person  20 representing the gaming jurisdiction. Any changes to any part of
the software used to generate a game of chance or game of skill, such as
adding a new device driver used by CPU 308 to operate a device during
generation of a game of chance or game of skill can require a new EPROM to
be burnt, approved by the gaming jurisdiction and reinstalled on gaming
machine in the presence of a gaining regulator. Regardless of whether an
EPROM solution is used in the 



25gaming machine, to gain approval in most gaining jurisdictions, the
gaming machine must  demonstrate sufficient safeguards that prevent a user
of the gaining machine from manipulating hardware and software in a manner
that gives the user an unfair and some cases an illegal advantage. The
gaming machine has a means to determine if the code it will execute is
valid. If the code is not valid, gaining machine has means to prevent the
code from being executed. The  5 code validation requirements in the gaming
industry affect both hardware and software designs on gaming machines.
[00194] A third important difference between gaming machine 100/200 and
common PC based computer systems is the number and kinds of peripheral
devices used on a gaming machine are not as great as on PC based computer
systems. In the gaming industry, a gaming machine has  10 been relatively
simple in the sense that the number of peripheral devices and the number of
functions has been limited. Further, in operation, the functionality of a
gaming machine is relatively constant once it is deployed, i.e., new
peripherals devices and new gaming software were infrequently added to a
gaming machine. This differs from a PC where a user will go out and buy
different combinations of devices and software from different manufacturers
and  15 connect them to a PC to suit their needs depending on a desired
application. Therefore, the types of devices connected to a PC may vary
greatly from person to person depending on their individual requirement-
and may vary significantly over time. [00195] Although the variety of
devices available for a PC may be greater than on gaming machine 100/200, a
gaming machine still has unique device requirements that differ from a PC,
20 such as device security requirements not usually addressed by PCs. For
instance, monetary devices, such as coin dispensers, bill or ticket
validator 120 and ticket printer 136, that are used to govern the input and
output of cash to gaming machine 100/200 have security requirements that
are not typically addressed in PCs. Therefore, many PC techniques and
methods developed to facilitate device connectivity and device
compatibility do not address the emphasis placed on 



25security in the gaining industry.  [00196]To address some of the issues
described above, a number of hardware/software components and architectures
are utilized in gaming machine 100/200 that are not typically found in
general purpose computing devices, such as PCs. These hardware/software
components and architectures, as described below in more detail, include
but are not limited to 5watchdog timers, voltage monitoring systems,
state-based software architecture and supporting hardware, specialized
communication interfaces, security monitoring and trusted memory. [00197]
For example, a watchdog timer is normally used in gaming machine 100/200 to
provide a software failure detection mechanism. In a normally operating
system, the operating software periodically accesses control registers in
the watchdog timer subsystem to "re-trigger" the  10 watchdog. Should the
operating software fail to access the control registers within a preset
timeframe, the watchdog timer will timeout and generate a system reset.
Typical watchdog timer circuits include a loadable timeout counter register
to enable the operating software to set the timeout interval within a
certain range of time. A differentiating feature of some preferred circuits
is that the operating software cannot completely disable the function of
the watchdog 15timer. In other words, the watchdog timer always functions
from the time power is applied to the board. 110019810aming machine 100/700
preferably uses several power supply voltages to operate portions of
circuitry of gaming machine 100/200. These can be generated in a central
power supply or locally on a processor board of a gaming machine. If any of
these voltages falls out of  20 the tolerance limits of the circuitry they
power, unpredictable operation of the computer may result. Though most
modem general-purpose computers include voltage monitoring circuitry, these
types of circuits only report voltage status to the operating software. Out
of tolerance voltages can cause software malfunction, creating a potential
uncontrolled condition in the gaming computer. A gaming machine typically
has power supplies with tighter voltage margins 



25than that required by the operating circuitry. In addition, the voltage
monitoring circuitry  implemented in gaming machine 100/200 typically has
two thresholds of control. The first threshold generates a software event
that can be detected by the operating software and an en-or condition
generated. This threshold is triggered when a power supply voltage falls
out of the tolerance range of the power supply, but is still within the
operating range of the circuitry. The second threshold is set when a power
supply voltage falls out of the operating tolerance of the circuitry. In
this case, the circuitry generates a reset, halting operation of the gaming
machine. [00199] The standard method of operation for gaining machine
software, such as the primary or secondary game code, is to use a state
machine. Different functions of the game (bet, play, result, points in the
graphical presentation, etc.) may be defined as a state. When a game, such
10 as the primary game or the secondary game, moves from one state to
another, critical data regarding the game is stored in a custom
non-volatile memory subsystem. This is critical to ensure a user's wager
and credits are preserved and to minimize potential disputes in the event
of a malfunction on the gaming machine. [00200] In general, gaming machine
100/200 does not advance from a first state to a second 15 state until
critical information that enables the first state to be reconstructed is
stored. This feature enables the game to recover operation to the current
state of play in the event of a malfunction, loss of power, etc. that
occurred just prior to the malfunction. After the state of the gaming
machine is restored during the play of a game of chance or game of skill,
game play may resume and the game may be completed in a manner that is no
different than if the 20 malfunction had not occurred. Typically, battery
backed RAM devices are used to preserve this critical data although other
types of non-volatile memory devices may be employed. These memory devices
are not used in typical general-purpose computers.    [00201] As described
in the preceding paragraph, when a malfunction occurs during a game of
chance or game of skill, gaining machine 100/200 may be restored to a state
in the game of 25chance just prior to when the malfunction occurred. The
restored state may include metering  information and graphical information
that was displayed on the gaming machine in the state prior to the
malfunction. For example, when the malfunction occurs during the play of a
card game after the cards have been dealt, the gaming machine may be
restored with the cards that were previously displayed as part of the card
game. As another example, a bonus game may be  5 triggered during the play
of a game of chance or game of skill where a user is required to make a
number of selections on a video display screen, such as primary display
device 112 (Figure I) or secondary display device 340 (Figure 3). When a
malfunction has occurred after the player has made one or more selections,
the gaming machine may be restored to a state that shows the graphical
presentation at the just prior to the malfunction including an indication
of selections  10 that have already been made by a user. In general, a
gaming machine may be restored to any state in a plurality of states that
occur in a game of chance or game of skill that occurs while a game of
chance or game of skill is played or to states that occur between the play
of the game of chance or game of skill. 



[00202] Caine history information regarding previous games played such as
an amount wagered,  15 the outcome of a game and so forth may also be
stored in a non-volatile memory device of gaming machine 100/200. The
information stored in the non-volatile memory may be detailed enough to
reconstruct a portion of the graphical presentation that was previously
presented on a gaining machine and the state of the gaming machine (e.g.,
credits) at the time a game of chance or game of skill was played. The game
history information may be utilized in the event of a  20 dispute. For
example, a user may decide that in a previous game of chance or game of
skill that they did not receive credit for an award that they believed they
won. The game history information may be used to reconstruct the state of
the gaming machine prior, during and/or after the disputed game to
demonstrate whether the player was correct or not in their assertion.
Further details of a state based gaining system, recovery from malfunctions
and game history 25are described in U.S. Patent No. 6,804,763, titled "High
Performance Battery Backed RAM  Interface", U.S. Patent No. 6,863,608,
titled "Frame Capture of Actual Game Play," U.S. Patent No. 7,111,141,
titled, "Dynamic NV-RAM," and U.S. Patent No 7,384,339, titled, "Frame
Capture of Actual Game Play," each of which is incorporated by reference
herein in its entirety and for all purposes. 5[002033 In particular
embodiments, a state of gaming machine 100/200 may be reconstructed from
game history information stored in multiple locations. For instance, in one
embodiment, a gaming machine operable to provide an externally-controlled
interface (ECI) and a game interface simultaneously may not store state
information for the ECI but only for the game interface. Thus, to
reconstruct the state of the gaming machine including the EC1 in a dispute,
10 after a malfunction or after a power-failure, game history information
may have to be retrieved from a local memory source on the gaming machine
and a remote memory source located on a remote host, such as a server
connected to the gaming machine via network 328, that provides the Ed. For
example, the remote memory source and the gaining machine may store
correlation information, such as timing information or referential
information, that allows events  15 on the gaming machine to be correlated
to events occurring on the remote host. The correlation information stored
at the gaming machine and/or remote host may be used to synchronize the
reconstruction of a game state on the gamma machine. In a particular
embodiment, the remote host that provides ECI services to a gaming machine
may provide an ECI that allows archival information regarding ECIs
displayed on a gaming device to be retrieved 20[00204] Another feature of
gaming machine 100/200 is that gaming machine 100/200 often includes unique
interfaces, including serial interfaces, to connect to specific subsystems
internal and external to gaining machine. The serial devices may have
electrical interface requirements that differ from the "standard"
Electronic Industries Association (E1A) 232 serial interfaces provided by
general-purpose computers. These interfaces may include ETA 485, EIA 422,
Fiber 



25Optic Serial, optically coupled serial interfaces, current loop style
serial interfaces, etc In  addition, to conserve serial interfaces
internally in a gaming machine, serial devices may be connected in a
shared, daisy-chain fashion where multiple peripheral devices are connected
to a single serial channel. [00205]The serial interfaces may be used to
transmit infonnation using communication  5 protocols that are unique to
the gaming industry. For example, International Game Technology (IGT)
corporation's Netplex is a proprietary communication protocol used for
serial communication between gaming devices. As another example, Slot
Accounting System (SAS) is a communication protocol used to transmit
information, such as metering information, from gaming machine 100/200 to
the remote device. Often SAS is used in conjunction with a player
10tracking system. [00206] Gaming machine 100/200 may alternatively be
treated as a peripheral device to a casino communication controller and
connected in a shared daisy chain fashion to a single serial interface. In
both cases, the peripheral devices are preferably assigned device
addresses. If so, the serial controller circuitry implements a method to
generate or detect unique device 15addresses. General-purpose computer
serial ports are not able to do this. [00207] Security monitoring circuits
detect intrusion into gaming machine 100/200 by mailitor a cercritv
switches attached to access doors, such as main door 106, in gaming machine
100/200. Preferably, access violations result in suspension of game play
and can trigger additional security operations to preserve the current
state of game play. These circuits  20 also function when power is off by
use of a battery backup. In power-off operation, these circuits continue to
monitor the access doors of the gaming machine. When power is restored, the
gaming machine can deteimnine whether any security violations occurred
while power was off, e.g., via software for reading status registers. This
can trigger event log entries and further data authentication operations by
the gaining machine software.  [00208] Trusted memory devices and/or
trusted memory sources are preferably included in gaining machine 100/200
to ensure the authenticity of the software that may be stored on less
secure memory subsystems, such as mass storage devices. Trusted memory
devices and controlling circuitry are typically designed to not enable
modification of the code and data 



5 stored in the memory device while the memory device is installed in the
gaming machine. The code and data stored in these devices may include
authentication algorithms, random number generators, authentication keys,
operating system kernels, etc. The purpose of these trusted memory devices
is to provide gaming regulatory authorities a root trusted authority within
a gaming machine that can be tracked and verified as original. This may be
accomplished via  10 removal of the trusted memory device from the gaming
machine and verification of the secure memory device contents in a separate
third party verification device. Once the trusted memory device is verified
as authentic, and based on the approval of the verification algorithms
included in the trusted device, the gaming machine is enabled to verify the
authenticity of additional code and data that may be located in the gaming
computer assembly, such as code and data stored on  15 hard disk drives. A
few details related to trusted memory devices that may be used in the
present systems and methods are described in U.S. Patent No. 6,685,567 from
U.S. patent application no. 09/925,098, filed August 8, 2001 and titled
"Process Verification." which is herein incorporated by reference in its
entirety and for all purposes. [00209] In at least one embodiment, at least
a portion of the trusted memory devices/sources  20 may correspond to
memory which cannot easily be altered (e.g., "unalterable memory") such as,
for example, EPROMS, PROMS, Bios, Extended Bios, and/or other memory
sources which are able to be configured, verified, and/or authenticated
(e.g., for authenticity) in a secure and controlled manner.
[002101According to a specific implementation, when a trusted information
source is in 25communication with a remote device via a network, the remote
device may employ a  verification scheme to verify the identity of the
trusted information source. For example, the trusted information source and
the remote device may exchange information using public and private
encryption keys to verify each other's identities. In another embodiment,
the remote device and the trusted information source may engage in methods
using zero knowledge proofs 5to authenticate each of their respective
identities. [00211] Gaining machine 100/200 storing trusted information may
utilize apparatus or methods to detect and prevent tampering. For instance,
trusted information stored in a trusted memory device may be encrypted to
prevent its misuse. In addition, the trusted memory device may be secured
behind a locked door, Further, one or more sensors may be coupled to the
memory  10 device to detect tampering with the memory device and provide
some record of the tampering. In yet another example, the memory device
storing trusted information might be designed to detect tampering attempts
and clear or erase itself when an attempt at tampering has been detected. 



[00212] Additional details relating to trusted memory devices/sources are
described in US  15 Patent No. 7,515,718, entitled "Secured Virtual Network
in a Gaming Environment", naming Nguyen et al. as inventors, filed on March
10, 2005, herein incorporated by reference in its entirety and for all
purposes. [00213] Mass storage devices used in a general purpose computer
typically enable code and data to be read from and written to the mass
storage device. In gaming machine 100/200,  20 modification of the gaming
code stored on a mass storage device is strictly controlled and would only
be enabled under specific maintenance type events with electronic and
physical enablers required. Though this level of security could be provided
by software, gaming machines that include mass storage devices preferably
include hardware level mass storage data protection circuitry that operates
at the circuit level to monitor attempts to modify data on the mass storage
25device and will generate both software and hardware error triggers should
a data modification  be attempted without the proper electronic and
physical enablers being present. Details using a mass storage device that
may be used with the present invention are described, for example, in U.S.
Patent No. 6,149,522, herein incorporated by reference in its entirety for
all purposes. [00214] Although the foregoing systems and methods have been
described in detail by way of  5 illustration and example for purposes of
clarity and understanding, it will be recognized that the above described
systems and methods may be embodied in numerous other specific variations
and embodiments without departing from the spirit or essential
characteristics of the systems and methods. Certain changes and
modifications may be practiced, and it is understood that the systems and
methods are not to be limited by the foregoing details, but rather is to be
defined by 10the scope of the appended claims.  



.MCSLLP CLAIMS What is claimed is: I. A gaming machine comprising: an input
device configured to receive an input from a user; 5a first display device
configured to display a primary game upon receiving the input;    a second
display device including a multilayer display configured to display a
secondary game, wherein said multilayer display includes a foreground
screen and a background screen, with at least a portion of one of said
foreground screen and said background screen being curved and one of said
foreground screen and said background 10screen configured to display an
image of a wheel;    a controller configured to execute the primary and
secondary games, wherein the secondary game is played after playing the
primary game; and         a light barrier disposed between the foreground
screen and the background screen extending from and in contact with the
foreground screen to and in contact with the 15background screen    whereby
light from or through an outer portion of the background screen will
illuminate an outer portion of the foreground screen having a foreground
image but will be prevented by the barrier from illuminating an inner
portion of the foreground screen and 



light from or through an inner portion of the background screen will
illuminate an inner 20portion of the foreground screen but will be
prevented by the barrier from illuminating the outer portion of the
foreground screen having the foreground image. 2. A gaming machine in
accordance with claim 1, wherein the secondary game is initiated based on
an outcome of the primary game.  MCSL LP  3. A gaming machine in accordance
with claim I, wherein the primary game is initiated upon receiving a first
wager from the user, and the secondary game is initiated upon receiving a
second wager from the user.      4. A gaming machine in accordance with
claim I, wherein said gaming machine Includes a 5secondary game initiation
button, wherein the secondary game initiation button is other than said
input device.  5. A gaming machine in accordance with claim 1, wherein said
foreground screen has a circular shape or tombstone shape.          6. A
gaming machine in accordance with claim 1, wherein said background screen
has a 



10circular shape or tombstone shape.  7. A gaming machine in accordance
with claim 1, wherein said background screen is configured to display an
image of the wheel including a plurality of segments, said controller being
configured to change a number of credits or a description of a prize within
at least one of the segments. 158. A gaming machine in accordance with
claim 1, wherein said foreground screen is configured to display an image
of the wheel and said background screen is configured to display an image
of a set of graphical elements including at least one of a pointer and a
bonus multiplier.  9. A gaming machine in accordance with claim I, wherein
said foreground screen is  20 configured to display an image of a set of
graphical elements including at least one of a pointer and a bonus
multiplier and said background screen is configured to display an image of
the wheel.  10. A gaming machine in accordance with claim 1, wherein said
background screen is smaller than said foreground screen.  11. A gaming
machine in accordance with claim 10, wherein said background screen has a
smaller diameter than said foreground screen. 12. A gaming machine in
accordance with claim 1, wherein said foreground screen includes a liquid
crystal display (LCD) device or a light emitting diode (LED) display device
and 5said background screen includes an LCD device or a light emitting
diode (LED) display device. 



13. A gaming machine in accordance with claim I, wherein said multilayer
display includes a light source configured to illuminate said background
screen. 14. A gaming machine in accordance with claim 1, wherein said
foreground screen and said  10 background screen each include a set of
pixels, wherein an interstitial layer is disposed between said foreground
screen and said background screen to reduce interference between said set
of pixels of said background screen and foreground screen. 15. A gaming
machine in accordance with claim 1, further comprising:             a light
barrier configured to prevent light from illuminating said background
screen or a 15portion of said foreground screen;    a light source
configured to surround said background screen, said background screen being
smaller in diameter than a diameter of said foreground screen.  16. A
gaming machine in accordance with claim 15, wherein said light barrier is
located between said light source and said background screen and between
said light source and 20said foreground screen to prevent light from
illuminating said background screen or an inner portion of said foreground
screen.  17. A gaming machine in accordance with claim 16, wherein said
light source is a ring-shaped light source.  18. A gaming machine in
accordance with claim 17, wherein a portion of said light barrier is
concentric with a portion of said background screen and said foreground
screen. 



19. A gaming method comprising: receiving, via an input device, an input
from a user; displaying, via a first display device, a primary game upon
receiving the input; displaying, via a second display device including a
multilayer display having a  5 foreground screen and a background screen, a
secondary game including an image of a wheel, wherein a portion of at least
one of the foreground screen and the background screen has a curved outer
boundary, whereby the secondary game is displayed by use of a light barrier
disposed between the foreground screen and the background screen and
extending from and in contact with the foreground screen to and in contact
with the background 10screen;    whereby light from or through an outer
portion of the background screen or from a light source surrounding the
background screen will illuminate an outer portion of the foreground screen
having a foreground image but will be prevented by the barrier from
illuminating an inner portion of the foreground screen having the
foreground image and 15light from or through an inner portion of the
background screen will illuminate an inner portion of the foreground screen
but will be prevented by the barrier from illuminating the outer portion of
the foreground screen; and    executing, by a controller, at least one of
the primary game and the secondary game, wherein the secondary game is
played after the primary game 2020. A gaming method in accordance with
claim 19, further comprising: 



preventing light from illuminating the background screen or a portion of
the foreground screen; initiating the secondary game based on an outcome of
the primary game. 21. A gaming method in accordance with claim 19, further
comprising: 25initiating the primary game upon receiving a first wager from
the user; and  initiating the secondary game upon receiving a second wager
from the user. 22. A gaming method in accordance with claim 19, further
comprising initiating the secondary game upon receiving an indication that
a secondary game initiation button other than the input device of a gaming
machine is activated. 523. A gaming method in accordance with claim 19,
wherein the foreground screen has a shape of a foreground image displayed
within the foreground screen, and the background screen has a shape of a
background image displayed within the background screen. 24. A gaming
system comprising: a foreground screen configured to display a foreground
image; 10a background screen configured to display a background image,
wherein a portion of at 



least one of said foreground screen and said background screen is curved,
and the foreground image or the background image includes an image of a
wheel;         a light barrier disposed between the foreground screen and
the background screen extending from and in contact with the foreground
screen to and in contact with the 15background screen     whereby light
from or through an outer portion of the background screen will illuminate
an outer portion of the foreground screen having a foreground image but
will be prevented by the barrier from illuminating an inner portion of the
foreground screen and light from or through an inner portion of the
background screen will illuminate an inner 20portion of the foreground
screen but will be prevented by the barrier from illuminating the outer
portion of the foreground screen having the foreground image; and    a
controller configured to control the display of the foreground image and
the background image after play of a primary game.          25. A gaming
system in accordance with claim 24, further comprising a light barrier
25configured to prevent light from illuminating said background screen or a
portion of said  foreground screen, wherein the foreground and background
images include images of a secondary game. 



26. A gaming system in accordance with claim 25, wherein the secondary game
is initiated based on an outcome of the primary game. 527. A gaming system
in accordance with claim 25, wherein the primary game is initiated upon
receiving a first wager from the user and the secondary game is initiated
upon receiving a second wager from the user. 28. A gaming system in
accordance with claim 25, wherein said foreground screen and said
background screen have a circular or tombstone-shape. 1029. A gaming system
in accordance with claim 25, wherein said foreground screen has a shape of
the foreground image displayed within said foreground screen, and said
background screen has a shape of the background image displayed within said
background screen. 30. A gaming method comprising: 15displaying, via a
foreground screen, a foreground image;    displaying, via a background
screen, a background image, wherein a portion of at least one of the
foreground screen and the background screen is curved, and the foreground
image or the background image includes an image of a wheel;
displaying an image of a primary game on a screen other than said
background screen 20or said foreground screen; and    displaying the
foreground image and the background image if a winning outcome is achieved
by playing the primary game by use of a light barrier disposed between the
foreground screen and the background screen extending from and in contact
with the foreground screen to and in contact with the background screen 



whereby light from or through an outer portion of the background screen
will illuminate an outer portion of the foreground screen having a
foreground image but will be prevented by the barrier from illuminating an
inner portion of the foreground screen and light from or through an inner
portion of the background screen will illuminate an inner 5portion of the
foreground screen but will be prevented by the barrier from illuminating an
outer portion of the foreground screen; and    wherein the foreground image
and background image include images of a secondary game.          31. A
gaming method in accordance with claim 30, wherein the secondary game is
initiated 10based on an outcome of the primary game.          32. A gaming
machine comprising: an input device configured to receive an input from a
user; a first display device configured to display a primary game upon
receiving the input; a second multilayer display device configured to
display a secondary game, wherein 



15 said multilayer display includes a foreground screen and a background
screen smaller in diameter than the foreground screen, with at least a
portion of one of said foreground screen and said background screen having
a curved outer boundary and one of said foreground screen and said
background screen configured to display an image of a wheel; a controller
configured to execute the primary and secondary games, wherein the
20secondary game is played after playing the primary game;    a light
source configured to direct light toward the foreground screen and
configured to surround the background screen; and        a light bather
disposed between the foreground screen and the background screen extending
from and in contact with the foreground screen to and in contact with the
25background screen     whereby light from the light source surrounding the
background screen will illuminate an outer portion of the foreground screen
but will be prevented by the barrier from illuminating an inner portion of
the foreground screen and            light from the light source will be
prevented by the barrier from illuminating the 5background screen. 


