GAM NG SYSTEM GAM NG DEVI CE AND METHOD FOR NORMALI ZI NG DI FFERENT
FEATURES OF AN ON- DEMAND BONUS GAME COPYRI GHT NOTI CE [0001] A
portion of the disclosure of this patent docunment contains or may
contain material which is subject to copyright protection. The
copyright owner has no objection to the photocopy reproduction by
anyone of the patent docunent or the patent disclosure in exactly the
formit appears in the Patent and Trademark O fice patent file or
records, but otherw se reserves all copyright rights whatsoever.
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[0003] In such known gaming devices, the amount of the wager made
on the primary game by the player may vary. For instance, the gaming device
may enable the player to wager a minimum number of credits, such as one
credit (e.g., one penny, nickel, dime, quarter or doliar) up to a maximum
number of credits, such as five credits. This wager may be made by the player
a single time or multiple times in a single play of the primary game. For
instance, a slot game may have one or more paylines and the slot game may

enable the player to make a wager on each payline in a single play of the
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[ 0010] In one exanple, the gam ng system enpl oys a target average
expect ed payout per feature of two-hundred-fifty credits (La, each
time the player selects to enploy a feature, regardless of which
feature is sel ect ed t he gam ng system expects to; on average, payout
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fifty-fivefeatedistwhich result in a play of a bonus game with a first average expected
payout while certain less strategic or less knowledgeable players will combine
independent features which result in a play of a bonus game with a second,
lower average expected payout. Such a configuration thus reduces the level
of excitement and enjoyment for less strategic or less knowledgeable players.
[0007] Accordingly, there is a continuing need to provide new and
different gaming devices and gaming systems as well as new and different
ways to provide bonus awards to players without requiring strategy to
maximize the bonus game average expected payout.

SUMMARY

[0008] In various embodiments, the gaming system, gaming device,
and gaming method disclosed herein provides an on-demand bonus game
which enables players to combine different, independent features without
introducing any significant advantage or disadvantage to players for combining
certain features over other features. The gaming system utilizes one or more
bonus game supplemental awards to insure that the average expected payout
per selected bonus game feature remains the same or substantially the same
regardless of which bonus game features or combinations of features are
employed for a play of a bonus game. In other words, to account for different
combinations of features non-linearly increasing the average expected payout
of a bonus game, the gaming system disclosed herein employs bonus game
supplemental awards of different average expected values to provide an on-

demand bonus game which enables players to combine different, independent
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Table 1

Aver ageTot al Average Expect ed Expected

features while insuring that the bonus game average expected payout (per
feature employed) remains the same or substantially the same.

[0009] More specifically, the gaming system of one embodiment
disclosed herein maintains a normalization table or database of all possible
features and combinations of features which can be selected for a play of a
bonus game. The normalization table or database includes, for each different
individual feature and each different combination of features: (i) an average
expected payout or average expected bonus game award value for a play of a
bonus game employing that feature (or that combination of features); and (ii)
an average expected bonus game supplemental award value for a play of a
bonus game employing that feature (or that combination of features). In this
embodiment, the gaming system determines the average expected bonus
game supplemental award value for each different individual feature (or each
different combination of features) based on the average expected payout for a
play of a bonus game employing that feature (or that combination of features)
and a target average expected payout per employed feature. Such a
configuration provides that each play of the bonus game employing a first
quantity of features (regardless of which specific feature(s) are employed) will
each have substantially the same first total average expected payout. Such a
configuration further provides that each play of the bonus game employing a
second, different quantity of features (regardless of which specific feature(s)
are employed) will each have substantially the same second, different total
average expected payout.

[0010] In one example, the gaming system employs a target average
expected payout per feature of two-hundred-fifty credits (i.e., each time the
player selects to employ a feature, regardless of which feature is selected, the
gaming system expects to, on average, payout two-hundred-fifty credits). In
this example, as seen in Table 1 below:

(1) a first feature (“Feature A”) includes transforming at least

one winning symbol combination with at least one minor symbol to a

winning symbol combination with at least one major symbol (and thus

increasing the payout for certain winning symbol combinations) and this
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first feature is associated with an average expected value or average
expected payout of thirty-five credits;

(i) a second feature (“Feature B”) includes providing a certain
number of credits for each winning symbol combination which includes
at least one major symbol and this second feature is associated with an
average expected value or average expected payout of thirty credits;
and

(iii) a third feature (“Feature C”) includes adding wild symbols
to random positions of the reels (to increase the probability of each
winning symbol combination be generated) and this third feature is

associated with an average expected value or average expected payout

of fifty-five credits.
Table 1
Average Total Average
Expected Expected
Average Bonus Game Bonus Game
Expected Supplemental Payout per
Feature/ Payout per Award Value Feature
Feature Description of Feature per Feature Employed
Combination Feature Employed Employed
A Minor Upgrade 35 215 250
B Major Credits 30 220 250
C Extra Wilds 55 195 250
Minor Upgrade
A+C w/Extra Wilds 100 150 250
Major Credits
B+C w/Extra Wilds 75 175 250
Minor Upgrade
w/Major Credits
A+B+C and Extra Wilds 200 50 250

[0011] In this example, as seen in Table 1 above, combining Feature A
and Feature C results in a non-linearly higher average expected value or
5
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Payout per Award Val ue Feature Feature Description of

Feature per Feature Enpl oyed

average expected payout (per bonus game feature employed) because the
awarding of extra wilds of Feature C causes an increased probability of
generating the winning symbol combinations with at least one minor symbol of
Feature A, thus causing Feature A to be more rewarding when combined with
Feature C. In other words, while:
(i) employing Feature A individually is expected to increase
the average payout for a play of a bonus game employing only Feature
A by thirty-five credits, and
(i) employing Feature C individually is expected to increase
the average payout for a play of a bonus game employing only Feature
C by fifty-five credits,
(ili)  when Feature A and Feature C are combined for a single
play of a bonus game:
(A) rather than linearly increasing the average payout
of a play of a bonus game employing Feature A and Feature C
by ninety credits (i.e., the sum of the average expected payout of
thirty-five credits for a play of a bonus game employing only
Feature A and the average expected payout of fifty-five credits
for a play of a bonus game employing only Feature C),
(B) because Feature A and Feature C interact as
described above, the average expected payout for a play of a
bonus game is non-linearly increased by one-hundred credits.
[0012] In this example, to insure that each feature or feature
combination pays out, on average, the same two-hundred-fifty credits per
individual feature employed (i.e., the target average expected payout per
feature employed), the normalization table or database of the gaming system
disclosed herein associates different average expected bonus game
supplemental award values to the different features and feature combinations
as seen above in Table 1. Accordingly, the gaming system disclosed herein
accounts for how one feature may affect another feature and utilizes differing
average expected bonus game supplemental award values to normalize such

an affect and provide that the average expected payout per feature employed
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or selected remains the same (or substantially the same) regardless of which
feature or combination of features are selected to be utilized in the play of a
bonus game.

[0013] In operation of one embodiment of the gaming system disclosed
herein, the gaming system enables a player to accumulate one or more bonus
game feature units in association with one or more plays of a base game. In
this embodiment, when the player decides to selectively redeem one or more
of that player's accumulated bonus game feature units in exchange for a play
of a bonus game, the gaming system enables the player to select which
feature or features to employ for that play of the bonus game. Each available
feature costs the player one accumulated bonus game feature unit and the
player may select any designated combination of features to employ for that
play of the bonus game. After selecting which feature or features to employ,
the gaming system provides the player a play of the bonus game utilizing the
features selected by the player. For the play of the bonus game, the gaming
system determines a bonus game outcome and provides the player any bonus
game award associated with that determined bonus game outcome.

[0014] In addition to providing the player the bonus game award
resulting from the play of the bonus game, the gaming system utilizes the
maintained normalization table or database to determine a bonus game
supplemental award. In one embodiment, this bonus game supplemental
award is determined by randomly selecting a value from a weighted value
table that is configured such that the average expected value of the weighted
value table equals the average expected bonus game supplemental award
value associated with the specific feature or combination of features employed
for that play of the bonus game. For example, if the player selects to play the
bonus game utilizing Feature C of Table 1, then the gaming system
determines a bonus game supplemental award value by selecting a value from
a weighted value table that has an average expected value of one-hundred-
ninety-five credits (i.e., the average expected bonus game supplemental award
value associated with Feature C). This determined bonus game supplemental

award value is provided to the player in addition to the provided bonus game
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award associated with the play of the bonus game. Such configuration thus
provides that, regardless of which feature or features a player employs for a
play of a bonus game and thus regardless of how different features may affect
the average expected payout for the play of the bonus game, the average
expected award for each play of the bonus game (i.e., the total bonus game
award average expected value per feature activated) is normalized or equated
and thus players are not provided an advantage nor a disadvantage for
combining certain features over other features.

[0015] Additional features and advantages are described herein, and
will be apparent from the following Detailed Description and the figures.

BRIEF DESCRIPTION OF THE FIGURES

[0016] Figs. 1A and 1B are front perspective views of alternative
embodiments of gaming devices disclosed herein.

[0017]Fig. 2A is a schematic block diagram of the electronic
configuration of one embodiment of a gaming device disclosed herein.

[0018]Fig. 2B is a schematic diagram of the central server in
communication with a plurality of gaming devices in accordance with one
embodiment of the gaming system disclosed herein.

[0019]Fig. 3 is a flowchart of a method of one embodiment of the
gaming system disclosed herein illustrating an accumulation and redemption of
bonus game feature units for a play of an on-demand bonus game.

[0020] Fig. 4 (including portions Fig. 4A and Fig. 4B) is a table
illustrating the different features and feature combinations available for a play
of a bonus game and for each different feature/feature combination, the
average expected payout for a play of the bonus game employing that
feature/feature combination and the average expected bonus game
supplemental award value for a play of the bonus game employing that
feature/feature combination.

[0021]Fig. 5 is a table illustrating a weighted table of different bonus
game supplemental award values for a play of the bonus game.
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[0022] Figs. BA, 6B, 6C, 6D and 6E are front views of a display of one
embodiment of the gaming system disclosed herein illustrating a selective play
of a bonus game employing one or more features.

DETAILED DESCRIPTION

[0023]) The present disclosure may be implemented in various
configurations for gaming machines, gaming devices, or gaming systems,
including but not limited to: (1) a dedicated gaming machine, gaming device, or
gaming system wherein the computerized instructions for controlling any
games (which are provided by the gaming machine or gaming device) are
provided with the gaming machine or gaming device prior to delivery to a
gaming establishment; and (2) a changeable gaming machine, gaming device,
or gaming system wherein the computerized instructions for controlling any
games (which are provided by the gaming machine or gaming device) are
downloadable to the gaming machine or gaming device through a data
network after the gaming machine or gaming device is in a gaming
establishment. In one embodiment, the computerized instructions for
controlling any games are executed by at least one central server, central
controller, or remote host. In such a “thin client” embodiment, the central
server remotely controls any games (or other suitable interfaces) and the
gaming device is utilized to display such games (or suitable interfaces) and
receive one or more inputs or commands from a player. In another
embodiment, the computerized instructions for controlling any games are
communicated from the central server, central controller, or remote host to a
gaming device local processor and memory devices. In such a “thick client”
embodiment, the gaming device local processor executes the communicated
computerized instructions to control any games (or other suitable interfaces)
provided to a player.

[0024] In one embodiment, one or more gaming devices in a gaming
system may be thin client gaming devices and one or more gaming devices in
the gaming system may be thick client gaming devices. In another
embodiment, certain functions of the gaming device are implemented in a thin

client environment and certain other functions of the gaming device are
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implemented in a thick client environment. In one such embodiment,
computerized instructions for controlling any primary games are communicated
from the central server to the gaming device in a thick client configuration and
computerized instructions for controlling any secondary games or bonus
functions are executed by a central server in a thin client configuration.

[0025] Referring now to the drawings, two example alternative
embodiments of a gaming device disclosed herein are illustrated in Figs. 1A
and 1B as gaming device 10a and gaming device 10b, respectively. Gaming
device 10a and/or gaming device 10b are generally referred to herein as
gaming device 10.

[0026] In the embodiments illustrated in Figs. 1A and 1B, gaming device
10 has a support structure, housing, or cabinet which provides support for a
plurality of displays, inputs, controls, and other features of a conventional
gaming machine. It is configured so that a player can operate it while standing
or sitting. The gaming device can be positioned on a base or stand or can be
configured as a pub-style table-top game (not shown) which a player can
operate preferably while sitting. As illustrated by the different configurations
shown in Figs. 1A and 1B, the gaming device may have varying cabinet and
display configurations.

[0027] In one embodiment, as illustrated in Fig. 2A, the gaming device
preferably includes at least one processor 12, such as a microprocessor, a
microcontroller-based platform, a suitable integrated circuit or one or more
application-specific integrated circuits (ASIC'’s). The processor is in
communication with or operable to access or to exchange signals with at least
one data storage or memory device 14. In one embodiment, the processor
and the memory device reside within the cabinet of the gaming device. The
memory device stores program code and instructions, executable by the
processor, to control the gaming device. The memory device also stores other
data such as image data, event data, player input data, random or pseudo-
random number generators, pay-table data or information, and applicable
game rules that relate to the play of the gaming device. In one embodiment,

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

[0028]In one embodiment, part or all of the program code and/or
operating data described above can be stored in a detachable or removable
memory device, including, but not limited to, a suitable cartridge, disk, CD
ROM, DVD, or USB memory device. In other embodiments, part or all of the
program code and/or operating data described above can be downloaded to
the memory device through a suitable network.

[0029]In one embodiment, an operator or a player can use such a
removable memory device in a desktop computer, a laptop computer, a
personal digital assistant (PDA), a portable computing device, or another
computerized platform to implement the present disclosure. In one
embodiment, the gaming device or gaming machine disclosed herein is
operable over a wireless network, for example part of a wireless gaming
system. In this embodiment, the gaming machine may be a hand-held device,
a mobile device, or any other suitable wireless device that enables a player to
play any suitable game at a variety of different locations. It should be
appreciated that a gaming device or gaming machine as disclosed herein may
be a device that has obtained approval from a regulatory gaming commission
or a device that has not obtained approval from a regulatory gaming
commission. It should be appreciated that the processor and memory device
may be collectively referred to herein as a “computer” or “controller.”

[0030]In one embodiment, as discussed in more detail below, the
gaming device randomly generates awards and/or other game outcomes
based on probability data. In one such embodiment, this random
determination is provided through utilization of a random number generator

(RNG), such as a true random number generator, a pseudo random number

11
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Feature C igahy aatconses. In this embodiment, as each award or other game outcome
is provided to the player, the gaming device flags or removes the provided
award or other game outcome from the predetermined set or pool. Once
flagged or removed from the set or pool, the specific provided award or other
game outcome from that specific pool cannot be provided to the player again.
This type of gaming device provides players with all of the available awards or
other game outcomes over the course of the play cycle and guarantees the
amount of actual wins and losses.

[0032] In another embodiment, as discussed below, upon a player
initiating game play at the gaming device, the gaming device enrolls in a bingo
game. In this embodiment, a bingo server calls the bingo balls that result in a
specific bingo game outcome. The resultant game outcome is communicated
to the individual gaming device to be provided to a player. In one embodiment,
this bingo outcome is displayed to the player as a bingo game and/or in any
form in accordance with the present disclosure.

[0033] In one embodiment, as illustrated in Fig. 2A, the gaming device
includes one or more display devices controlled by the processor. The display
devices are preferably connected to or mounted on the cabinet of the gaming
device. The embodiment shown in Fig. 1A includes a central display device 16
which displays a primary game. This display device may also display any
suitable secondary game associated with the primary game as well as
information relating to the primary or secondary game. The alternative
embodiment shown in Fig. 1B includes a central display device 16 and an
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descri bed above, the average expected payout for a play of a bonus

gane is non-linearly increased by one-hundred credits. [ 0012]
In this exanple, to insure that each feature or feature conbination
pays out, on average, the same two-hundred-fifty credits per

|nd|V|duaI dqd L

bor { eat ar SPEErPIETBEIKEM AL The Le! BIsBRY BYREE 3R HREAF g By
gani ng systgamen sy (ssxddblleesemondm;s @eEna¢ exssdciated ent natvassupitex peith etle
bonus ganme suppl enent al vaI yes to thg0 ifferent features and

feature corbh .Qﬁ{eea@@%w AFRION Felatig e REBMYi A gSLondqey game.
am ng systgasdi f f

gf f ec'? a%ot her gfﬁg%%?:&ba\}rgéfmyﬁggg%(ﬁrﬁ? eér%lrg 4 glrfég'ae@%(rgg?t {eagédg%ﬁlg ©

ganme suppl @asmesadr aiver dspattaed th@gaunmglesmhshmlenhnAafs‘eentlnﬂgs 1A and

e eetad 1 aR,ihonR §hBd ot el ol HeyiRE indi84e Ao EMR sl 20 wpich
whi ch feat léfé?)l@is gwﬁyeﬂé Icaﬂreﬁ{ nhﬁ?dé#rcﬁscréﬂﬂs sehfitt &boudt PRldHdd ikedle

in the play of bonus [0013] In oper ation of one

enbodi nent eélw\/ca*ﬁﬁtga'm w gyrgxo@manfsdh@g@mngro@me nelIdgsn hgt sianlay22

R e el
embodi ment in where ddteil Pefyier thdegardpyy doviselirdudeshyplapsteeae dplapue
of that player's accunul ated bonus dg’}&ms feature units in exchange for

a play of AHemdispipysdniarmatigniragraig adharsmay trepkingsigies. t o
| ect which f |
e Eah s o034 1R AR RRdABRP 1cEOF chB o adlicd Mab 3RS

gane feat umeohile tisptay démcp] ayeh asay BIAeort tah“lqt BEsitpattrdbles play of at

conmbi nati on_of fea ure | oy for t f the bonus

After sel e&%asft@ SAtich O 2hF BV IRy or SHeaRda GATB It G OCHIT HRImp T TTOM the

system pr O\q tdéq,dél ayer a play of the bonus gane utilizing the

features se ect y the player. For the play of the bonus gane, the

gami ng system dé@%&n]de@sdaplayndswmrmawmcmw avithopit duriitaéient henphityrea
award SSOCI t hat d erm. ne

oo oS BisfBbipoA S i ra mitlak, Bvicid, Shiata dieBis . B isptay

gane avar d baged!dn ightfen@iffinig @oBkaYLRDs}, hediBpRyhaadEon huddf) 6organic
systemutilizes the nmai ntained normalization table or database to

det er i ne éﬂgbbﬁﬁuﬁlggndlogteppl(@hrﬁmsm aammaylbasmb amtsdymentlightenstting

Do gare SRRl ATRSE) (PGPl et o 1SR of AR IORRIGEH dfafon

aver age expeditters (SiEDs), @fdlsbﬁyvlﬁclgbtngcb podjsetetiadn dHoerpfizlcted hﬁaf/fﬂrm
expect ed bonus %a.{%% suppl enent al, award val ue associated with the
speci fic fOMe ' itrﬁatq Vies of displpedeshpnisydirt one eRodNgyt, ¢
t he bonus r Y,

gare uti i STRGE Eﬁt'a?é@?g%‘%fgﬁw P URpIGPUErbR nERbRa 10fPeBien
a bonus gamdtisamppkeociateal toavhrsdrasi aentbylleselTdet disglag deaviaes rhagimesof any
wei ght ed val ahl e t n aver age expected val ue

one-hundr eaHiiARIESIFE ABOdruELEtar SUCh does SDRi@ ISP o Elongalre
suppl enent %ctéh?féj val ue associated with Feature C). This determ ned
bonus gane supplenental award value is provided to the player in

addi tion to the [pP3A] ded digplag dﬁtlses afathe gasvng adevicaviare corfigpirag to
of the bonuy Such confl us vi des t hat rdl ess
of which 1 ARLab AL ang Ane i abE™ iRy B baReor flisr shidh magss.
gane and t Rymbyckgaird ﬁﬁﬁc@fsd’&Wa@ éﬁ)?r\ﬁélialfr%g?égeﬁﬁatrw oﬁlféﬂﬁﬁltlbﬁeof the
aver age expected payout for the p of onus gane, the average

expect ed awa@\Ement ebebieptsague ash@ebbarugabam@ql er videigeraes andbuhesls,

or mal | zed Sreng N ERE-UEER BeBa]bacEF b hBeBf sRHERm Marnsntiges

faces of cards, and the like.
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BRI EF DESCRI PTI ON OF THE FI GURES [0016] Figs, 1A and 113 are

front perspective views of alternative enbodi nents of gam ng devices
di scl osed herein, [0017] Fig, 2A is a schematic block diagram
of the electronic configuration of one enbodi nent of a gam ng device

di scl osed her ei r['()O3 In on[eorgfe%af G&Fﬁ%éﬁquén Itﬁ€ ré?f@to'lsc itha ggéaiﬂoo Indidlg

central server in C nmini cati on w evices I n

accor dance digpidyeanen enod therdisplnf déviee gzag bg is yrsédmmhat é¢bros.ed haeisgithe
[0019] Fig. .3 is a flowhart of a method of one embodi ment of the
gamni ng sys@ésrﬂ%b{ sevisgemaye slyrle IaInMs?heQFPW@CBﬁ"'&ébQﬁMlcﬁt iSYRNaf@ one or

denpt
 edorot | on rfbrelABLRHET A3 AL b LR dtoRbaE Mg BRI i
46) is a tabhBguredust déplang at Heasli bherema plesdlily exf gardef embtiner swtable

conbi nati ons avai |l aglei for Iay of a bonus gane and for each
di fferent {838%%e] ﬁroé' 1nati on, the average expected payout

for a play of t'@?ﬁﬁ]?’l&llﬂ@t’f@te@”‘ﬁ'ﬂgdﬁﬂ ﬁﬁ‘éhef&ﬁﬁéﬁlﬁ{érﬁ%ré‘amlng device

conbi nati on and e ‘aver age expect bonus gane suppl emental award
val ue for nqiidss af leahtohe paympateericpl Y imepmanidatianuridli theaproaessor.

i 0 i ble.ill h
Cable of arisspenin Fina 2 Brareviid e skl Phypalt A6
the bonus ﬁmfr@des a note, [tQQé?]oerlmsaccﬁﬁtorGQQ wigFeirb he iyl insertsr

views of a display of one enbodi ment of tﬂﬁ%am ng system di scl ose

herein il | (R ianticket s \wsichee api &/cein %pt whetaihe @lﬁwebwﬁgsaﬂ@nw,

more featur 8ﬁ13 BFT@MTED REtﬁﬂ@r P-Hbg}ﬁlments payment devices such as readers or
validators for credit cards, debit cards or credit slips may accept payment. In
one embodiment, a player may insert an identification card into a card reader
of the gaming device. In one embodiment, the identification card is a smart
card having a programmed microchip, a coded magnetic strip or coded
rewritable magnetic strip, wherein the programmed microchip or magnetic
strips are coded with a player’s identification, credit totals (or related data),
and/or other relevant information. In another embodiment, a player may carry
a portable device, such as a cell phone, a radio frequency identification tag, or
any other suitable wireless device, which communicates a player's
identification, credit totals (or related data), and other relevant information to
the gaming device. In one embodiment, money may be transferred to a
gaming device through electronic funds transfer. When a player funds the
gaming device, the processor determines the amount of funds entered and
displays the corresponding amount on the credit or other suitable display as
discussed above.

[0039] As seen in Figs. 1A, 1B, and 2A, in one embodiment the gaming
device includes at least one and preferably a plurality of input devices 30 in
communication with the processor. The input devices can include any suitable
device which enables the player to produce an input signal which is received

by the processor. In one embodiment, after appropriate funding of the gaming
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[ 00231 The present disclosure may be inplenented in various
configurations for gam ng nachi nes, gam ng devices, or gam ng
systens, including but not limted to: (1) a dedicated gam ng

machi ne, gam ng device, or gam ng systemwherein the conputerized
instructio r (]

et e REN, 1R M 08 B o4 Deffs, LAY SSERY blen 72

or gam ng @ewa mllmnmr(ncbtoshm}m)/wh}ch s asearbwﬂweeptafbhtemmntanyarpdm(aﬂy
a changeabl e am n machi ne, gam pg devi ce, I%am nﬁ% ){ X/vgm wherein
t he conput 1l |°6r?é’ef185r incHigt 96'["1"?9186& ¢ ghhe JIRNRUERN fan be
provided b Aein

t he gam ng)éngrﬁlﬁ‘gmop%aam ng eg?%rgaghér1gggﬁﬁgct§)at%c§{ %et V\Drk&agta@r)ﬁ é’ga
gam ng nac mematotheghet hgittdayi ¢e dre emlmdyaafnthmt aipprerieat funding riee

nbodi t, th t f troll
are execut S0 AR BPUBRAne A PRE AU o RO PREIBet
remot e host, ohntl%'cﬂa?er sg%gor gﬁ'f]ee Al thutidHs, COR I@ming" Hﬁfnce

renotely comtrols any’ gane r suitable interfaces) and th
ganmi ng deviagéomsticallyldctiwdtasgameplay such games (or sui tabl e

interf d t d I

i anot o enbod et In oRe Sodinsiert A Nl HeURRORSE Pot CBBrRYET ) nge
any ganes 8/t q@atey adictthy bQthhQQhéﬁtfétrcﬁie baftier , THeeplayat can increase
controller, or renote host to a gani ng device |ocal processor and
menory devite@det by enecpregit Qaﬁh:’Rm@I therplayempeshiareiine, bethengdnitag. When
devi ce & 2Cthe PREERRSheERELEESA BRUGATIN AR ELAIRI HOGRT the credit

instructions to’co ganes er surt aces

provi deg t alisplay @y@ferably decrééﬁé@éﬂylbnegan@ﬁb@diull’fﬂﬁr , ofogredits sgbvm in the
gamng eV|ceS|na am n system ma e thin cllent m._ng evl ces
and one or A6y ﬁan% Vdegrqaﬁemy g8 n§ gpetlhsmeﬁ&zpch@qnﬁ. epe input

client Qamd%Q dée‘é' §%%t rhi %"lﬂfofﬁe@o?rgﬁ%q}rﬁfiﬂﬁcpcé{éb%é‘ tﬁé’@%&e‘?% 6’4& the

t he gam ng device arelnp enented in at ient envir
certain ot meaxifmunc hiages pefmitieel foaaigagnelef theegamimgddeviopl emented in a

st 1 ucti ons 1 ofORBTHIRGHTIS RGBT TIPS ] Bt BtoP o

the centralTizepliser tRaf MusBafAe 8ade \du Souttbri ahBi €46 bue b recelve a cash
configuration and conputerized instructions for controlli

any
secondary @g@ys®rdrorbothes suitabte toie af @aymmtcmmspoadmtq e swinvear of

i awi ngs. TRBERIAE P ET o haBng comnpgliaan: ugh oy Mg “dhaL B, a

di scl osed heiymientadévitd,! sisdH aked tioref pléyméﬁt adldnétlé g8n@eitdm 86 dSNts Cor
10a and gam ng devi ce I'ob, respecti velé i Gam ng devi ce 10a and/ or
iR

gani ng deviaiREN0Ee SPBetia® ealigkpt PELERd tp HQV@WC&H‘G@BWQQ déeilayer
10. 9086 ik HORATRASRENS Solrhi HALEH] e VEI R as i vl the

gam ng devi ce as a suppor ure OUSI ng

provi des suigket brfonedia sfipwiala msbferc(bsmtlaerssunammredemmronokystem)d In
ot her features of a conventi onal machine, It is onfl ur ed so

that a pl af&themerpodipent, (Wi Itggrsn@'g @ Ggses Qutt they Plawes P giveg the
devi ce can da P55 thkeREqn 07 &lﬁmo)%mﬁé)ﬂ”qt ot Héeaﬁﬁfgdléi%eﬂ’\a?sarﬁ/

pub-style table-top gane (not s ayer cah operate
pr ef er abl y snitable payoiungechanidnisissuct ed fundirge tdi thEeplager's electronically

varyi ng. caBPROARR BPBNSE R A Gust Ao cdtd. RogA IPENENEd in
enbodi ment ac@srddrdeShitiRtrdghmind Qewgé‘dléél‘t%ébal%ﬂéﬂw devi ce pr ef erably

i ncl udes at | east one processor 12, such as a mcroprocessor, a
mi crocontrol | er -[0842dnmns emmﬂlrnerstuasmeretlonﬁde@bmeeand|aIScaﬁetn iorFign2A,

or ocessor 120 RPLBARRECR: 1 Saldl-EeBh f EpLEkY Fih el s controter

44 or some other touch-sensitive display overlay to allow for player interaction
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i ncl ude non-vol atil e RAM (NVRAM, magnetic RAM (MRAM , ferroelectric
RAM (FeRAM), and other forms as comonly understood in the gam ng

i ndustry. In one enbodi nent, the nenory device includes read only
menory (ROM. I n one enbodi nent, the nmenory device includes flash
menory andj lectgic r I 1 r.e 1
menory) . Anvg{ho:ﬁﬁgrl?ﬂs\,é gl‘(a? aﬁﬁeﬁ%ﬂglﬁéﬁﬁ, op itglé‘lp’}f gg'lﬂe%ﬁgrg Hé gtrrrllecg(’r@ll'l uc%éc’{)rre en
menory nay copebidearercarvrictit-td @Nidsict dorttidiegd6i Hypkiger can disiad deeidions
her ei n, %0028 I&a.one enbodi nent, part or all of thef'hgro ram

PHt slgga e

gode ﬁng{ 0r@Ngp W20 de gPNiee d&le?\?ebléé?P%@%tt@ &yigsgeen at the
S eur 1 anl & TRroTRY LA R gyt BEVKEIES cBttlertBinal tdhdifdoledn

ot her enbodiuttentpgneghart or ali of the program code and/or operating
dat a descri bed an be downl oaded to th nor y .devi ce through
sui tabl e netvvori&%'/ﬁ The [ 683979 | deyike e’r’?ﬁé‘diﬁgﬁgf é'#lwg%rﬁ oPPLl'S?Mg ot
pl ayer can déﬁﬁ‘nﬁh‘i‘éﬁti@nrﬁaﬁé’afﬂreeﬁﬁﬂﬁﬁg’ ARNinERidafiof BESIEORrSSEFRHr € ith

a | aptop conputer, a personal digital” assistant (MA), a portable
conmput i ng detaroel peripheratsheuch @spexternal edtlgs aotiicem expangidrbeisest pame
present disclosure. [In on odj nent,, the gam ng device or gam ng
machi ne di é’gloﬁ%ragﬁ%%f”na SQ% 5 & Kﬁygﬁga wirel ess network, for
exanpl e part of [go44]e! 656 €APbMigneHItSta_@MsedR hhFRy. ePROUhEBIEmig evice
gam ng nachi ne may be a hand-hel d device, a nobile device, or any

ot her sui t aMfedef AELBY deaETiNG ARrice Rapiredechby Pagar eretauNdggards 48
sui tabl e ggﬂﬁ%ﬂtfuﬁcﬁ(ﬂ‘f !ir?tc\é&gjncﬂbﬁf\ﬁﬁﬁ%el r%%&’s%é]’.s’ Ihto@qur}%d?ﬁﬁent, the
appreci ate at "a gam ng device or gam ng nmachi he as di sclosed

herei n nmay sohend gevirating idvideamaided aedeagtpoey alndf prafeeablyegubhirality of
gam ng conmm ssjon or_ a devjce that has not obbai ned approval from a

regul at or y SEEAFRE cHPs BRI $Qunch IBneraing pprEvaee dNdfRit Soffware for

processor

B Comput ot TR Yol Sca BPoRRGRh STl b AIERP ahlioh SkBoRady
di scussed iganm@oe byeplayingbmiusio, for leeheramodgs devihe egaraindotd yicgyesiertabe an
awar ds and/a;)“rg ott her , game out cones based @n Br obabi | i t%e data., I n one .
such embodidfEatt, MAds na5m GEROIRALL | B SaMERY QA (RiPYHER dynamic
utilizatioodhdd coapremvith ZaeictlenalRhdis MRyes Sikpa@d én bhErABROsH
nunber generator, a pseudo random nunber genérator, ‘or ot her _
sui t abl e r dhelshspiay idevigesdoeproviden abrrudiedycdiahsapreseatsioavar tb otherwise

ot her gane ' soci at i i h i .
devi ce”gondh 8L TiiraPEr G658 §n e Ba e BB mlete 3R pb ol BEY Blvice
the player hasrdidle pocodssve ghatingraadd Inmay eisplhp 4 icgjuemeedbimantio
since the gani ng device generates outcones randomy or based upon one
or more pr Gl rllﬁyahatt@ﬂtlan@ Bressageeie atyagore@ntial Mayernde thregaming

amn evi £e: . [ :
gt herggarre O%S’{dgc')rre-rﬁé{e\;'d&f\(fﬁgg]élgﬁ lg%g%{ﬁsg?me oaogr?)rg%r%?@%aéhgi S us?ggg{e
i n nor e detimfiormbébow, the gam ng device enpl oys a predeterm ned or

finit t f d _oth out S. I n thi
erbodi mont , as. QQASHAGHTE BMESCHBPNGANS SRR BEBaPaNB DAY dERlde & snsor

player, theg gamyag ad%‘c’lhfe?ﬁf 'iﬁgéorﬂhdrﬁgg’t\/dgﬁ wife tﬂbog'r)?@ééa@‘"a( ol ossibly

ot her gane outcone fromthe predeterm ned set or p ce da ge
or renoved dontnolletdystee mocessdr), thhkisspeectivetly positipded taeendire ranoiteeye

t f t hat i fi |, t b ided to.th |
agai n. Thi O ANaYSt agivedhtsevie Bamipgidrice pay B thepiroundingares gt e

avai | abl e aphidg aevieEherngaAB eMbeRiRENOVeRe ChRGAURRg 8k 'E:Bﬁfidﬁr@bi to
cycl e and guarant ees the amount of actual w ns and | osses.

[0032] |In asediveleatpdianstit or awoving agseddee) ipragasand anay ageronfigured
initiati | t th i ng_ devi B i ng_devi Il
& b ha S oo B JATHA R Pl e SR R e e

display devices may be configured to display the image acquired by the
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[0034] In anot her enbodi nent, at |east one display device may be a
nobi | e di spl ay device, such as a PDA or tablet PC, that enables play
of at least a portion of the primary or secondary gane at a |l ocation
renmote fromthe gam ng devi ce, [ 0035] The display devices may

i ncl ude, wig a (o} : :
plasma di splEaQﬂ)})411 éaé% %él:ljll ég?yqsls gﬂlh%p |g|b‘?? n%%)‘ﬁés'i%&?@pl gys}H%Z(‘iae'Héoqu SRt
[ight em tlscregardomnlemre{uE-lpmtureafashm a&orbasardplentme pamesd ntay atquire an

i | di odes d b |
T oht - o t SARS ot RKELEES e Bioophsy” BRYERCBIPIaR (el rBep o the
sur face- Copgines w%d%r%bbﬁaaﬁg% rhsra%éﬁsmwearﬁg mb%yor metdigi ng a

projected and/of reflected or a tabl e electronic
devi ce or di spl d§04fHEFamingndevice d@ecamﬁmﬂrpmate aamg mlwbl&;Menngrgnme

detail bel %F ht her di Bpl ag) devi ce i nxfﬁdes toucﬂ § |
associ at ed oEnPYOPBERT O8E ST Er SN0 Hgc '@9l ?: eWﬁ? rﬂ@ydf‘cHH?
sui tabl e sisameaddal @Rl ftiIcRNof S3HRNESNA ngemaéhfn%@cﬂfﬂé\ﬁcéﬁ The
el ongat ed rectangl e. [0036] The display devices of the gam ng

devi ce ar e PEBIATY QlilkagetIande SpRa goaprise a8ty s bémdeqiﬁmeegamey cgrd game,

B oy vi sdaroflfo S RURE sitbb”defhh TR aReBXMRe FPBRL B o shbbe

such as neshecemstile to regraséntadon i daeleeedtic @h@lé@ﬁ@ﬂéchadwm%@n which
lighting, video i mages, inmages of people, characters, places, t hi ngs

gs
faces of cdt@ge egﬂaowﬁ'@r]t,n{gduces a rang@@ tepmedprsas pRmhabaRilty data at

G spl oy desie eyl Boafter REERERAR o hplbrint B REEnERufany ubfing

may i ncl udgaemgs sUebtasonwdnpnkeragardesJ video diladkjack geraesy video &eno, video
eels, reels, or

mechani cal ects one or nor rot at abl e
i oo cont PO 8y TERRJ e hribed SrhAss AR IRL PR PO GRRE. or
other suitable :[:@@rﬂﬂffn o?wé”&?nbédﬁﬁn% tnﬁb(i!lli’stratﬁd in Fﬁnglfp:f'l&l afd 1B, a basg

illustrated in Fig. 2A, in one enbodi ment device inclu
at | east oAy game mam h@azaot gamemﬂhnomor morwnaylmasﬁar d'd’a‘sp@yllnes

As seen in aynment devi ce such

accept or 1 Ades Paiftel VarRel “Seblar Slaskiel ofnaBd, Ao By nEoRpination
pl ayer i nsmér&opanﬁrtrf@mooﬁmbhekmb g8inve WehRle moﬁascat Mecdt Bne?@nd
where the pl %er i nserts noney, coins, or tokens. In other

embodi ment Srefesghtera Mewlibesf Jaelks A4, suabeas thiceyia ifivat wels i ior eithar

emboat ment S\ RACenE) R, i Ein e R TRl of BES fomp,wit

reader of thaulgéed ngecleviael howmeetmbipdresnt Imeonéenémbodmemn an
card is a smart card haV| n% a pr.ogranmed mcrochlp a coded magnetic

strip or cSRAresrhanig ! s Aeking ig¢lpdes anperalitn of ﬁﬁl%?ﬂbr’fa e reels

m crochi I

ST oC D NSRS, b B4 bR R SRR LAl AP ciecnc csplay o

rel evant i mhqrsmtabdmtypm damambﬂ*rerwrbbddmnt ifahpl reyels S5degredarvigea form,
table d h |1 ph d : .

D & S, Rt by o e R s LB lavahespuray

comuni cat @$ mlAYEvided 4881 54 Cathom rebl sdlcilsb mS/§|§ pﬁl%n ebiairﬁﬁ'ma or

data), and other relevant information to the cla eV|c In one
enmbodi ment symheds; suop de betlankéants, dduitso rmr'@imrsnbettﬁes', logrst nr@ttiger Images

el ectroni c_funds transfer. \Wien lLayer funds.,the devi
processor d4f ﬁ{ ﬁ%gogﬁﬁ%%dgqgftﬁ%@g APsRled @6&51?5%@'99 chy&ce A
correspondlarm@traémémbo@rmbhe &bt nireObhehe Sﬂé'elsal%iré depeAYe@Sreels or
di scussed above. [0 0039 39] As seen in Figs. 1A 113, and 2A, in

one enbodi MEIRYMBE GeF ngndéis @mbadjmméseachnadgmermﬂﬂta@rdumsamoatsegl

2Bl Kbk BRUn FONEERS, SR RO RS 0Be " e SeBSRIGRH e

gaming device awards prizes after the reels of the primary game stop spinning
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[ 00411 In one enbodi nent, one input device is a cash out button 34.
The player may push the cash out button and cash out to receive a
cash paynent or other suitable formof paynent corresponding to the
nunber of remaining credits. In one enbodi nent, when the player
cashes out R HES, eket. YARRIM I ;
gener at or éf6§pprints g?ggpﬁﬁﬁ@ggg%ﬁpgt&éé@a%iOcr@t or ggguiﬁsﬂi%ct%vg
provi de t o palyéngbaptrerwideeoptuayina werdny patteme occuken te requditeé nsimber

d deem t he, val iated with the ticket dit sli
Via a cashibAOESETLIERS S6Hol 5P NAISHHS GRVYEMEA TR anot her

embodi ment, wheoddis) 1! aHCaIEAHIE BHbodrEnt! AALr IAGRI YeerfiRinglaAy
or tokens in a coin payout tray. It should be appreciated that any
sui t abl e papbeamende psovidadp tbagilayer hyuadalygingothensyrpbelg ggensrated on any

| i cal | dable.identif.icati d d b
ol enrent odvagPred ABicE RegingS Ao i Bsknab it 185 GBioo88Hes FBFmnes
[0042] In epg enieefie edprodge MNtHO PR ROV RPBH B ABRDer bfFadsodidted

one input device is a touch-screen 42 coupled with a touch-screen
control | er symbsis $¥ieh odnge geperaied sie. Astite \yNtha ppesitige dnayhe oeguisin

for player J t] i t i -t he. di ;

t ouch-scr etgf il %@é&a@héeﬂg%%ﬁghég !:sr Q%ﬁ ri%%ﬁf 83?@&&%&2@#%@%1 é@%n(}l 9'39 lacygg
control | er vitning pyrapel coambinatienglecilsi it enntsbdimeunt, i gnairmingt yrhibs)
gam ng device hy touching the touch-screen at the appropriate

| ocations. W'%@Hﬂﬂ Isngrrieratad e the rgelsoHirogaminhevisadiovideedhe player
button pan rg&{rb j : i d#?l? ;
plurality ?}D ec%mnf%gﬁ ?ﬁlﬁcgl@f?s ofﬂ’éedﬁgéf‘lé'ﬁ“ééac%’mm% t%)d]nq’!o Hgtlon'
processor Warlexartme nédbneevinpingrsinsholuootbinsti@x isegersdratadien tls® veals sthe

C0aa) on oA BsCeoRl Pl AhPBle Hoird SR BTG e GG Simbo
i ncl udes a cHAIFENNE A hA DAY cﬁﬁtrﬁ%ﬁrﬁ_@% s%éewineequama%awmed

cards 48 which function in conjunction w processor. In one
enmbodi nent thicughs thaidwiyevirg styimizpl devrnbiwating). udésshaauld dagstappieciatet! that

preferably litv.of ,speakers 50 or other sound nerating.

har dvar o atareEd basil pEREEIRAT aithiEt viRebe S HmATRS P b Bidss the
musi c for togyarrdrawatidr @ sif§leastsbaiienganst 0NindihdPsavbbbcdmBinatibArfand
ot her nodes of the gam ng device, such as an attract node. In one

enbodi ment @ $HBINGaHP\AeE wabhi Raylipes aleBrayjdeaifiecr!syeiaere Sias ede wuard for
attractive I L3, e [ : r - -he -displ
devi ces toﬂg%lg’\%l eggﬁjrgu |o(?fvgIssﬁglér%@ﬂwr'fe@esﬁﬁig)toﬁgﬁm(g)ﬁ%tgbfno@'Eér'e\nb?e?u'%my
di spl ay f uldf-paliines eddthepass throsighnithet samkt watiinglsgyrdycs domnbbihetigaming
device. During., idle periods, the gam ng device may di splay a sequence
of audi o ameFSIGIpEVIdE ArrieYeTaH wggggwlwamm Q@N'%@f@hm%{ﬁ ways to
pl ayers t o j i T, I : b ! : ;
provi de am\/’\t’ Iggp??gépﬁ ng g’%?en g‘)rer’%a@?\é\)#gg?% ge{%@@qall ﬁog%@ﬁ%éﬁbﬁéﬁwth
t he gam ng pagtihésie nay i ncl ude a sensor, such as a canera, in

i cat i i . i bl lled by the . .
o ocessor) | tnatlob4SilE, BBl ERSuibEMe BREGtdtaY ERTRFE ofn WakedOomin is
pl ayer act igeebimiHeling EdidARY e dREE 8N Abolshefdtatt Hha® 25 RAbol

of the gam ng device,” I n one enbodi nent, the canera may be configured
to sel ecti \nosyicasoen adirst redl yr theovimge( of gymbeisdee)erated és alie aypbol

be confi gured. acquire the i es,in an anal i qital r .ot her,.
oui bl °f SEmlonsTRE Y iEsPRS 1A ARG o Pt By Blyere ) Stve
[ mge aCqU!W%&b&h%nsmrtﬁirdﬁet&@bhd%% &9 feh éél’sl*iiVeélhﬂ tMé S‘gjabhiﬂg device
mani festation of the ganme in split screen or picture-in-picture

fashi on. Favitherblepsbone semboheeacraigd dt guiacsivasymhe) ®osttionhd g expample,

d th . ' . . - .
o i " SERTREL I BB Sy g el G4 b
positions on each reel includes 27 ways to win (i.e., 3 symbols on the first reel
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[0047] In one enbodinent, as illustrated in Figs. 1A and 1B, a base
or primary gane may be a slot gane with one or nore paylines 62. The
paylines may be horizontal, vertical, circular, diagonal, angled or
any conbination thereof. In this enbodi nent, the gam ng device
includes at, 4 eg?ﬁ{ a [ 4

three to five qu?é]?érl] ﬂﬁn%ﬁrﬁ{e?@é&?tggﬁé@\ ac?ﬁ’élﬂ% t@&plrée\/\f A S e
mechani cal gnamlag|deylceawlm ttnemsj,enbdlsrganﬂrailedsm*rabmmewm spcxsntcbns on
novenent theregof, .In one nbodl C mechani.c 0

mmohi ne. i nePGRdeeLNBRS AT gaG (o § SRR dhe SEReefhy Browrmpols
be conbi negdnagd Qék%rﬂﬂ'éél%@gpéﬁﬁbd!’stéh He BhiRFFEANY B erﬁsb@.yoﬁfthé%urth
suitable type. In another enbodinent, if the reels are in vid

form one oeelioAdivsfrechganingtiayiceavilhciasee agmbpbcgmm@bma;;twe symbol

di opl aye aParPlERr BleR mel DELAE 23 BERS B 0k FPbeiE armhe first

fruits, numbens3 dydiies on tharsecond r@éhee symmﬁg dmih@hhnd eber 23l ymbols
correspond to a thene associated with the gam nﬂ evice. | n another

enbodi ment oNdhe ferrthdeel ¥©B $wabelsansthe fth mbe uld be| appseciated that
nbol t ey

et poner SFELBind el AP BE L ERlen 0o A BRREISROARny the HERRer of

enbodi nent re¢lb@rgandifyinglths semberotisymbbeserafrhied ihhetiveslymball poBitions

primary game sto p| nnin i f speC|f|ed types and/or, configurations
of indiciaP¥r° Btﬁ%rregﬁ Rddiesithe n;ya?hqr VRYSIPHEPwW se occur

in a winning par[@@sog In AFEHerOBnb B S LanTHGRR ! AhREN ISR

and/ or occur in‘a s pay arrangenent
al t er nat i vavagebarh andtthus atchieatet $|;&nbdlepesltmms ndgn amg smn:rcembddunent the

heger ed upSHHe)PRHERnSErdPEAE t6d a5 yaY SrkeuEiann besren 1 player's

det er ni nes rOHYEATE alcAvaeaY it éacr BﬁtHé!W IRRsRtbrRNoftthet FUETRAN be
of associated synbols which are generated in active synbol positions

on the r eq@pﬁvat@drﬂn%@acfbof the %(&E’ﬁtSYﬂw|$>0§L@nS withbeqrarpaf,phees more of

embodi ment 14 a8 ithn Sh By R bag kS B er ORI PV 8RS brpciel e i
reels, thengasatitdéeyvined Puesipaed ﬂﬂﬁnbéﬁdﬁdef@l]ﬂ syl pb@itlohb%uch as a
occurrence of the generated w nning synbol conbination. For exanp

it one wi niNe Symksl p@§ﬁ'9ﬂrf%ftm§d'nld§|%é<h\é!r<ﬁttb§ refl, (Al hee@actyat%@nd the
d |
gam ng ovigeet] BB NS o ABLE RIEBLAE of Bl ANEE il T, i

t hat woul d tyer ef passegl mdmrmegbnables avphayendo syagaolorcondj nm@re diman oht or
shoul d be a;ﬂpre iate that because a gtag:i?egadew ce that engbl es

wagering ofvilyler &ff ANgr b6 ReserRRY Bived ARie Wees e inygiker of
occur r ence yplachediohiieals & IR 8LHRSARBoRD I ATaAE HE Stk of

payl i nes may prow de the player nore than o or the sane
occurrence p@Ss@leslm@l'Sa tai win. nglra;yait&rhatt\tmtnmhodlmer(tis,. €1) nd symbols are

| it h th h th i ng.,.synbol
P onby nat | onjsTiated 3SoaSREHEr el Ay of 3 inSeREnryibol PRgyRYFo (R any
gani ng devnsgmbwé BeABfLeda@) SarfyOindtiivd QYndd)| 96§Itbﬂhﬂﬁbyl%t di@f)lé%ﬂ% o)
a traditional slot gam ng device with paylines. one

enbodi ment playes bubskitaliysbegedorwilyerwise dﬁﬁgnstedieasamchw by

rl 101 ing Uhe HRHh e SYRRRIACHEIBIARFY L BilEL MYy or more

active symhetispasplayens vaiyer regoaedrédieimdy abtmatetémf opthe Yifeel Symbol
generated in active synbol positions on a third reel and so on for

each reel ®Pst WQSg%{man@rs&éeelwvhﬂrem anelc@igult S massitiogeisenctiveied en
an active gyiRols pastd Oy ecgfgurer)é% n thist &fa@*ﬁ%feeeés S%Hh%od‘s;ébss he

with three synbols enera I'n active symnmbo Sit1Tons on eac re’e
gaming dewce provides the player three ways to win (i.e., 3 symbols on the
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first reel x 1 synbol on the second reel x 1 synbol on the third reel
x 1 synbol on the fourth reel x 1 synbol on the fifth reel). In

anot her exanple, a player's wager of nine credits nmay activate each
of the three synbol positions on a first reel, each of the three
symbol pos | t

posi i ons. SFEoR N SSraEf b aRco e 80 1 Fimte) BpuRe it YOA 1 symbol

activated on thedoudh rédlex nesymibil g thedfifttemles). Innamdther examples.a player's
di scussed above, the gam ng devi ce provjdes the gl ayer twenty-seven

ways to wi Wageref ning %’Vﬁ'ﬂ‘él’%abﬂcﬂ“l%e £AER O thepthree sYahehBPSite S O first

second 1 eelod 3oy BBk Linbh8slisAebn 5 ekl A b LPUd fhree

reel x 1 sy on t I'n one
to determ |symb|mj/ mmtmi(ss)ont a fiicd/irdel twheirbim mzlneyelefetuijseqrrﬂumltﬂrmsntlon is

ted d di | det i
dymbol gengblvdadon SRCRSH (8 reiATIRG Suei ebh bh i EXEEIPITcar chstinsed
part of a whapk nﬂesgﬁmmgr te e I%MdH% fﬂbtd?a)%r Wv'én%}-?&FéM ﬁlﬁy§% Wkl}’e 3

related to a synbol” gen |n an active synb positioh on a
second r eelsymbolg nnstherfbsfdleederXtG; syn&)ogennrtgecaamod rele!axs’i syrebolsoh the

Pach pai r Bind el eEOupRBR L e del] R SinealBaba Teeals ORor <
example, if acti wszqymb GABbiinesHe, tabledire hhy Swbe) iy p'irwaéltolthe

generated in the top row of a first reel and a second cherry synbo
gener at ed iPlAYEReb®%rd o9n rtb eenaraied osimbelsl thengaging rigp\ies; i ipdividually

classifiesy teEleemh S ?fhﬁrs&%rpo l’@ﬂp?atéa i 4t 5{;{\% \g\ymrbﬂ gbg%@g@?%‘ first reel

because the er ry or m par nni-n

conbi nat i ofiorms part b@%&&unﬁfﬂgesmmberoaﬁbmatmﬁ vatly ot isi offerafser elndislg
synbol s are forrred bet ween the synbols on the first reel and the
synmbol s on'® ﬁ@%@b@rﬁi"ﬁ@lgeﬂ%@e&dﬁl%aﬁﬁw S¥MBS! ePRItiRRLON A aepndrreel.

the synbol g, ftl‘i@Or%rﬁB@ H‘tf'éei'g ﬂ'@ng%ﬁ\rﬁg n?'cﬁl ! erlrﬁeoéégaéﬁ?)%@r 6pSﬁH¥0@fWﬁI€ﬁ

formed strings Imrent, for Irst
t he cl assi fforeal partrofr@swmﬁlngedymtml coymtiination (IYE gach pglrobfvretaeed symbols)

det f t ed, by t t I
oo par's 68 2R STt SR R i R o SR b
the synmbol g ffsttdMeriyl Ephbst beﬁgraﬁéd gl tAb adpSaPek s fildt el 298N Nbcond
device determ nes that” a synb generated on the next adjacent reel

is related Cherwheymbqlbgeeeia’ced he thier bottemr ravg off ar ecanskd resinbios sgamlng

Synbor s reevEes MEREMEST tng SRR BN, HIRROGT e RLbllid PRl Fmpes
string of mekaties tedheid l¢h§nfyf’@?hﬁ)oﬁﬂﬁ>rm pat 8t g dvighiagraynsyorzembisation.

generated in the mddle row of the third reel, the gam ng devi ce adds
the rel ated chelPYS3AiRSI deferaibnedf anytsteanfdeiaied onkele are formed

previously b%lt\?ééﬁ ftﬁ@g}@bro'lsngn Ke i ré¥| énd:g%{ %}g{\bols on Elgé)?ééon@rééfethg

ot her hand ng device determ S generate
on the nextgaadngmlmﬂcer ceteratiges ¢l am;ed»f ttioe tshmsysrihains th)é ridxe abliaceht reel

27108 o kbl e R G A o
string of r [
i ng e% ncﬁﬁ\ ; P'taﬁfghf ?% él%\& ifgd hrid egféat e%ﬂ'? ¥ npe! oA

none of the sy ree are r erry
synbol s of delvmepdetermuﬂs,/lfcarqseﬁ fheedymboisrgemﬁratétbbyyhewm«blasi;actdm reel
gam ng devi.ce nar s the s t WO cherr

f.l
dompl ste. 16 Barba6a WinGBe SYTTRR! CammITRch Pe it ciheDiBs reiase He the
first stri %gnﬂfolé 8t ﬂﬁeeﬁlrﬁﬁfm@ Sf I@Iatgaréyhﬂﬂ)lé he tf'\érgsémlﬁbrdé%é)aetermln S

rel ated synbols as conplete, the gam ng device proceedS as discusse
above for débatha sfmbod geamtedm heassitfadgacast realgs refatedtathkel sgiybbls of

the 1 st A TERoRRIS, &:Rised Simbhiso ST Svb ar el e oBr Bt

first string of related symbols. For example, if the first string of related symbols
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on how many paylines that woul d have passed through each of the
strings of related synbols in active synbol positions), [ 0058J
I n one enbodi nent, a base or prinmary gane nmay be a poker ganme wherein
t he gam ng devi ce enables the player to play a conventional gane of
vi deo draM/ r I y |, Se fd C s,a C f :
Virtual delk b $ARE) CFL SRR s BhdGadiqat o ndhy | SMbEI is
traditi onalgegeraie@fmctaedmmulelmw bé teagthirdfreehethgagamingd device, atithe the
cards may be domy sel ected froma predeterm ned nunber of car
| f the pl ay%'P{%F chersy tSM"‘thoi\QPn?F?éeg}OJy@}e gBTdeEﬁes! tPﬂBecPJ?H'Quﬁ %F%!?'ed
via one or g iy hGes, such as by pressing related hold

he t

buttons or VI screen. The player then presses the deal
button and the wwﬁm tbe athec dvanhelql it dnelsgaamimgr device ddéteomindse that no

di spl dth hi d th I t d fromt
Femai i ng SHOIS AERHAIELER e RSt PRIBPIIGeh 266 FARIAY 1 e AP BORHdne
The gam ng figl} sty QPP@Qfe%SS)IrHSOIE' il gér‘n}fﬁ; §éVice Wé}ﬂstd? R B%htsthﬁélcﬁ
whi ch utilizes conventional  poker hand ranki ngs to determ ne

wi nni ng hanelgtedrspmpelsiasgcarapiets Eabemnapler, ifdhefissteatring pﬁreiateéivwnbols

55501 *T'n’ SRR Aa R DeaRan AR, SHAREE Sla fbSect ind MinBRS it 3RS fe

mul ti - hand averrslatsy @f thié daerrpay@iibols of tthe orevibadiyreadsifiéd etrrgyrongherry
device deals the player at |east two hands of cards. In one such

enbodi ment SYFkels éia%lgam"@g driiceanarksA1diags thegiteng rb b FBAEY SXBIPAG
of cards |% ﬁﬁﬁ% iated with its own deck of cards. The player chooses
the cards to in a primary hand. The held cards in the primary

hand are al so h({;ﬂ)@ﬁﬁ]mﬂdneelthbherddlrr@dsredﬁtedwythbol'Ebetheefm!il giring of related

-hel d d d f h h I d df
O e oo SVl L Mo (SLRaNG of Ftert SIS &S G te (186 banng
repl aceﬁenfde%(edgr&re%d&aag%afu | }abusua ff&a@fﬁt gv the' rePRGRin aerASﬁmlraa

repl acenent cardS for eac Ifferent. The poke
hand ranki stygngsr ef trelatecusymhulmamuawdel‘eypreanmls&)gaulmfml payouned dhdra

d d ded to t I : 0060] |
2nnbogyvan{ents a]g?%gr Ovb?lgm ﬁ'& Ti}gb%rﬁczg%?pq)geeés k[eno g!amenvﬁg(rael n the
ganing devi ce diiceie]ysted dHalfahd E¥chiof 6d eéﬁmamn@g Isfro ? G r@!ateu@mb%ls

on at |east one of the display devices. In this enb ment
pl ayer selthetganaing dawt:eod@teﬂmtnqsotf@meaﬂhl yeraajping mandwg)fort momplete

ereon. e Rt ot PodleodBRECE Yy PLbE ol e het Ridf Rel i
det er m ne anyasholld ok s@dehes.a Ji ofintle pretiveely btaesmbdyeuhngss@ egated
nunbers and the ganm ng device's drawn nunbers. The player is provided

an awar d béé!EI!)OJﬁn T his RiasaRs centinees Hat! eltherawh ﬁaagwfdﬁlaﬁ%smbelﬁ is
of determ n éﬂm’a@{ec e?%%r%l Onﬂﬁg@%dagéeﬂ%g R Sf idkBIs fo, anal‘y,/\agoqa]thls

I n one enbo ning credrts or ot
a base or mmbmilmegb,nwhertdﬂmegararegmajmoreead]a@eralreelsgoi/symbabse’msamddpze

opportunity to win credits in a bonus or secondar nus
o secondaly o SRACH HEkSGPAGecS e (FrOART G RSDIES FhiBgs) S Eraes
obtain a prg ﬁﬁo@éag%ﬁ‘rﬁletb” addition to the prize or payout if any,
obt ai ned fr m t he base or primary gane. In general, a bonus or

secondary gane (00g(idben esichrifithe strings oii rghaed Istholsﬁs miagkast complete,
ar cat or oxJRERATEN GVep ARG ERaHoEn LAco OB 8 e rumDaligtq &n
acconpani e(ép‘ﬁﬂ'éﬁhéférrféy?éﬁlé%ﬁd' M%vﬂj’esuﬂh@sbléyelf 83y ‘éWé’?d td3aBciaha Mﬁ%é&h

prl mary ganme. |In one enbodi men bonus” or second al’i/%?aﬁﬁ‘ my

any type ofof $g camipéstgd eings cpfmym@@lm Itashaudd be appipriates thagihie eiaaat is

11 gger  ng hgued A e dameetBrifing' & el SafhddlneraBa i

active symbol positions (i.e., as opposed to a quantity of awards being based
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not triggered by an event in or based specifically on any of the

pl ays of any priner,/ ganme. That is, the gam ng device may sinply
qualify a player to play a secondary game wi thout any explanation or
alternatively with sinple explanations. In another enbodi nent, the
gam ng devigepn(ar e [ C W
Game at | edt MR AT PEAnSSReE ok Rt 3B e o4t & SR SRSy
event, suchelaﬁediSymbalstlnmtlt/e eyﬂrﬂbobpsatiom) the play of a pri mary
garne. %) %]3 one eggq odj nent ; gam ng devi ce incl

pr ogr am whi ch S8l fng qd}mﬁﬁbl"’h é‘sﬁoﬁ’fug” h @288 anay EI%@)@"’
has achi ev r o0

or primar y@ég?r%wqeﬁg@n{o%g e ogi("rcr:gﬁ‘t?'?égl %gﬁegﬁﬁgayfgrﬁla& qugllvgﬁﬁ @nda I
for a bonugagearef vidke ctnbw;pnkenapdsmbal@qdmlsIfyemmaltfdnesmmmnbamual

t th t d th
are. " Thus deFbr f@ﬁxﬁwb?ﬁl%és R P Gl 2 it Bureiiiond A 6 Farge o
that the PhiRYes cab 8 Me glnfhy BBVREIMY cAisRARY HORBOMAPSEIdated Fof &

or credits my be accunu ate in a "bonus neter" progranned to accrue

t he bonus wWageeteryinedeabmbesrofepandses If ﬂmm@awe\rvtsnas ﬁ@adt’avt,l pae ipdayer
b f | tipl |
g e A e N T g e

i ncrease i nelafsd ROKDRIttEHs oA Shaea/H Sidesh emrfeSplay@fm@d pré@sémme deal
enbodi nment , the pl aier may redeem extra bonus wagering credits duri ng

the bonus @afentande pntad astdisaneded sardspieeremoved fromdbs|display re
enbodi ment 'th@ aﬁﬁﬁ& rﬁé&ﬁ@tdreﬁlg e 2 IéinléYnéﬁ} Ja?&s PR r%ﬁgﬁnd gards in

needed. That er nay not pur ase entry into a nus

rather t heyhemlebkvarlmereswtsﬁn enfinal fivereg rhavidayTlmé gahdng denieycap@nes
t hus encour a‘% ]ay of the r| mar§ 3 I n anot her enbodi nent,
qual i fi cat it f W@ %ﬁd@ar& Q &t pAYarlyt high a‘gﬁ'éﬁﬁlqwgﬂt'?mloﬂﬂ?ﬁr

a sinple " E‘é}ﬁdl r%nk tﬂaedé}leflﬁ%ugﬁro 'h%ndéf 'Ifigbecglctl G HelRe ;P‘:?Wies

unsuccessf at quali fying er” speci fi t| es.
anot her enthogiptayer wﬂhwanpdveqrelrbaﬂmt omekeirming pandtandsirdenwager oboradits

bonus gane er a designated anount in the primary gane to
qual i fy fortﬁ?ﬁgaygémé‘? gane. In this enbodi nent, the secondary

game triggering @G@Q]tln%théﬁ@ﬁﬁb&ﬂl‘i'\ehheth‘é' QﬁseV&gﬁl"méW g@mgﬁé&% a
primary game wager anount) nust have been placed to trigger the

secondary dawi-hand versigoeé]video pekesnbodihite embatiment, uder gaeing device

i th cach”opRl aRYE" 4 el ARG Rardto il shEL hAlnRE e

data networckrdy drenthies sepmanrgat i o dndkerhBodihierithegcre i 8 néardshi
central server, central controller or renpte host is ané suitabl e

server or @shptiefashwiBiscaviesk of gardsdebheplayeashogsrs g84@ hafsyin
at |east one,dRARI KaRg. Sﬁh%f B8 ey ﬁ?tr}el @iu?\'ahﬁ ﬁéﬁ&taré ‘é?sfb ﬁéfmﬂ tHE’Htr?er

t he central %emer IS a progressive con processor of
of the gamhagddesfi cadsi m héwaargamng;nenﬁeﬂmafds aresanevénb@onmehsh Hdmel

processor of each i |ce ned to transm nd. receive
events, dyed %B%g %Wﬂaﬁ@%eahpam @r%jéﬁ’ﬁ%%ys‘i' finto that
bet ween 1 h?la'nad'glh@é%e Qé'ﬂ‘ae&n@ﬁglﬁﬁl‘?isaé‘lﬁ raR8oRANHE \é‘?lﬁenﬁy §>r each

gam ng devi ce processor i's operable to execute suc A
event s, nedsagethe mplacameantsarda fmoeqmmbanabmvmwsmltyntme dpﬁaram ohhepoker

L, 980 R e R 28 Pl A RECE% R SSERL Bl i one
esi gne alr 5o e

ot her sui t@w@dg@y@p@év,gé@q@{hgﬁ yeen the central server and each of
t he i ndi vi dual 3am ng devi ces hé central server processor is

operabl e to exe QO@OHECWQ@mdemrfé,daﬁbm or meaggsma)mambﬁaagseglo
appr ool at edeti el st Bohe ARl bRl aRE F Seistatintitifia St

numbers on at least one of the display devices. In this embodiment, the player
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[00721 In the various bingo enbodi nents, as each gam ng device is
enrolled in the bingo ganme, such as upon an appropriate wager or
engagi ng an i nput device, the enrolled gam ng device is provided or
associated with a different bingo card. Each bingo card consists of a
matri x or ST s C i j Wt

- separ at o Pl o, Ba§TRRES b el LA B Rufaivash hs APELRBR e o
each di f f enenbdds nEoalg diplitidevicedaschaaglhftbate streepnbl maamingtievice then
el enents. For exanple, if four bingo cards are provided to four

enrol | ed géimPiRysdaiecies, ofidrawsanemepes aRd deisrmyBe @ agpung of anatchgsy if

f the bi ' , : ,
of the. bl nay B pRIRLbLoIheTImEL SR Bl Rl SREe 0R-AlS
uioon F_r ovi @%Jngaems.l Eﬁgqﬂamriimgrwiqﬁd barw:}atrdtldasgd clcraimé amotl?wohamyezi if
urality of enrol|ed gam ng deyices, .t centra ntroller ran
Cel octs: or oY Shesechid the Silina! CRTMIAG MEJRAS E 1ot BHEIREE Of AUTREK
el enent isgphgcted, a determ nation is made for each gam ng device

as to whether the selected el enent is present on the bingo card
provi ded to tha{OGH]dh bod egaladigené\in @dditiDi to wienimgnéradits onotiwr aveards

The tv, | ol EhBaRs o RAmegl e e Mo BRBINS Vo Pl alRL e Bl tae
present onopperthhing®o GARdcrruRY i ides Bdglufsh@ﬁ sebsRddrodyanel dirdavbeRus or

that selected el enent on the provided bingo card is nmarked or )
fl agged. THESOpa¥aeundf Tde kenuser eecansians Jame enalNes dheplayesite obeain

el enments o : l . b i t gl : r

or cdot er m At bt DAYETEChAdipa b e SRRV K ARe St dfpm the
bi ngo car dpasétorspvirihey gemeppiregeated, &ainusnoosecatdzodigaend rodeces a
gam ng device requires the er to eng&ge a daub button (not shown)

. . pl a
to initiat&Qne 'MdBS'%erolﬁVPh@%/BWPh&XG et tharkthegbase or Rygnary gape
sel ected el : o | 3 . i ;
attorns arseaig i provides Bl Ekictith Bf wiklyin Rifh P LGS ormary
ganme out coganies atet &r atcwdpdnied esitth nodret diteraetiven ok eshugaai fegtalesi tbas the

b d, at | t in. t, t | ected, el t th i ded
Do SRR o PuRAEL BaPih G S TR Rb e Bhh e, BE sBESHIS e
gam ng devines, BELRY! 1Sk bf stiffhlBiga@9e, SRR isinilr tbi FRbrM et HifASH tTbom

device to det'erm né Y_ﬁee predet erm ned gane outcone provided to the
pl ayer. Foithekaspbeprimary gemeyani ng devi ce to have sel ected el ements

ked i i ned t ' i ded first tcon f Wi,
$10 ahi ch wi |1 BGQ0 e B ebs (5 tbaF g sehT or iRy, Zoptttn
first playefapbayssdldctadfdutedmeanthe phhay §AARNGr & patRAIfeMHRydhent of
have sel ected el enents marked in a different tBredet ermned pattern is

provi ded aOC§€coh®et peifa o @i AispRywAe\Ae vin| theperipaby idaae t e as the

second pla . | ,

came 11 oXERRLEh R beBlind Rt e B3RRRA R Blord £ B8y MERIRE brimary
sel ect ed elsisteydrse @nbodinemit wekenl indfigs o1 Aranice 1B ellebitiar eradogiatdrts, nbe
are marked, .this enbodi nent ensures that at | east one bingo card wl]|

win the bi HPYHIeCHRH Phayaliyindeaardilpe aSRHEY Paged AR RYCERANG @ Gertain
PL0x1 e 2, B A AR 10,09 ST GO, e f ol sl o

be appreciate ecting or
det er m ni ndingr)eopreanbirg pispdeified mumetk rgafrpinis tezoned doripg lganseplagy ed.

0075] | ft b -d i bed enbodi t, th
[007e] I e e alB) e, Bk et bed e et e 12 or
addi tion t @eafty é&ﬁf&le?r%V@ggﬁr{grﬁtrWi??é e b[)hs/ep'oﬂgcbrgﬂ% ?%ys of one or

di scussed above. In this e one or nore elenents’are
mar ked i n $upel eeeandary games. ndn winehsucha eddxidimant dheugdeingfedcawves
el enments, a

i th e’ kot e APRRI AT [Shse 20 o iriafere K% REfRAE BLERy

secondary or bonus game. In this embodiment, qualifying for a bonus game is
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system The gam ng devi ce and/ or associ ated player tracking system
also tinmely tracks when a player renoves their player tracking card
when iuding play for that gam ng session. In another enbodi nent,
rather than requiring a player to insert a player tracking card, the
gam ng devi I . DI . I, CEes i

D ayer, sudier {Sdcrbd iy BR%\Rht F7ich (R AN Aol f AEE AR fof any
any ot her suimiablgamne.r ghes &, dey igaenihg devrekmahaimplypduwsliéy algyerstoapldy
ends a gam ng session. In another enbodi nent, thekéan‘i ng ;ﬂevi ce .
utilizes afy SSGPPERNVe gﬁnéﬁre\t‘"ft'ﬂ%“tt @@Mn@%ﬂl&?a&?nt%_ terp 15y enple
track when eip@r%ﬂ‘éﬁs.bem' %tﬁ@ﬂeﬁ‘i%@irﬁﬁﬁ@%é‘%@’ﬁ@é'@ice I(]cg/ celﬁtpéﬁﬂrver)

During one of nbre gam ng sessi ons, e’ gami vice and/ or player
tracki ng syshbéfies maplayearfyr awsdcabdani ghoremat ieast qrartiztyabasent loraa gampe

s (1 ML TR R S A R I

pl ayers, tt@ﬁapgrwg,ry dgna,g_ki ng systemincludes the player's account
nunber, the player”s card nunber, the player's first nane, the

pl ayer' s sur namiQ064]dn pngyambediprast cheahmiagelevideeinglugigsra prograyewhich
tracking rankin any_prqonot.ion status assocy at wi,th e player'

ol ayer r adll i toaieafl i 4, Seflniapl3E St e Ayl Noel eRliEyed o
the pl ayer 'tgg@etingvéveioy qualiiny eyfdition IreERBas#odi FtmSBE§ARBS In @hodHnt

ot her suitable data. In one enbodi nent, such tracked infornation
and/ or any esiedimiest f afierua laxerobanoralified fiok AL BAME; dbRiMayer may

systemis di i ng..4i : LN e .
Cobeent VBBRRNELC oL b AEHLA%oHreE b BGER oinuec
associ at ed pay bntthe bhsyer grimaaki ggmeysTéos fordes¢H dyads \Wualifyieg avent,
nore service EA ndows Ignot Shomt)hg\Ahi ch are displ ayed. on the central

di spl ay deBUEB ahds BPyshevapper thar Spe Bjaxss\pkigins, a givepigagigper pf dppus
embodi ment ’ga%éjlv%g?érmgy BBLnté BRI Im3G VHE BscchfulsRRAR & %orﬁﬁ'h%’eter"
ough a . b t he

connect ed toget her™ t ata network. I n one enbodi nent,
dat a net workogmnameddalacarea thebaouk wagekng ¢nedithioc lendies towardr eventtual

t he gam ng devi.ces ar.e substanti al l oximte to egch gt her and .an
on-site coRAIGPRRTdR & DUMR 1GATEY A8 QOCHERNES, i MullinlS jsieh, ponus
est abl i shmepg|ifingt SRrts O Ghea paATHPIg8/IcA MG hrevtt i naﬁi”gﬁﬂmﬁ%tﬂlc or

enbodi nent, the data network is a wide area network (WAN)
one or nor @&ppnentalgasiasgedieviheesumberiaf kamsuwageatingreraflits axtardedst In

ol ural ity oneganphBimef Lo Rls? B GeeBinekfie Lo BRI B RS 1dlFing

gani ng est ahé bohe yan®s tokktBha p@a)dbfﬂwértﬂfﬁus%émég establ i shnent than
the off-site central server or controller. us, the WAN may i ncl ude

an of f-site centP@Pdldarang emboginerioinceseraiatean®y feaior duydhifaga bonus
e ] rar: roo $ . _ e
area, - such B0 Ty ThaPisT 8 T PT BEP Rl AP STl AR BT Game;

Slubﬁt an';]i alrllfhmeirggeyimabt tvin tdne?jdml\bgwrithg)mﬁplam dietiey pbedthrabgaree, thus
al t hough the nunber of gan ng devices in each system ary .. .
rel ative t&MGRET3HEY F?I?ry. %egpr"‘[‘@'dfﬂﬂm?-n I ABPET e@?ﬁ%ﬁ?‘%@gtql}l@'ﬂ@% of
network is i r r vl |~ i t : A
of the gan‘itﬁg y evi c@e%%%g%de%ig?v\hg% I?atg{&tC E@@Sﬁgggﬂmﬁ% Sf‘/mrlﬂ? l?)g[?d ylafgagi[g'
one i nt er nébe wlaywerforl exarhple, efrvloeli pteyer, hapdrern amsotcedséulgatignglifying

devi ce and  accunul ati on of. credj.t.s may, be conpljshed with only a
Connect | on PEUDREORSH TRACTISH GEiViGes c o PBOTEF TEAGOMIRELTY PIRYEABLSt
server) thiqyedh 2 oayaat éi@@ﬂha@é&o%ﬂ_ He Yotk dak bF aRsdes sl aBsighBfdd
digital subscriber Tine (DSL), T-1 line, coaxial cable, Tiber opfic

cabl e, or éiheuntsin tiad|rriroanhgemerdo qualifhi for diisodeerntary pyaiyer s Ineifis

Connect + on AR B SRCutdRRY e eRE AL VB FuR? Pl AN cice-
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machi ne in the gam ng system In one enbodi nent, the nenory device of
the central server stores different game prograns and instructions,
execut abl e by a gam ng devi ce processor, to control the gam ng

devi ce. Each executabl e ganme programrepresents a different gane or

" ; . . .
i the gamas oy Ot dERYuda A, Giln8 dadt ARG st bR B HRER 8
subst ant i altliggdriire sSaoendmyeyaphe@ly Wi th different pay tables. In

di fferent enbodi ts, the executable gane programis for a primry
gane, a secondal@ﬁ%ﬁ% 05F Y8 ﬂd'"’!@ﬂtaﬁ%t%wragﬁﬂ)ﬁbﬂger?@ QNEeCyaAEe Of the
D 00 e e YRS ¢ RS R cBRERMEAIRTA LBt B ot cpstaps

si mul t aneo ay of a primry gane
to or fixedeotrat tentyzier 56 themighea data wiebeorkesrs@mote comm0nBatioh nink 58

enbodi nent, each gamni.n evice at |least incluydes ope or nore displa
dovi ces. ani? SRS GHEPGHMEGR AN i clEer Eb<HNBra AT PG ToferapteHiost s ahy
player. A LOfableRePP@SSIOtompuily 88yitE WGP HRIGRSCAT Iﬁg?t mérprpcéi%r SRd
processor or a processor of a local server, is operable w t he

di spl ay dewt deqst)ongnmemonyher stopage devicee ( ¥) difereniesach embodiments; the
gam ng devi . [ 008 | n. operation, the central.controller i.s
aper abl o SERRLSSIVELIDA SHECHohET P TioIBRor & BrEReyane fRoar She Sagile
| east one ldegrksph A6€R@hingIsystirhf eh eRése BRMbdiRBhE, thdPrededsed ofaden
prograns are comuni cated or delivered by enbeddi ng the comruni cat ed

gane progr &AMiRd adadeecis slesignashgenéignsid. @nd deaeive oeMeRist ompesages,
{ gl . . P veete _
ot her  meai SOMSFARGRr G Gbr st W 6P SARE BRI TN Roidld Gaing

dedi cat ed deavienatdvihd centrabgetverorTiee igginging atee/ided peocelkbels bberable to
are conmunicated fromthe central server, the

stored ganme progra / L A
| ocal proc&%Seyt e&g‘im:@mmca;sﬁqﬁmn&%ﬂ@emw £ ENMARAS iR LOBIYSICEPN

f th ' j
andior | nportas SRERSIRAT SFURY SRy Govion "WBlepUE, e pestey] BF(Re
program i s ceotralrderaeredst desighedalto ptrangsiorandt meceéioe abvenisc esessages,

h th t | d at. th ' devi
00541 I SROVTER e s DA faNET TG4 P} S1ohagamRS e CEa0 aEorAE 2Bf

nore gam Ngaght 66 tRAYinARIdIRH Wparkee devida8. cemid alend@l V&irvén pRocessor is
progressive configuration, as known in the art, wherein a portion of

each wager operalie ttp saxecute page communinatey geamnds nagsbages,| @cearsthands in

one or nor ' i.Me . ln e i t, rogr.essive .

o g SyoCelRREER SyHEuR RheRueh B8, AT SR F sBPRE € Bbbfesiated
central setivatreneatmérever £&tty opthafiinesibhy of e tengantdrtraiiet eserfted server
providing a muiti-site |linked progressive autonmated gam ng system 1In

one enbodi REREMOlE Ppslyre difclasegaieeln Biayt kerprEStMEd ty @EplNaregaming
. . tr _ .
T er ont CRuiCBNEESsGUrS, It BHOGE A Woré RTat BhePRRRE o cBRn s

| ocati ons whe Humctnsi dfyone ali hbes epming tdeadcemprddassarstatdisclosed herein
[ 0085] In one enbodj nent, tpe&progiessi ve gam ?ﬁ% system host site
conput er i S'PEPRPETREYSHSY REHTE! SPTUIQSEr BRNEH SEAE UHEMAtE §PSt he
progressi ve gam e , :

. (L@((@% Y5 @ emBonr‘héntt Fﬁ?gbﬂ%‘ SutcBni GRS fbetnr%%?g‘a?& is

system host sit uter oversees ntire progressive ga
syst em and deteniecdrioyt @ cehval semveutor mgnéollepand essided tpabkpdager #l the

Phe. pr oor c9eMES GenitRy bR RBUM Sl ECAER Py ol R $uEB derano SBipse
conput er 1 gré 8PBHMINGdtdh @th Hhat éeﬁt?él“yé\ivéﬁtdroéblhﬁill‘éﬁenupaﬁ %?g%;?&

device hardware and software and the progressive gam ng system
site conpuidtiatinghgame elayationenof thengaming deviaes gtnei ingiated gamingrapvice
rd wi.n, in ang 0 a centr"atelr

server (or CPREGTEGEEHaE iy ety Blan! R P Sost B Ry
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(0087] In one enbodi nent, one or nore of the progressive awards are
each funded via a side bet or side wager. In this enbodi nent, a

pl ayer nust place or wager a side bet to be eligible to win the
progressive award associated with the side bet. In one enbodi nent,

t he pl ayer nust t ' e ' I di

to win one of tA@b%@gréroggsé@éb%rﬁs?he?ﬁ&&h%&eﬁ&igﬁ%@tﬁ@lﬁ??e?%h?%3!18
pl ayer pl agasneroule@ne sreignest eadi radiosnldegdrairatdsha phae butomynavegerthe
at any credit anmount during the primary ganme (i,e,, the ,plq?%er need
not place PHEGRGaAbEsEd AupPiahabditydatset In 6nﬁﬂ‘eéqu6*i><kﬂ'@ {hienceieal
of the pro [ ) j

pl ayer's \N%Sg\%?(qrﬁca |I'%|? orﬁ ”?@@ﬂ@%i’r’?@%ﬁ%ﬁ%ﬁ@%"? %g%?%tag écr:&?ﬁaery
odds or pr gaaie basgd bhatrobdislityldagar Iwidrothemermbediafertthiheprerdgrad seinvee or
awards. It should be appreciated that one, or r f the progressive
Swar ds my CBAEHIGTRRRRT SeRETes s ae BRIDME HrrBATe REMaRy segne and

placed on the qudoRBEY GARRS talsekingn gﬁr%iﬁgili?;‘a@té‘.?slrt%ié hem8BHIMent, the

system via a gaming ‘establishnent or v y suitable manner.
[0088] | n &eobtrakbserabodicoptivllerisecapabim ptstofingrand utiigirg pragraawaods or

are partially f ed vi si de-bet or ,side-wager. which the.player
my hake ( S iy adng Fitar he Ihenal dRlchat i SRR
enbodi nent, one [Q06ITH CaPfalfehatRico BhfRiiMentvedsedti® §emeebrvbbmtroller
only side-bets or side-wagers placed. In another enbodi nent, one or

more of t héPnisessever AWEE dyedeierminateaoplesedsels pf ajedetermiagdrgane
di scussed %l&?é’ogpg%Wﬁlﬁwisaﬁrer@o%\ggﬁéﬁte'tngtc%n?ﬂ'al %'eﬂfe'r"@rggér‘?tralq?crlggeives the

(0089] In one native nent, ~a m ni mum wager |eve

required fganse gantogedastjuest tamdliadeédandentipeseletiechegradetarpiinett garte
of the pr o%(ry?ssi ve awards. In one enbodinent, this m ninmm wager

e
level is tREGRIRE ﬁ/aﬁj*éPrPQ%Pf sametq%cqmmweﬁﬁéral PERVRE O aRMtrgfler
machi ne. | ' et '@%‘Fcle. FROM, :

for a gam 2'8@%%Eﬁ%rg§ﬁ8%5%%g?@%ﬁge ecét(%gg%% 0 taiéﬁagne 0 tE?ﬁ'ee 'S
progr essi vélagged ds. used, it is[0eedjted rfraan dutiesr sstbcttimiom, the setwraldd pnd
of players at a pluralit f Jinke am devices in a gam system
par L1 ) pat €2R5, Bgr SHRCEHPh e AL AEATOI O me N UaR ReionTer Wager
plurality gheplRy@tEdatamed! diitddrnbY cah IHdRA HaiMandYHResowRbind Na
conjunction with one another, such as mtg pl ayi ng together as a team

or group, wSecCeN@ARYEANNe opbraNevRindary amd seeorslach gansodiizentes, any series
award won e qr i S ar.e i_ither equally or based on any
sui tabl e cwpéﬁea$Ut§§ﬁW§s§§$hés ﬁ??%@@qﬁ players of the group. In
anot her enbodi ngn070jarHY bestralt seroér BF @BAtrslidt camplunicltéd Yhefgehbided or
gam ng devi ces conpete a(ﬁ;al nst one another for one or nore awards. In

one such efBl¥ieR gEMS OpiGAEE ito\thefinjiiaigd ganing deyie alTineygaming greige

am ng devi fif, L CJ jqn ] f e
gwar dg. In rgﬁao}'%%rtﬁéen%%%tggt ?nggg&%lqﬁé ol p a;?egéd j{}&éﬂ%ﬁ L@él 9?'}16
of Iinked mlhdmgedgvtheqﬂa}aélay Irf an aitwnawirerr?amtwﬁeds r:vm‘lthé rgeamrate? c:jr
out cone generate one gami evice affects the outcones generate
by one o? ﬁﬁie&tt?éjﬁﬁél? @Hﬁ?gmf %ﬂl%?:res&ﬁ‘lt%‘ipf Aippiasd,iod ed?la%?fm%Ch as
Game o (2P 4 mBsi EBHP%ti%ﬂ‘%fté)sf)'t thachind of AHNARP cattis YeaRiA BPe4rd

enbodi nent of a process tor operating a gamng system or a gam ng
devi ce di sglaos®ds aéscedeterminied s theatattral Isenereorendndmdilerand cbhinsunicated

process is,enbodied.,in one or ,nore software ograns _stor in one or
ot o menor feaNgnatated FaS, IEHES o hr o'5e Bt oo rastrved el BRyer.
Al though t lttentidf] PEE&SSction &eé&{tf&%‘énvé&hbtra%@rhﬁfjlféstraﬁliémﬁeﬁ{ SMGHRRF Entity
illustrated in Fig. 3, it should be appreciated that nany other

met hods of ipeimtaniaimggt rapracpdates secoudsed opintrollingi sopnige s sedwginge and
certain,ste descri bed mm

honen oPf et MCae B ot Rlc AL SRk BRoReRERUAE T Blingfating yin-

loss volatility, and the like.
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[ 00951 In one enbodi nent, each bonus game feature unit has a target,
t heoretical or average expected value. In this enbodi mrent, each bonus
gane feature unit has the sane target val ue which the gam ng system
is configured to, on average, provide to a player for the redenption

of et oonus. DB ITAEN e el et b B ARER SR BT

t heor ;at i caldet@imired ésraassd @fradpmramy of/grhmi 67)net&mlked gdﬁﬁl@degioesbased
gane feature ynit cannot be determned until one or nore random

det er mi nat ioﬁng‘ep?c%ﬁsiq a Q&q’deQﬂi Qi lPHernGaP"@der%tﬂﬂ'éne'BE’Oan‘tb@ﬁGB
garme feat .‘”il‘?dib'iﬂhéfsgét‘?%rgdﬁﬁ\%é %ﬁz&ebﬁé")or more bin 89@&40,%&18&%9/ games to
accurul ati ng one or nore bonus gane feature units or I'f no bonus gane
f eat ur e unideterodnenthatpredeterraimedogamesouttbmenaatua greyided fodbegplayerefor
if the player .has selected to redeem at | east ane accunul ated,. bo
gare T ent uiBe (METedie e AR 5 SR e Eie0edts  0f Gt antodingRb e
108. bR "kehd, tdie |<|s&é}yepahfés iQQHis%‘Ri)%‘at ad te r@l@\?sm atinl e@sther
one accumrul ated bonus gane feafure unit, the gam ng systemreturns to

bl ock 102 @&mhodiventdbe biyp, Xeooar lefteiyl game ienel diselayed tpkhsy player, but
primary ga | aci ng. anot her wagey,. 09810n,,t he ot her .
hand. 11 ne RSk oR fuf Bute e, 7 liey pame SR I e Bl Siralgec
bonus garrefgbﬁeé iioHtd Valut ér BRPrivGasysiRIBoAUER) gardel he avail abl e
features of the bonus ganme to the player as indicated in block 110.

In different ent@@fZEntise varousehingacesmbedimanise dsopagle tgaraindodevige is
Lo Pety CERDBERTYS 0RE8 LU MR aR o b Bger 8 oPlaging
symbol s f orart inpubdeuiseg ére eneolidagaming deede tis provided forragdoeidienusith a
gggﬁ S g;amg p\llf%rgﬁt &%38%%?& .e%a\(lzmﬁtbri]n;cg cér%acsgns?sqg o?]:':\ r%gt?ixs rnabr(r)elysofI enIanrt]e?\ts,
wherein each element is designated with a separate indicia, such as a number.
It should be appreciated that each different bingo card includes a different
combination of elements. For example, if four bingo cards are provided to four
enrolled gaming devices, the same element may be present on all four of the
bingo cards while another element may solely be present on one of the bingo
cards.
[0073]In operation of these embodiments, upon providing or
associating a different bingo card with each of a plurality of enrolled gaming
devices, the central controller randomly selects or draws, one at a time, a
plurality of the elements. As each element is selected, a determination is
made for each gaming device as to whether the selected element is present on
the bingo card provided to that enrolled gaming device. This determination
can be made by the central controller, the gaming device, a combination of the
two, or in any other suitable manner. If the selected element is present on the
bingo card provided to that enrolled gaming device, that selected element on
the provided bingo card is marked or flagged. This process of selecting
elements and marking any selected elements on the provided bingo cards

continues until one or more predetermined patterns are marked on one or
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e. a value associated with at | east one w nning payline in the bonus
gane f. a quantity of picks in the bonus gane: g. a quantity of

sel ections in the bonus game; li.a quantity of wild synbols in the
bonus gane; i. a quantity of Wlld reels in the bonus gane; j. a

Quant ity ofng e b 46ET o SYIRA! Bl LHRLON BRI bck 0B bR 1kioh ope

term nators or erm at 1on onus quan

anti-term rattdmient,tthe gmnmg dvigE requires mmayéwtméngmarl@aml@bbﬁon
in the bonys g uantity of | ocking synmbol posHbons in the

bonus game{ne 33\0"&'%?& IW'HPquthGMQH%%Q t $hergsnyng deavie Briyeggainiagging

any selected elements.

[0074] After one or more predetermined patterns are marked on one or
more of the provided bingo cards, a game outcome is determined for each of
the enrolled gaming devices based, at least in part, on the selected elements
on the provided bingo cards. As discussed above, the game outcome
determined for each gaming device enrolled in the bingo game is utilized by
that gaming device to determine the predetermined game outcome provided to
the player. For example, a first gaming device to have selected elements
marked in a predetermined pattern is provided a first outcome of win $10
which will be provided to a first player regardless of how the first player plays
in a first game, and a second gaming device to have selected elements
marked in a different predetermined pattern is provided a second outcome of
win $2 which will be provided to a second player regardless of how the second
player plays a second game. It should be appreciated that as the process of
marking selected elements continues until one or more predetermined patterns
are marked, this embodiment ensures that at least one bingo card will win the
bingo game and thus at least one enrolled gaming device will provide a
predetermined winning game outcome to a player. It should be appreciated
that other suitable methods for selecting or determining one or more
predetermined game outcomes may be employed.

[0075]In one example of the above-described embodiment, the
predetermined game outcome may be based on a supplemental award in
addition to any award provided for winning the bingo game as discussed
above. In this embodiment, if one or more elements are marked in
supplemental patterns within a designated number of drawn elements, a
supplemental or intermittent award or value associated with the marked
supplemental pattern is provided to the player as part of the predetermined
game outcome. For example, if the four corners of a bingo card are marked

within the first twenty selected elements, a supplemental award of $10 is
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p. a quantity of award opportunities in the bonus gane; q. a quantity
of progressive awards in the bonus gane; r,a range of avail able

awards in the bonus gane; s. a nmaxinmumaward in the bonus gane; t. a
m ni mum award in the bonus gane; U a quantity of active reels in the

quanti £y oPSed S bR st S8R bRk By SR BRE; ¥ ndlye
in the bonbe gspreciated amtmmngemwmghedh@wyérldﬁ atd]‘ai'nbfgnd@wGQWy Be
a quantity of hands of playi cards in the bonus gane;

quantity ofPreyided s@),wnlwgn@?b@n@ewﬁtgnt award regardless of whether the
enrolled gaming device’s provided bingo card wins or does not win the bingo

game as discussed above.

[0076] In another embodiment, one or more of the gaming devices are
in communication with a central server or controller for monitoring purposes
only. That is, each individual gaming device randomly generates the game
outcomes to be provided to the player and the central server or controller
monitors the activities and events occurring on the plurality of gaming devices.
In one embodiment, the gaming network includes a real-time or on-line
accounting and gaming information system operably coupled to the central
server or controller. The accounting and gaming information system of this
embodiment includes a player database for storing player profiles, a player
tracking module for tracking players and a credit system for providing
automated casino transactions.

[0077]In one embodiment, the gaming device disclosed herein is
associated with or otherwise integrated with one or more player tracking
systems. Player tracking systems enable gaming establishments to recognize
the value of customer loyalty through identifying frequent customers and
rewarding them for their patronage. In one embodiment, the gaming device
and/or player tracking system tracks any player's gaming activity at the gaming
device. In one such embodiment, the gaming device includes at least one
card reader 38 in communication with the processor. In this embodiment, a
player is issued a player identification card which has an encoded player
identification number that uniquely identifies the player. When a player inserts
their playing tracking card into the card reader to begin a gaming session, the
card reader reads the player identification number off the player tracking card
to identify the player. The gaming device and/or associated player tracking
system timely tracks any suitable information or data relating to the identified
player's gaming session. Directly or via the central controller, the gaming

device processor communicates such information to the player tracking
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bb. a quantity of free activations in the bonus gane; cc. a quantity
of rounds or levels in the bonus gane; dd. any bonus gane feature

di scl osed herein; and cc, any other suitable bonus gane feature.

[ 0099] After displaying the available features for the play of the

bonus gane, e | at e 2 t it i
system ena&y%%h'hgﬁkp]? %ﬂ%o@i&e?ﬁa}@f %s:ﬁ%%}afégﬁﬁéﬁ%rr@é%@né %S/S?%E Ao
play of theinfkpugagasrewhsn i adpgeedrdmot@cthelrlplayien fraekingbedrdewhen
t he gam ng system enabl es the player to select a feature to activate
for each oﬁQQCWéMQgH@VJGr thatrganiigotession: ulneangtheg emhgsliimgng rather than
desi gnat ed It . C j t o} et f
singl e pl aﬁ@Hbgeé/BgXSg?gghngeﬁ aF@rgygﬁgér%@gé @E‘tt@ %?@yegr &Eg@:ga¥tmze§
| east four dmerarsmgenportaise wewioesidasried bg agplayeg ssgbtasna ealbpheset deadio
pl ayer to 2e| ect up to _four %ferent featurgrcét_o activate for the

pl ay of thé'SH8ROSY f'c?‘;"l\o’h PleRNLREISHEAP!e WielegadieNFesipstash when
enabl es the E|a§flé?rbég%s§%hﬁpén(?s feeg‘éHfiﬁg ts‘éséfbr' vV Grfodfiere ngmé{?ﬁ the

pl ayer's accumil ated quantity o onus gane feature units ere
i s no pres@aningidevice uthizes aaptsivitablefbibwetns teshhbgycaricket technology to

si mul t aneouys| ctivated for.a singl | ay of the. bonus gane).

[ 00100j o ok A Aleer ,begmf?cﬂgf‘% B MmN SE5 M as an i ndi vi dual
average expect edoyAd|usurly SME'RIBoRXPEFIRAsEIGN - théNHming. d&A&d and/or
i ndividual feature has art individual average expected value or

aver age expéayesdracigrg sysient irackpranyeauitable intoreatiga, ort tetaagdichi anany

Whon that FUIRTRS Faskteh. B08RerCRaoel BudFuban iRy Y8 g AT RARD: tider
feature beivngersnei plhesd W lhhdiffBrdrdnibdditderay eforgsheexpesdedplegere e
aver age expected payout, conbi nations of features have avera

expected vRIAKEE TECkiGESVReMeRpEgEs N RIRYET S ACTRUSLNWRBE R Jbe Sl isceprd
ddi t1 onal TSRAT U5 PRSTS RS R, RIS S oy Man By L preferred
f eat ur es amanspiheyeldyéce mpayesdracking eankihgt anpronattioanstafusf aasesiaied
of T eat ur oIS HEUSER e YECKE SIS RIS RoHITTmole PRRe
Form that - Cha Tt ek o ol rasan, fhe bk Baetem Sl et R an sty

conbi ned t ofeerhsuitabid tata. daohedrheedinranty geil tracked irdofhaticenand/or any
aver age expect ayout than .the average expected payout. of. t hos

eat ures bOCNEPERBAITE FIcten Ry BusFie" S SPPH) 5°Hsbles on
bonus ganeplayer tradkifyl QikblYf 46" hhendthay embariiiehs stichl teasdedoinorBfitivn
gane feature to activate for the play of the bonus gane, the gam ng

syst em ded@déoroaay bekitable dratireadssacialaft withr thea plaVes niiéctdagresystem is

ol ot od fopL’ I Bk S3nER SHRIREMEEAGHS GRLMGuRL VAR e SR e
(00102] Af torrthaadsnval tiglyngete andriteappesdisplaytidevigd.ay of the

bonus gane, the aam' ng systeminitiates a _play of the bonus (Iane
enpl oyi ng the ad %%]tle@nree%m@@@%mda@&r@mq{éae@ﬁm'ag§|§N&§§ gesenaBle

gane out ComR defiq Lnala 10dehBP 1RB1YA HATE ASwotK! G7RE dibBlifiEt, the
118. The gam ng gsystemt en“determneés, displays and provides e
pl ayer t he datanusetyarie iewalatadsweal atwbrini LAN)hén divisichagesl dromase gefnthe
out cone as indicated in bl ock 120, lt shqulq be ag recjiated fhat )
since the &3P B8YERS AResUbriphliahoRradmale tone Eha Pro@f{ar‘f’@s ogrsite
one or nor Bhist } i : f ot

,%ggggaﬂ@ &' BbRASIPNSs it hdr ‘@Ja\rjg)lé?, a %ﬁﬁ g?ﬂgrl?'tﬁé’rg}ﬁén%

award provi to the player nmay be the sanme as o an the
aver age expeci@topaygamingsesiabbtredeni. t m ahethpr aynfdimieat, Hbaukatg aedwork

CTPLOYL 1, 0% 845 R AR R RSP e BB W

in communication with at least one off-site central server or controller. In this
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[ 00105] Specifically, in one enbodinent, to determ ne the bonus gane
suppl enmental award, the gam ng system maintains a normalization table
or database of all possible features and conbi nations of features

whi ch can be selected for a play of a bonus gane. The nornalization

table or d I f0 iffere hndj v

cach_di {1 erEOanehF e PiTaly ¥ SR iRede bRy i Iokafiln 2 BRIRHEAL AR
or aver age ofxxthe cfaening assisblghmeravar withial a elifferent gahdyg efstablisbmentgaan
enpl oying that feature (or that conbjnation of features); and (i%% an

aver age expeR CESIEAANra) srE/E @5 poakeheral Thiwtae YEANmMayingude An off-sde
b . . . f aat _
nthi o embo AL I8 O Ry U et gAY d8h o0 e VAR LB
bonus gane estahlisbmentsalin dvarsdmalgeegfaphie arcba dsfi¢lerasna ditydovisthtal The

feature (or ch djfferent conbi nati on of featur b on t he
aver age. s UERCGPrBlRSTIB aY By bstans s RN Ry i ng rystem
feature (ogekhRbed Qﬁgilé‘,aéltﬁyg.lgﬂfthfﬁﬂfrhﬁéi'sdf FHHing i IRl AHEERIEM may

expected payout per enployed feature. That”is, for each different

i ndi vi dual vheatalative(tororeaghottief.f er ent conbi nation of different
features), the ] system accpunts for, the average expected, payout
associ ated w t h?md]grll a%n tﬁe{ h%nﬁf}ﬂ'ﬂéergaﬁlaeeﬁﬁ%oﬁeﬁ'go é qrbdp[ﬁ?'ggk&r
conbi nat i omtedndtealningg) emboeirhahtdahe Vaparation seictirt gdnihdg ietaed d2enbs
gane feature unit and the quantity of bonus gane feature units

redeermed f diewask g3l g eaMin@ dsiitss Vginat tleagiecaeninternehdraweeageln this

db 1 4e. j i:
or v dos ¢ EAEodHEERS AT B} e BRIfh HBYUE andich Radiaion 81'oRtd Rinay
i s enpl oyethe daongaichetindtvbdlyad cbaadction @nigheesatirat eabioralri camt@fler (the

features, the a\gera e expect ed payout for that_feftture (or that

combi nat i oHEfN& é'%{f%?%s)seé\’ﬁf)t ngoaaer FheCeRPRHS3 thQ@?gé’l’m other data
suppl ement flandifitdlon e didfal AiblschBd! Hhe (1)1 e FRTMARN QBLR, fiber
features) result in the' sane average expected’payout per feature’an

t he sane awatid cadlleleoi sthErosiithbde tconhhetiqui. aylerthisornmbodiraget, glayersamiay
redeened bonus gane feature unit. 00106] For exanple, Fig. 4
|1 st 1 at e SCHENB ARSI, GATE B fiom AHBSEEH whae & Blatmat ¢diesten

features appdaysthbalrorf Shef ghiefidtoRchmttot s hoalldHiee Thd kp8Asion in the
features can be sinmultaneously activated for a play of a bonus gane.

As seen i nnhENperpf doprpwacshand nueTtsitanseepead of bterset eenrertionsatinresent

th I ' ' - ( f _bon
gare 1 eat ur 2o PRt SR TR Jol, RRORTE galebegitin AN Gl doord8EHS
feature or ruRtercs¥roinddd sidss. oft shaathb@_an(édia\teahﬁatarh@rem@n@éawnawidth
payout for adﬁl ay of the bonus gane utili zi nggt hat feature or that

conbi nat i off sfigifdaviieless qammpnigaéions enaydeadpestel teehnelogy maitable for

suppl enment H@(\@ I . ScQ ut Ll zi t
feature or%lt0 a éﬁn%'?ngﬁﬁ"wnd%@ er%{uﬁég?:ugér){y ('fv?ﬂ?}lekwné%p?%%&%f are
the top lbpregmsr;gﬁe@h . ﬁgmmttaénmi%%nvsﬂewsfmayét}qo?mfubforeeernumg the
gane utilizing that feature or that conmbination of features.

[ 00107] AsSQBBWt“Pﬁ“qi? gnd Jespans rthslq'é@wandt"atsr@t&n Wih HisaRl8Y8F t he

gam ng system dEggéﬂ?@dé?ﬂiﬁhadia%OQQPfﬂ gh’é %%ﬁd{ﬁlﬁﬁehﬂathgzﬁ?és&ﬂ%sclosu e

i ndi vi dual feat , the average expected payout for 't eature an
t he aver agena@axkpeet ethfloyads ipare sempl-based agamiag dsysteoe f dn tdm&t such

feature result i.n the sane (or substantially the sane).average .
expect od pEyHRAMERL; abe dacEsedoRiRlf 2 BPol tBBIE GRTING Hsabes: ere in
confi gur ed caufiufidation NRIth O alerRRN UserOd®r a¥EHtFbIRYEr 388 BXRESI 88rver or

val ue per feature activated (i.e., per bonus gane feature unit
redeenmed) icontrhliesmay Peranyupdtabie iserver emheoanting deyiceewhighl mcludes at

h I ' d with h_b f . j :
Fodeenca 1 Tho SR A BRErt )] v rrad o8, RHBae T YRS, main Ateruiive

embodiments, the central server is a progressive controller or another gaming
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each bonus gane feature unit redeened is two-hundred-twenty-five
credits, then the normalization table or database is configured such
that Scenario #4 (which includes two bonus gane feature units
redeened to sinultaneously activate Feature #5 and Feature #6) has:

(i) an averrﬁg%- e r it
Feature #5 an I%gf@%e&%@ﬁé%\% ééﬁg)?] elt[g mﬁ%%ﬁh}éé@e&h\%e%g??/m %Y%%&Pe
and a hal f centrdi servenstbrés d)ffeaxanbyamagaogres taed insinusticyanexecutable by

suppl enental award val ue of approxi mate]y two-hundred-twentyfive a
Sl T o o BT, BEF e GAPPg S 1 Conlrol thst HING Jeveyl EAEH axaculae

aver age ex r ;f&‘e‘?'h I r Lkt edy
(and speci t@?@ﬁaele%@é?tﬁ@%sgﬁ%d?& whi Ezgnafnﬁ)ésl otrmﬁﬁucﬁggéé@fetmﬁhy a{y\slge
credi ts peplaygcdhobones oyampef efather gaminig deddesriedhe Iganiihgssystempl 8uch
t he normal i ti0{1 t abl e or .daltuaga%e is further confli red such that
Scenario #P0'GH 8AMSTNGYLEC GG LreSyhsleiall e 32TPE RYUREPIRY

si nul t aneowgihy difdreNEbay Hedlay e If3diFafbriteahBbainéitsNaise diebutible game
aver age expected payout for the play of the bonus gane with Feature

#3 and Featlie@ags iador attnaty gamehuddesendrphigpnevainbaiid alnhanpther

val ue of aguthelE: RN RIPEH Bar 08 Sis R < Shia PEEPAGIVEE o

(speci fi caldey pleg2dSdibduleinedut syithtitheapky bEsUIpgrinidryaga®kalwleicRr Ag§ be
expect ed payout of approximtely four-hundred-fifty credits (and
speci f i cal Apwidgadethtp Q@i @) thgndrRindsdeVigR)indeeHeis@ent yv- f i ve

credits per eac i : i
systemof this @(@%F@ t@%%ﬁ@%ﬁ %ﬁ!eht %@ﬂ'@fgﬁﬂcgﬁgﬁ%ﬁlﬁ}ﬁumﬂg or
di fferent heseuwdieplagnidicesaundagerexpeaicd ippyodévioés fareinberotogavith a

i.e., Feature #3 en conbined with Feature #6 has a.qgreater, average
xpoct ed pERIEH 1 b 1BE BIOEFRGPT{ AUCBRISNG aAOYARS S GiBT Aa: FBHCS
of Featureg?éc&%@r':&afauﬁ %ol bfNQT R4 @e%r??ise&b%‘abr& ifl"\etﬁé(ecﬁiéﬁl‘éy

redeene Thi s

expected payout for eac onus gane feature unit J.
conf i gur at idenicgfs)ydriesr thednputedprick (el of ofie whinwire fof dteigamang devices.

conbi nation of f res the.player selects.,t l.Lay in the play of .the
bomos e the IGHHNR Serishgdn oEl e8 A tstifiel i€ onstate b BinitAtE
unit redeepe)or @ord Brthedkrelgdme gb@g\@msgm [c2RBbRAS 1668 FraBBsdA In
substantially the sane). S}001 91 I n one enbodi nent, in

det er ni ni ndiftaienbsmkogmentsufis ciemdalgaam@rrogtaas gard menyyynisaied or

utilizes t wei_ght i . p : |

val e for SelVErdcR Peidig hendimp iR Bt EP SR M PR ¢
or conbi natcoaporient €algur & microchipes 3y edebedlin gapeniag e Niriting the
award val ue table or database. Such utilization provides that the

aver age expP8RI@Proae ¥ at AiSCwRi gitesdMedis, eTof WAL Ok dilgaiipg the
bstanti al h O{ét,?qm-

:ﬂpzl errelnt g{a}‘naﬁ'rr'(gé% to?ﬁ(ra%‘r’)ﬁé@%g%e‘?ifEg%gng&g;ﬁnggén%1 gryi%ng e HIe:

pl ayer sel édteadhé¢ stdrad @aone pmgramat arercooimiiagataciom thetderdral server, the

enbodi nent, the ganming systemrandomy selects a val ue,fromthe

we ght eq IR ArEERescl LR Y CRRLT TR Birbragetc (e el ey the

value W I caealinicafedpiRfrant bkl af‘&;ﬁkoﬁ t@&isg}é\g/{@&ﬂc@(’ég’%ﬂﬁﬁ input

val ue of the bonus gane suppl enental award for th ay of the bonus
gane enpl oyientpe($e dfedhair gaming oddiicant | obhatf i$,eathaeresa t bamet hpgogiaay eis

selected to activate., lt _shoyl d be apprecjated that since th

dot er mi ned SBOME Gafe R iPerhatparSRar lstal Prsiore” ERe g ] game or
depends ont@’@op?amgrﬁay@d\gpmed@érﬁmgd@iié@_ns, t he val ue of the bonus
ganme suppl emental award provided to the player nay be the sane as or

di fferent than t{G@84NBaranpshexpadodimenh @ plsaiy suipganaingndeyicesat ene or

featur o R0 N1 obeS oL becheb B A B VR BT ey op Higgressive

configuration, as known in the art, wherein a portion of each wager to initiate a
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(ii) a credits awarded for every mpjor synbol feature 158; (iii) a

randomw | d feature 160; (iv) a wild reel feature 162; (v) an
additional credits for each winning payline feature 164; and
(vi) a random 2X multiplier synbol feature 166. [00113] More

e T ool AR N PSSR, SRS e e

transform ng at |'eas ng Ination

one minor dynbwd drmbadimem) g psydressive oghrinias is?etenhtﬂibstt siteassmpumer is
maj or synbol nd thus increasing the payout for certain w nning

synbol corr_mOHaE%ot%;a. PiEgRlte i rippeCentit SanYarst alapuyasiety [p§ mutually remote
det er m nat Ir?%ﬂﬂﬁg SHasCfar raﬁain%g’ﬂﬂhﬁi-éifé §if f&‘ﬁ%%?etgﬁigéréjtwewarging

choosing t hest m nor sy gener at ed. e mnor sy
ar e chosen,syafem.obt one emclecdimient, e peogressive gambog sysdeirc hosir site computer

gener ot e oL SRS RS el e Tb R R R Banas o SREEE phDSeres

Sel et od | Ha S he s el o SoreRinG, N Shalblr arefee ottions

to the pl ayéthin Baityexalifferent aitieamikhin 8 séateect ed from the fol | ow ng

wei ghted table %Ogﬁtlra\lbgnsee :err\llt%djlr%ent, the progressive gaming system host site
computer is maintained for the overall operation and control of the progressive
gaming system. In this embodiment, a progressive gaming system host site
computer oversees the entire progressive gaming system and is the master for
computing all progressive jackpots. All participating gaming sites report to,
and receive information from, the progressive gaming system host site
computer. Each central server computer is responsible for all data
communication between the gaming device hardware and software and the
progressive gaming system host site computer. In one embodiment, an
individual gaming machine may trigger a progressive award win. In another
embodiment, a central server (or the progressive gaming system host site
computer) determines when a progressive award win is triggered. In another
embodiment, an individual gaming machine and a central controller (or
progressive gaming system host site computer) work in conjunction with each
other to determine when a progressive win is triggered, for example through an
individual gaming machine meeting a predetermined requirement established
by the central controller.

[0086] In one embodiment, a progressive award win is triggered based
on one or more game play events, such as a symbol-driven trigger. In other
embodiments, the progressive award triggering event or qualifying condition
may be achieved by exceeding a certain amount of game play (such as
number of games, number of credits, or amount of time), or reaching a
specified number of points earned during game play. In another embodiment,

a gaming device is randomly or apparently randomly selected to provide a
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player of that gaming device one or more progressive awards. In one such
embodiment, the gaming device does not provide any apparent reasons to the
player for winning a progressive award, wherein winning the progressive
award is not triggered by an event in or based specifically on any of the plays
of any primary game. That is, a player is provided a progressive award without
any explanation or alternatively with simple explanations. In another
embodiment, a player is provided a progressive award at least partially based
on a game triggered or symbol triggered event, such as at least partially based
on the play of a primary game.

[0087]In one embodiment, one or more of the progressive awards are
each funded via a side bet or side wager. In this embodiment, a player must
place or wager a side bet to be eligible to win the progressive award
associated with the side bet. In one embodiment, the player must place the
maximum bet and the side bet to be eligible to win one of the progressive
awards. In another embodiment, if the player places or wagers the required
side bet, the player may wager at any credit amount during the primary game
(i.e., the player need not place the maximum bet and the side bet to be eligible
to win one of the progressive awards). In one such embodiment, the greater
the player’'s wager (in addition to the placed side bet), the greater the odds or
probability that the player will win one of the progressive awards. It should be
appreciated that one or more of the progressive awards may each be funded,
at least in part, based on the wagers placed on the primary games of the
gaming machines in the gaming system, via a gaming establishment or via any
suitable manner.

[0088] In another embodiment, one or more of the progressive awards
are partially funded via a side-bet or side-wager which the player may make
(and which may be tracked via a side-bet meter). In one embodiment, one or
more of the progressive awards are funded with only side-bets or side-wagers
placed. In another embodiment, one or more of the progressive awards are
funded based on player's wagers as discussed above as well as any side-bets
or side-wagers placed.
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30 2 35140 1 501 and the selected value is provided to the

pl ayer.

[0089]In one alternative embodiment, a minimum wager level is
required for a gaming device to qualify to be selected to obtain one of the
progressive awards. In one embodiment, this minimum wager level is the
maximum wager level for the primary game in the gaming machine. In
another embodiment, no minimum wager level is required for a gaming
machine to qualify to be selected to obtain one of the progressive awards.

[0090] In another embodiment, a plurality of players at a plurality of
linked gaming devices in a gaming system participate in a group gaming
environment. In one embodiment, a plurality of players at a plurality of linked
gaming devices work in conjunction with one another, such as by playing
together as a team or group, to win one or more awards. In one such
embodiment, any award won by the group is shared, either equally or based
on any suitable criteria, amongst the different players of the group. In another
embodiment, a plurality of players at a plurality of linked gaming devices
compete against one another for one or more awards. In one such
embodiment, a plurality of players at a plurality of linked gaming devices
participate in a gaming tournament for one or more awards. In another
embodiment, a plurality of players at a plurality of linked gaming devices play
for one or more awards wherein an outcome generated by one gaming device
affects the outcomes generated by one or more linked gaming devices.

Selecting Features of Bonus Game

[0091] Referring now to Fig. 3, a flowchart of an example embodiment
of a process for operating a gaming system or a gaming device disclosed
herein is illustrated. In one embodiment, this process is embodied in one or
more software programs stored in one or more memories and executed by one
or more processors or servers. Although this process is described with
reference to the flowchart illustrated in Fig. 3, it should be appreciated that
many other methods of performing the acts associated with this process may
be used. For example, the order of certain steps described may be changed,
or certain steps described may be optional.
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[00115] The randomw | d feature 160 includes addi ng randomw | d
synbols to the reels (to increase the probability of each w nning

synbol

conbi nati on being generated). For exanple, the foll ow ng

"nunber of wld synbol s" weighted table or database is queried to

deterine e nygion lopBftyYPnL 5, Adfsh bbb E a5 adWTREl Bove,

the gaming system enables a player to play a primary game upon placing a
wager as indicated in block 102.

[0093]In association with the play of the primary game, the gaming
system determines if a bonus game feature unit accumulation event has
occurred as indicated in diamond 104. In one embodiment, a bonus game
feature unit accumulation event occurs in association with a displayed event of
a play of a primary game at one or more of the gaming devices in the gaming
system. In another embodiment, a bonus game feature unit accumulation
event occurs independent of any displayed event in any play of any primary
game at any of the gaming devices in the gaming system.

[0094]1f a bonus game feature unit accumulation event occurs, the
gaming system provides the player one or more bonus game feature units as
indicated in block 106. In one embodiment, each bonus game feature unit
represents a play of a bonus game in which a player selected feature is
employed for that play of the bonus game. As described below, a plurality of
different bonus game feature units can be simultaneously redeemed such that
a plurality of different features are each employed for a single play of a bonus
game.

[0095] In one embodiment, each bonus game feature unit has a target,
theoretical or average expected value. In this embodiment, each bonus game
feature unit has the same target value which the gaming system is configured
to, on average, provide to a player for the redemption of that bonus game
feature unit. It should be appreciated that prior to being redeemed, each
different bonus game feature unit has a theoretical value because an actual
value for each redeemed bonus game feature unit cannot be determined until
one or more random determinations occur in association with the redemption
of such bonus game feature units (as described below).

[0096] After accumulating one or more bonus game feature units or if no
bonus game feature unit accumulation event occurs, the gaming system

determines if the player has selected to redeem at least one accumulated
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bonus game feature unit for a play of a bonus game as indicated in diamond
108.

[0097]If the player has not selected to redeem at least one
accumulated bonus game feature unit, the gaming system returns to block 102
and, as described above, enables the player to play a primary game upon
placing another wager.

[0098] On the other hand, if the player has selected to redeem at least
one accumulated bonus game feature unit, the gaming system displays the
available features of the bonus game to the player as indicated in block 110.
In different embodiments, the features available for activation in the play of the
bonus game include, but are not limited to:

a. an applicable multiplier for the bonus game;

b. a quantity of modifier symbols for the bonus game;

c. a starting credit amount for the bonus game;

d. a value associated with at least one of the symbols in the
bonus game;

e. a value associated with at least one winning payline in the

bonus game
f.  a quantity of picks in the bonus game;
g. aquantity of selections in the bonus game;
h. a quantity of wild symbols in the bonus game;

a quantity of wild reels in the bonus game;
j-  aquantity of retrigger symbols in the bonus game;
k. a quantity of terminators or termination symbols in the bonus

game;

a quantity of anti-terminators in the bonus game;

a quantity of locking reels in the bonus game;

a quantity of locking symbol positions in the bonus game;
a quantity of expanding symbols in the bonus game;

a quantity of award opportunities in the bonus game;

a quantity of progressive awards in the bonus game;

S =~

a range of available awards in the bonus game;
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110 1 After determining the nunber of wild synbols to add to the
reel, for each of the determ ned nunber of wild synbols to be added,
the following wild synbol reel” weighted table or database is
gqueried, to determne the reel that wild synbol will be associated

with, Reel: Reel Vight 2.and® award in the bonus game:

t.  aminimum award in the bonus game;

a quantity of active reels in the bonus game;

a quantity of active paylines in the bonus game;
a quantity of offers in the bonus game;

a paytable will be utilized in the bonus game;
an average expected award in the bonus game;

N < X £ < ¢

a quantity of hands of playing cards in the bonus game;
aa. a quantity of free spins in the bonus game;

bb. a quantity of free activations in the bonus game;

cc. a quantity of rounds or levels in the bonus game;

dd. any bonus game feature disclosed herein; and

ee. any other suitable bonus game feature.

[0099] After displaying the available features for the play of the bonus
game, for each accumulated bonus game feature unit, the gaming system
enables the player to select a feature to activate for the play of the bonus
game as indicated in block 112. In one embodiment, the gaming system
enables the player to select a feature to activate for each of a designated
quantity of features (i.e., up to a designated quantity of features can be
simultaneously activated for a single play of the bonus game). For example, if
the player has at least four bonus game feature units, the gaming system
enables the player to select up to four different features to activate for the play
of the bonus game. In another embodiment, the gaming system enables the
player to select a feature to activate for each of the player's accumulated
quantity of bonus game feature units (i.e., there is no preset limit to the
quantity of features that can be simultaneously activated for a single play of
the bonus game).

[00100] In one embodiment, each individual feature has an individual
average expected value or average expected payout. That is, each individual
feature has an individual average expected value or average expected payout
which represents, on average, the additional payout of the bonus game when
that feature is employed (compared to when that feature is not employed). In
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determ ned reel. [00116] The wild reel feature 162 includes
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reel feature: WIld Reel:
average expected values or average expected payouts. These average
expected values or average expected payouts represents, on average, the
additional payout of the bonus game when a particular combination of features
are employed (compared to when that combination of features is not
employed). It should be appreciated that certain combinations of features
have an average expected payout that is non-linear to the sum of the average
expected payouts of the individual features which form that combination of
features. That is, certain features, when combined together, affect each other
and result in a different average expected payout than the average expected
payout of those features being awarded individually during separate plays of
the bonus game.

[00101] After the player selects at least one bonus game feature to
activate for the play of the bonus game, the gaming system deducts one bonus
game feature unit for each bonus game feature selected and activates the
selected feature or combination of selected features as indicated in blocks 114
and 116 of Fig. 3.

[00102] After activating one or more features for the play of the bonus
game, the gaming system initiates a play of the bonus game employing the
activated features and determines and displays a bonus game outcome for the
play of the bonus game as indicated in block 118. The gaming system then
determines, displays and provides the player the bonus game award
associated with the displayed bonus game outcome as indicated in block 120.
It should be appreciated that since the actual bonus game award provided to
the player depends on one or more random determinations, the value of the
actual bonus game award provided to the player may be the same as or
different than the average expected payout associated with the play of the
bonus game employing the feature or combination of features that the player
selected to activate.

[00103] In addition to providing a bonus game award for the play of the

bonus game, the gaming system also determines, based on the below-
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described weighted table having an average expected value equal to the
average expected payout of the selected feature or combination of features, a
bonus game supplemental award for the play of the bonus game as indicated
in block 122. In one such embodiment, the gaming system determines the
bonus game supplemental award utilizing at least one random determination
that results, on average, in a bonus game supplemental award value that when
combined with the average expected payout associated with the play of the
bonus game employing the features that the player selected to activate results
in a designated total bonus game award. In this embodiment, the resulting
designated total bonus game award divided by the quantity of bonus game
feature units redeemed for that play of the bonus game is equal to (or
substantially equal to) the target value of the bonus game feature unit.

[00104] The gaming system then displays the determined bonus game
supplemental award and provides this determined bonus game supplemental
award to the player to conclude the play of the selectively redeemed bonus
game as indicated in block 124. Accordingly, the gaming system of this
embodiment provides the player a total bonus game award including the
determined bonus game award and the determined bonus game supplemental
award.

[00105] Specifically, in one embodiment, to determine the bonus game
supplemental award, the gaming system maintains a normalization table or
database of all possible features and combinations of features which can be
selected for a play of a bonus game. The normalization table or database
includes, for each different individual feature and each different combination of
features: (i) an average expected payout or average expected bonus game
award value for a play of a bonus game employing that feature (or that
combination of features); and (i) an average expected bonus game
supplemental award value for a play of a bonus game employing that feature
(or that combination of features). In this embodiment, the gaming system
determines the average expected bonus game supplemental award value for
each different individual feature (or each different combination of features)

based on the average expected payout for a play of a bonus game employing
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that feature (or that combination of features) and the target average expected
payout per employed feature. That is, for each different individual feature (or
each different combination of different features), the gaming system accounts
for the average expected payout associated with the play of the bonus game
employing that feature (or combination of features), the target value associated
with each bonus game feature unit and the quantity of bonus game feature
units redeemed for the play of the bonus game to determine the average
expected bonus game supplemental award value. Such a configuration
provides that, regardless of which feature or combination of features is
employed, for each individual feature and each combination of features, the
average expected payout for that feature (or that combination of features) and
the average expected bonus game supplemental award value for that feature
(or that combination of features) result in the same average expected payout
per feature and the same award value is provided to the player, on average,
for each redeemed bonus game feature unit.

[00106] For example, Fig. 4 illustrates a normalization table or
database in which six different features are available for selection and up to
three different features can be simultaneously activated for a play of a bonus
game. As seen in Fig. 4, for each different scenario of selected features, the
normalization table or database includes: (i) the number of bonus game
feature units redeemed to play a bonus game utilizing that feature or that
combination of features; (ii) the average expected payout for a play of the
bonus game utilizing that feature or that combination of features; (iii) the
average expected bonus game supplemental award value for a play of a
bonus game utilizing that feature or that combination of features; and (iv) the
weighting of the top bonus game supplemental award value for a play of a
bonus game utilizing that feature or that combination of features.

[00107] As seen in Fig. 4, the normalization table or database of the
gaming system disclosed herein is configured such that for each individual
feature, the average expected payout for that feature and the average
expected bonus game supplemental award value for that feature result in the

same (or substantially the same) average expected payout. That is, the
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normalization table or database is configured such that the total bonus game
award average expected value per feature activated (i.e., per bonus game
feature unit redeemed) is the same (or substantially the same). For example,
if the target value associated with each bonus game feature unit redeemed is
two-hundred-twenty-five credits, then the normalization table or database is
configured such that Scenario #2 (which includes one bonus game feature unit
redeemed to activate Feature #6) has: (i) an average expected payout for the
play of the bonus game with Feature #6 activated of one-hundred-twenty
credits, and (i) an average expected bonus game supplemental award value
of one-hundred-five credits, to result in a total average expected payout of two-
hundred-twenty-five credits (for the one bonus game feature unit redeemed to
activate Feature #6). In this example, the normalization table or database is
further configured such that Scenario #16 (which includes one bonus game
feature unit redeemed to activate Feature #2) has: (i) an average expected
payout for the play of the bonus game with Feature #2 activated of one-
hundred-thirty-five and a half credits, and (iij) an average expected bonus
game supplemental award value of approximately eighty-nine and a half
credits (and specifically 89.51111 credits), to also result in a total average
expected payout of two-hundred-twenty-five credits (for the one bonus game
feature unit redeemed to activate Feature #2). As seen in this example, the
normalization table or database employed by the gaming system disclosed
herein normalizes or equates the average expected payout for each bonus
game feature unit redeemed such that regardless of which feature the player
selects to play in the play of the bonus game, the total average expected
payout for that play of the bonus game remains the same (or substantially the
same).

[00108] As further seen in Fig. 4, the normalization table or database of
the gaming system disclosed herein is configured such that for each
combination of features, the average expected payout for that combination of
features and the average expected bonus game supplemental award value for
that combination of features result in the same (or substantially the same)

average expected payout. For example, if the target value associated with
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each bonus game feature unit redeemed is two-hundred-twenty-five credits,
then the normalization table or database is configured such that Scenario #4
(which includes two bonus game feature units redeemed to simultaneously
activate Feature #5 and Feature #6) has: (i) an average expected payout for
the play of the bonus game with Feature #5 and Feature #6 activated of two-
hundred-twenty-twenty four and a half credits, and (ii) an average expected
bonus game supplemental award value of approximately two-hundred-twenty-
five and a half credits (specifically 225.5111 credits), to result in a total
average expected payout of approximately four-hundred-fifty credits (and
specifically 450.0111 credits) which is two-hundred-twenty-five credits per
each bonus game feature unit redeemed. In this example, the normalization
table or database is further configured such that Scenario #10 (which includes
two bonus game feature units redeemed to simultaneously activate Feature #3
and Feature #6) has: (i) an average expected payout for the play of the bonus
game with Feature #3 and Feature #6 activated of two-hundred-eighty-seven
and a half credits, and (ii) an average expected bonus game supplemental
award value of approximately one-hundred-sixty-two and a half credits
(specifically 162.5111 credits), to also result in a total average expected
payout of approximately four-hundred-fifty credits (and specifically 450.0111
credits) which is two-hundred-twenty-five credits per each bonus game feature
unit redeemed. Thus, the gaming system of this example accounts for the
different affects of different features on the average expected payout of the
bonus game (i.e., Feature #3 when combined with Feature #6 has a greater
average expected payout for the play of the bonus game than the combination
of Feature #5 and Feature #6) in normalizing or equating the average
expected payout for each bonus game feature unit redeemed. This
configuration provides that regardless of which feature or combination of
features the player selects to play in the play of the bonus game, the total
average expected payout (per bonus game feature unit redeemed) for that
play of the bonus game remains the same (or substantially the same).

[00109] In one embodiment, in determining the bonus game
supplemental award, the gaming system utilizes the weighting of the top bonus
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game supplemental award value for a play of a bonus game having the player
selected feature or combination of features in a weighted bonus game
supplemental award value table or database. Such utilization provides that the
average expected value of the weighted table or database equals (or
substantially equals) the average expected value of the bonus game
supplemental award for the play of the bonus game employing the player
selected feature or combination of features. In this embodiment, the gaming
system randomly selects a value from the weighted value table or database,
wherein on average, the selected value will equal (or substantially equal to) the
average expected value of the bonus game supplemental award for the play of
the bonus game employing the feature or combination of features that the
player selected to activate. It should be appreciated that since the determined
bonus game supplemental award provided to the player depends on one or
more random determinations, the value of the bonus game supplemental
award provided to the player may be the same as or different than the average
expected bonus game supplemental award value associated with the play of
the bonus game employing the features that the player selected to activate.
[00110] For example, Fig. 5 illustrates an example weighted value table
or database wherein the weighting of the top bonus game supplemental award
value differs based on which feature or combination of features the player
selected to employ for the play of the bonus game. In one such example, if the
player redeemed one bonus game feature unit to activate Feature #6 (i.e.,
Scenario #2), the gaming system modifies the example weighted value table or
database of Fig. 5 such that the top bonus game supplemental award value of
two-thousand credits has a weighting of three-thousand-six-hundred. In this
example, by such weighting of the top bonus game supplemental award value,
the weighted value table or database has an average expected value of one-
hundred-five credits which equals the average expected bonus game
supplemental award value associated with the player redeeming one bonus
game feature unit to activate Feature #6. It should be appreciated that as the
quantity of features available for selection increases and the quantity of

combinations of these features also increases, a weighted value table or
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database with weights for all but the top value remains the same (with only the
weighting of the top value being modified) such that such a weighted value
table is configured to be utilized regardless of any increases to the quantity of
available selections.

[00111] Turning now to Figs. 6A to 6E, an example of a selectively
redeemed play of the bonus game of one embodiment of the gaming system
disclosed herein is illustrated. As seen in Fig. 6A, in this example, the player
has previously accumulated three bonus game feature units as reflected in the
bonus game feature unit meter 150. Since the player has at least one
accumulated bonus game feature unit, the gaming system enables the player
to indicate via inputs 1562 and 154 if the player wants to selectively redeem one
or more of these accumulated bonus game feature units for a play of a bonus
game. In this example, the gaming system displays appropriate messages
such as “YOU HAVE THREE BONUS GAME FEATURE UNITS
ACCUMULATED” and “DO YOU WANT TO REDEEM ANY OF THESE
ACCUMULATED BONUS GAME FEATURE UNITS FOR A PLAY OF A
BONUS GAME?” to the player visually, or through suitable audio or
audiovisual displays.

[00112] As seen in Fig. 6B, the gaming system determines that the
player indicated they wanted to redeem at least one accumulated bonus game
feature unit and displays the different bonus game features available to the
player. In this example, the different bonus game features are:

(i) a minor symbol upgrade feature 156;

(i) a credits awarded for every major symbol feature 158;

(i)  arandom wild feature 160;

(iv)  awild reel feature 162;

(v) an additional credits for each winning payline feature 164;
and

(vi)  arandom 2X multiplier symbol feature 166.

[00113] More specifically, the minor symbol upgrade feature 156
includes transforming at least one winning symbol combination with at least

one minor symbol to a winning symbol combination with at least one major
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symbol (and thus increasing the payout for certain winning symbol
combinations). For example, for this feature, the determination of which minor
symbols to transform occurs with choosing the highest minor symbol
generated. Once the minor symbols are chosen, all occurrences of those
minor symbols which are generated are transformed into major symbols.
[00114] The credits award for every major symbol feature 158 includes,
for every winning symbol combination which includes a major symbol, a value
selected from a weighted table or database and that value is provided to the

player. For example, a value is selected from the following weighted table or

database:

Value Weight
5 5
10 15
15 20
20 7
25 4
30 2
35 1
40 1
50 1

and the selected value is provided to the player.

[00115] The random wild feature 160 includes adding random wild
symbols to the reels (to increase the probability of each winning symbol
combination being generated). For example, the following “number of wild
symbols” weighted table or database is queried to determine the number of
wild symbols added to the reels.

Number of Wild

Symbols:

# Weight
1 25
2 100
3 300
4 100
5 25
6 5
7 2
8 1
9 1
10 1
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After determining the number of wild symbols to add to the reel, for each of the
determined number of wild symbols to be added, the following “wild symbol
reel” weighted table or database is queried, to determine the reel that wild
symbol will be associated with.

Reel:
Reel  Weight
1 2
2 40
3 3
4 20
5 5

For each of the determined number of wild symbols, the wild symbol is then
randomly placed at a symbol position of the determined reel.

[00116] The wild reel feature 162 includes spinning a reel including
wild symbols and transparent ghosts or transparent blank symbols over one or
more reels to randomly generate zero, one or more wild symbols. For
example, a reel including the following configuration is utilized over the third
reel for the wild reel feature:

Wild Reel:
Stops Weights
75

0,000 0000200000000 =
coo8ocooBoocogjgoocojooogooo
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10 [001171 The additional credits per w nning payline feature
164 includes providing the player an additional quantity of credits
for every payline with a w nning synbol conbination. For exanple, the
gam ng system provi des the player an additional twenty credits for
each payline determned to be a wi nging payline during the bonus
gane. [00118) The random 2X Y. ipIi@r synbol feature 166
ncudes selecting a reel and random )y placifg a 2X nmultiplier synbol
on that reel. For exanple, a reel iq selected fromthe follow ng "2X
multiplier ree.1" weighted table orodatab%%e: Reel: reel weight 0 1
40 2
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[00117] The additional credits per winning payline feature 164 includes
providing the player an additional quantity of credits for every payline with a
winning symbol combination. For example, the gaming system provides the
player an additional twenty credits for each payline determined to be a winning
payline during the bonus game.

[00118] The random 2X multiplier symbol feature 166 includes selecting
a reel and randomly placing a 2X multiplier symbol on that reel. For example,
a reel is selected from the following “2X multiplier reel” weighted table or
database:
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23540 and a single 2X nultiplier synbol is randomy associ ated
wi th one of the synbol positions of the selected reel. [ 00119]
Turning back to Fig, 6B, after displaying the different bonus gane
features available to the player, the gam ng system enabl es the

pl ayer to select one or nore (and to three) bonus gane features to
activate or enploy for the play of 'P bW@tgarre. In this exanple,
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THREE FEATURES TO ACTI VATE FOR YOUR PLAY C]% THE BONUS GAME" and
"PLEASE SELECT YOU FEATURES' to the player 0vi sual ly, or through

sui tabl e audi o or audi ovi sual displ ays. [ 00120] As seen in Fig.
6C, the player selected three different features and the gam ng
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TO THREE FEATURES TO ACTIVATE FOR YOUR PLAY OF THE BONUS
GAME” and “PLEASE SELECT YOU FEATURES” to the player visually, or
through suitable audio or audiovisual displays.
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[00120] As seen in Fig. 6C, the player selected three different features
and the gaming system deducted one bonus game feature unit for each
feature the player selected to activate for the play of the bonus game (i.e., the
bonus game feature unit meter 150 is updated to reflect zero bonus game
feature units currently accumulated). In this example, the gaming system
displays appropriate messages such as “YOU SELECTED TO PLAY A
BONUS GAME WITH (1) A RANDOM WILD FEATURE, (2) AN ADDITIONAL
AWARD FOR EACH WINNING PAYLINE FEATURE, AND (3) A RANDOM 2X
MULTIPLIER SYMBOL FEATURE” and “GOOD LUCK” to the player visually,
or through suitable audio or audiovisual displays.

[00121] As seen in Fig. 6D, the gaming system activates the features
selected by the player and determines a bonus game outcome for the play of
the bonus game. The gaming system then determines and displays a bonus
game award associated with the determined bonus game outcome. In this

example, based on the symbols randomly generated on the reels and the

49
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Tabl e: game employing the three features selected by the player. That is, while the
play of a bonus game employing the three features selected by the player will,
on average, provide an award of four-hundred-sixty-two credits to the player,
since the actual bonus game award provided is based on one or more random
determinations, the actual bonus game award is often less than or greater than
the average expected bonus game award for the play of the bonus game

employing those features.
[00123] As seen in Fig. 6E, after determining the bonus game award for

the play of the bonus game, the gaming system determines a supplemental
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bonus game award to provide to the player. In this example, utilizing: (i) the
weighting of the top bonus game supplemental award value for a play of a
bonus game employing the three features selected by the player of the
normalization table or database of Fig. 4 and the bonus game supplemental
award value table or database of Fig. 5, the gaming system randomly selects a
supplemental award value from the following weighted table (which is

associated with an average expected value of two-hundred-thirteen credits):

Bonus Game
Supplemental
Award Value
Table:
Value Weight
5 10000
10 10000
15 10000
20 10000
25 10000
30 10000
35 10000
40 10000
45 10000
2000 8460

[00124] In this example, as seen in Fig. 6E, the gaming system
randomly selected a bonus game supplemental award value of two-thousand
credits. That is, based on the weightings assigned or associated with each of
the bonus game supplemental award values for this on-demand bonus game,
the gaming system randomly selected the bonus game supplemental award
value of two-thousand credits. Accordingly, this two-thousand credits is
displayed to the player and the player's total bonus game award of two-
thousand-three-hundred-twenty credits is provided to the player as indicated in

bonus game award meter 168. Upon providing the player the total bonus
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game award, the play of the on-demand bonus game ends. In this example,
the gaming system displays appropriate messages such as “BUT WAIT...YOU
ALSO WIN A SUPPLEMENTAL BONUS GAME AWARD OF 2000 CREDITS”,
“YOUR TOTAL BONUS GAME AWARD IS 2320 CREDITS” and
‘CONGRATULATIONS” to the player visually, or through suitable audio or
audiovisual displays.

[00125] Referring back to the normalization table or database of Fig. 4,
it should be appreciated that this determined actual bonus game supplemental
award of two-thousand credits is greater than the average expected bonus
game supplemental award of two-hundred-thirteen credits associated with a
play of a bonus game employing the three features selected by the player.
That is, while the play of a bonus game employing the three features selected
by the player will, on average, provide a supplemental award of two-hundred-
thirteen credits to the player, since the actual bonus game supplemental award
provided is based on one or more random determinations, the actual bonus
game supplemental award is often less than or greater than the average
expected bonus game supplemental award for the play of the bonus game
employing those features.

Bonus Game Feature Units

[00126] In one embodiment, a bonus game feature unit accumulation
event occurs based on an amount coin-in. In this embodiment, the gaming
system determines if an amount of coin-in wagered at one or more gaming
devices in the gaming system reaches or exceeds a designated amount of
coin-in (i.e., a threshold coin-in amount). Upon the amount of coin-in wagered
at one or more gaming devices in the gaming system reaching or exceeding
the bonus threshold coin-in amount, the gaming system causes the bonus
game feature unit accumulation event to occur. In different embodiments, the
threshold coin-in amount is predetermined, randomly determined, determined
based on a player's status (such as determined through a player tracking
system), determined based on a generated symbol or symbol combination,
determined based on a random determination by the central controller,
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8460 [00124] In this exanple, as seen in Fig. 6E, the gam ng
systemrandoml y sel ected a bonus gane suppl enental award val ue of
two-thousand credits. That is, based on the weightings assigned or
associated with each of the bonus gane suppl enental award val ues for
this on-de S , Ak h ] o vinsel ed the.
bonus gam@%ﬁ'ﬁ@%n?gﬁm&édgvggﬂ%&gf S‘ﬁ%’?@héﬁ@gn ctrh %di%%gﬁ'ﬁg o}é?nce,
Accor di ngl yletdrhiised basttamsamns of medliet side svaljerp | pyest, tdetéimeinpt ayayedaodl
the players total bonus game award of . . ]

t wot housand§ RIYE! B Y -GaRe WAMEF <fteENingd haseduting EHeh Rstertinag
i ndi cated | @n&s : r QM- bl ayer

t he total Iggﬁﬁ g%@#%@vn%ﬁé&te@rgég%ﬁg}ergﬁgag%_rgéﬂn@ggﬂ b(%)rﬁﬁg&garre
ends. In this e@Mi7A,ntedmotigamembodiystre rf dives ghenisg apgteapdisatosed herein,
nessages sucg as " BUT ¥\AI T.. YOU ALSO ' W A SUPPLEMENTAL BONUS GAME
AVARD OF 260BOHHEBPTS: TeatyigURNTERALIMBIRIGS BXRIE AGARD 18565390 FRADICHS!

and " CONGRAI-A\H. ONSthid nftRiiRLAY She ‘gi[agg%gs}(/stéﬁ deléitigds Al 8 dunt of

audi o or audi ovi sual displays. 5] Referring back to the
nor mal i zat icoin-eub beovided diyalpase oofmeiey gaming t deviers dn bbeappmétg stystem

t hat thi i ned actual b tal. :
two- t housaiP GIBT L SRty AP aR R TR D S8 Ll e 2y BBRlA cojaraut
suppl enent aimaway.d Ohoh WhehamdUAE-dfhediherR Sroediels aBwec bAtrRdraMgaliag
pl ay of a bonus gane enploying the three features sel ected bydt he

pl ayer. Th&evices MhineegambipFystent reading orgireecding Bia Hyesheldt epicout
f eat - i de . .
Lomn cnans SIS GGG ik hbe (A KBFE B8 Rlyfagaymutaton

since the agentto heous dandiferspplernbadialentsiethe hirestiale dairs-obasetbuait is
one or nore randomdeterm nations, the actual bonus %arre sugggqrrent al

award i s offeseteerined, sandpmiyr dateaningdasloteraninee RagedeXpcpByend Htatus

game suppl I f i

Phose oat Grg! Apaabahad bt B idckh e B ARe iflPceiated on a
enbodi nent geackadadssygaipe 6 symbel woinibingtomudetermimesl éased caruras raraded
on an anount  coi.n-in.

| hi nbodi th i t
Got or m nos deteratinatal, by dhe c Gefiah coaatery deteBRiiegs besed® §hangandom
devi ces i nde@niagid af YiSd g&‘aﬁiﬁ@cd@ﬁcé?rdééﬁﬁﬁéa Badies bANsHeEer ‘fl‘lm‘fénéide

of coin-in (i.e., a thresh cOi n-in amount). Upon the anobunt o

coi n-i n way@oets aplaced cetersrinegabasryl duvitbesplayet hepimpnnhgayet wager,

Syet om caude e Mokt G BN RGP R RS L o oyl 2SR S
occur. | n dnffnensuiemrodicmesd or ciifegial hr eshol d amount is
predeterm ned, randomy determ ned, determ ned based on a_player's

status (such as [@&t2&]nmnether engrdimentsidhegaseinp iystgiadisglosed herein,

det er m ned b@ér‘ﬁ% lﬂgg . folyre) ' :

det er mi ned bade gﬁrr% f%%n o?nﬁrﬁg?ééf(%g,g'%n y t Cgﬁcen%%}f b@onan A qf'gre,d

det er m nedvheiakled oxachingraldefidet epananadteonh@ishbhe oeon egacheld, cehen the

determ ned?g SCEO 4on one or nore side wagers placed, detern ned based
I, r

on the pla iRRYST e RlAYRY , 2dOPBIRYnEgVIbEs & t 9ARING LAY
Lt‘iet ;‘r i”: Ol adtBAaifed FRIART A N18FeLABBRINGNs F¥ND RE SBHUs2BhmMETREIAR: Qhnit
accumulation event occurs. In different embodiments, the predefined
parameter thresholds include a length of time, a length of time after a certain
dollar amount is hit, a wager level threshold for a specific machine (which
gaming device is the first to contribute $250,000), a number of gaming devices

active, or any other parameter that defines a suitable threshold.
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[00127] I n another enbodi ment of the gam ng system di scl osed herein,
a bonus gane feature unit accumulation event occurs based on an

anount coin-out. In this embodinent, the gam ng system determ nes if
an amount of coin-out provided by one or nmore gaming devices in the

R b

provi ded ata bogu®rganms deglarne rtmndammﬁalatuanté\mmaoncugs Pastd P ®ACINTeg
or exceeding the threshol d coin-out anmount, the gam ng system causes

the bonus SYSEM ceRErAOT, HEfned dilRyem S BRIy cParametats. Sorefn ofi £ elaver

mbod
get gr Wﬁggﬁpaggi@rér}{é w@h@ase Ioﬂna %U%I gg};#aék'}s‘ W%?sucﬂl éz}g%ge% et ne
t hrough a b dlyier embadierd, ﬂ}smnameﬂm;efonehgﬂllibﬁmel dafinedgen énetgatning

synbol or s rrbol conbi nati on, determ ped based on random .
ot er i nat SUREDY GHRESIOBHASS BRrAMORHERCISIGRBRR el S38eaMBRdinpEh o

det erm nat i Vi et b n :
si de wager scgg rgrce?aﬁdﬁt er ngfg bgggggonﬁgé?gggﬁayg?eg 'grﬂleﬁa?t{)@;;a yers
wager, det dﬂlenttﬁleatlctuas(aw dhetpla'gel( duackings sybten)i mneof thayplager inserts or

deter ni ned hased bl hod
[00128] |1 n LRGP S5URURERORE o =Y ot BSRRAG ALy St Fta Geiie deviseei The

a bonus gaféénfraﬁééWér/yahﬁngaaéﬁﬁé|p’1‘6bé§éo¢‘d@f§mﬂﬁé§H$e b@@efitr@ekmg level of
predefi ned vari abl e reaching a defined Earaneter hr eshol d

exanpl e, wis player 80d lﬂmetqur;ﬂrﬁmyemé@c ing\leveldefedry Mmﬁlr@fsusm

Gane Teat urBetatdt RoEdhENG: B ot E e r LR8 PhtcRYEhElon &VEht> 5 he
enbodi ment gmbbdmengdaé Igmng@ysm epetdtoedbieatsminiaiund @etldvengidtuatd
time, alength of tine after a certain dollar amount is hit, a wager

| evel thr eiwomf Penua anreeifepkIreeéti ABCYMMIAEAN Javaritig QRSHr eases! pnethe
first to c 000) a nunmber of gam ng devices active, or

any ot her S)nérarret er t at  defines a suitable threshol d. [ 001291
I n anot her embod0ort3a] Iofartdtbemémtmdgns:ytsmfethecgasmhgssiydtdmrdescﬂosed herairs,

f eat t t t b d t
operat or  dé PHBHS e Tealirg: Wil POgUBAIAIAE, BYSTSPOrUs BACSH Brlagesyvsiom
tracki ng sygt@minatish %Il‘fdhﬁgaoﬁbab?rmb?é‘clﬁd%n?aéaeeﬂ'orﬁ W tAEi EaRirs

manner). In this enbodi nent, e paraneters for eligibility are
defi ned by controtiani rg @m@t@nb@mm,oasb@semsaad ahgve,uthealcleetral controller

criterion. ne, enhodi mant t he cent controll er/ ng

ot ocessor $ERis i SN ARMY EVEeR i e SEREES el PR DS Ganing
tracki ng syjiRi® hahae dWieefirperiningsied E@atd® asithesr Wctige @?S@@t%eénd also
their player tracking card wth the gam ng device. The central

sfer Vﬁr/ g?m%nd@\/ltbé Mﬁb’@és@érthﬁetwgﬁrﬁe§rqnhet"rﬁtagéml"dg a@RyieR | eielone
gar g Sys o aNtenh  ORe S GF nBa that BRE Sefing SAVicd T 1R HetveR

accunul at | phay@deby a playenane enodiswinactive etgasimearsy thag the pandhgidevice
defines m ni rm%bet l evel s requjred for the bonus ganme feature unit

accumul at i hnel/RaingEstivelyayrs Y agiayee W%@@fr"ée slatys requiements can be
(00130] Inaa th&{ aﬁ?bﬂﬁfarﬁ?é‘%uﬂfqérh@f 9a8Rg ér}féflgrBrd%ase fHah§ Rt ble

a bonus ganme feature’unit accunulation event occurs on a’ sys
det er m nat mannerrin,y thdi imgplenender abthe gamdwrspgdepct Imoeetspchkmnbmhh‘reﬂt
controller one enbodi nent, as,di ussed aﬁove the centra

control | er bﬁsggkgn P gRming: dgyitery S 9| geVahdst HBev\%(gg?cgetW@Qer pools
pl aced. Ea%s@éﬁtélﬂvﬂﬁvﬂh%e%&?ﬁq bévi Mt@&éﬂtrﬂ%drﬂ dﬂ@r'de?erﬁﬁé@ whether

either active or inactive e!fl ni ng t he va ues of the wager s
fromthat dbei brgﬁlwe\gaum feattmaeumhtamymﬂauoracememé tot acTiyr. rrdanene heitch

enr of 1 od) { FRodert AP Rt eahFiENEonlted BKE" vEsis maraghel

to be associated W|th an occurrence of the bonus game feature unit
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[00133] In different enbodi mnents, one or nore bonus gane feature unit
accunul ati on events may occur for each play of a primary gane. In one
such enbodi nent, each play of a primary gane in which a plurality of

payl i nes are wagered on provides the player multiple opportunities to

or i mary gaeeut o RRre s utag el e o diiBY B eleies il waler
combi nat i ot should biersgprecigtddthatitye eetedia far determibingughather af slayerrie in
unit accunul ati on event which results in an accumnul ation of a first

quantity ofCcHéhstatyame inactiver datus fos datermunisgdb e benus Jgae feature pait
i \ . . .

second boncCeaREHERC e TN BBLURISUREEAAT KL SERTR 1 S as,

accunul at i @n differantsthaarttie quidaria for deteivoining Whethet @agblayer isnn tagtive status

Accordingly, .in assocjatjon with a play of rimar, ane,

olural ity of RARINBSHE tsEamotie benusdame featireinit afsympuisfion event to
quantities gk, ,ponus gane feature units provided to the player.

[ 00134] I n one enbodi nent, the gam ng machi nes of the gam ng system
are operabl e to[@al¥d Imdndtipdreebbadisnerdmd thie gborieg systenadisemseat henein,

machi nes. af. TR SarRAP iSRS, S ARePUmTIFtoRe gk PRuS. Bated on 2
Al ternati veleYerniifgticinl RanfaRMBEas AbottehfoFPFarthdutiea nddteh P pirRIINgly

to cause nultiple bonus game feature unit accunulation events to
occur for selacigd @upikgrer § dhisnembpgineenti npeo gapriag tawratmelay af &ach

I [ . i al . ' ,
ocour r once 5113 Y. L eeMPad Hvicd sPRRS T RORERT BUFERL P upge of
a pluralityueibars mmm@éaclﬁgﬁmm@m the gahieghiEvice gro®atbe alhalfiest
units. [00135] I n one enbodi nent, the gam ng system enables a
pl ayer to &N BHEbERS IMadteurANCS: “iHR M @&meggﬁ aF eregits et by the player in

associatio i Lk # i : i 'Cm;ﬁl el

pl ayer doe@j %o‘%%?@gba@rgégg%%ﬂjeegw&@ dargciégrhué’aﬁeég%onus@g%érlrédad

f eat ur e uninusnbesris aophEaredfwith s nsndare allbbstedatni the sxgereand tifoa esatch

any bonus %grre f atgre units Jjn that _plq%iler' s,.account .ho be redeened
FHe o]

at a later » NPPRYS 98MS SPH‘Eﬁtu,n'tsq_ aylalions PECHeat ure
units are storedo®y3ding 9amemer S%?ﬁ@éﬂih{énﬁ,heap'lﬁdrﬁfs' Sgﬁﬁf&“?@aturé“%j}
bonus gane feature units are transferable and the player may earn an
r edeem suclcbomustpaneverdanagues indiependentobaoy dispigyest eddritfisramy play of

gam ng devices in the gamn est abl i shnent .. 0013 | n_Qne.
dnoutmont a9 raare dteaAZgt Mk SabiRy RUFES i the oamhiebaToe b Jomtis e
accunul at i m@nbengEmeaRBtdrealHit eadddihiatio eveah i€HREUMBALS trighéheiatas
pl ayer or a gam ng establishnent operator can elect for a gam ng

devi ce \tNﬁ e ﬂpw?datthei nlayﬁé(iaea-canmyatarbﬁriwerbodgsa@@th@r saagtiment, the
the accumiCa B i BEnd Band AT BT GRr 8 Uhe GaRiag SyLEk ovens

est abl i shescaorrmgcatiot if eissotiptiom \sith ateessasord Plagaisodsdvr one or more
established account) faqr the gam ng device. It should be appreciated
that in thi9@Ming&Evisestn thegalueaystam aRd deleAunes. hased Yobiesedearixed
feature uni ' C'fé\ml i ]

devi ce and egrég%:‘lg{h%égéeﬁlgfqd@u?orbaﬁﬁéqg?%ﬁ?ﬁ@ héz'i I'sS Iﬁ'%@iekgﬁtt ﬁ@?bg%% nlgr;]
devi ce at ampthpar embodanephithe gamingrsystem def[n@818i@é dmnaovet pame play
enbodi nent acchuI ated honus gane feature units are associ ?t. d with
an expi r at POFPBSIES aWeIF iR & PEYS6E; tRstied Q"ﬂgeg‘iﬂ’!ﬁﬁ Ivity satisfies
systent gamiig @Hee daarfiettrl GHECHohGs QIE AN Wil BEcihaiebnt Bfent
proximty of the expiration of any store onus gane feature units
(Le., your ooouiss dasbofidabarappmciatedithat arpi suitable en@thamof causing the
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Al ternative Enbodi nents [00139] In one alternative enbodi nent,
t he gam ng system selects one or nore of the bonus game features to
enploy for a play of a bonus gane. In one such enbodi nent, the player
i ndicates a quantity of accunul ated bonus ganme feature units to

For one or BPSRaTe i aSiRRE 57, CaRiEo AG8Tr SR Ffiuhq et

anot her enbegkinent, the gam ng system sel ects at | east one bonus gane
feature to enploy for a play of a bonus ganme and the player selects

at |east one boh¢@13H e diféeient embgdinpntsy One or MrrefapsFare dedfyrr ynit

ane. [001 i 0f - h
P aguency - SpbulniaiRn Sl RRRFOCE r e 4NE pBYy OFY Byifiery, 8ind i one sych
]E he quanti _teynbﬁdiﬂnen’lqaemnmlayeﬁtajpﬁmam garrmcimwhicataeﬁlmalityhﬁ_rpmjligemre
eature unit accunul ati on event that occurs; c).the quantity o
o oo Wagired & Drvdes BEARb (BULB ShpeltEhEes o RmIbE PeRpS
f eatures: ol f i r :
si mul taneogg?nyet %{c%g{}gf %‘/‘i)dr} eﬁé’iﬁ'ﬂgl @P%Fgﬁfbfﬁfrm’%s%ﬁga f"isé)bo{ng
di fferent fpeataifesduravanit gbherating lsgmiet icoadéthtioor ora adfirslypaylinehwap cause

game; (1) L& bhSIS ania! Kstul uhi®aBOMiSiatBre o SRPLFE LAY an
accumulation of a first quantity of bonus game feature units and a second
bonus game feature unit generating symbol combination on a second payline
may cause a second bonus game feature unit accumulation event which
results in an accumulation of a second quantity of bonus game feature units.
Accordingly, in association with a play of a primary game, a plurality of events
may occur which result in a plurality of quantities of bonus game feature units
provided to the player.

[00134] In one embodiment, the gaming machines of the gaming
system are operable to cause multiple bonus game feature unit accumulation
events to occur for multiple players at multiple linked gaming machines at the
same time or substantially the same time. Alternatively, the gaming machines
of the gaming system are operable to cause multiple bonus game feature unit
accumulation events to occur for multiple players at muitiple linked gaming
machines in an overlapping or sequential manner. In one such embodiment,
an occurrence of a bonus game feature unit accumulation event results in a
plurality of players each receiving one or more bonus game feature units.

[00135] In one embodiment, the gaming system enables a player to
store any accumulated bonus game feature units in association with a player
tracking account. In this embodiment, if a player does not elect to redeem one
or more accumulated bonus game feature units for a play of a bonus game,
the gaming system stores any bonus game feature units in that player's
account to be redeemed at a later time. In this embodiment, since the bonus

game feature units are stored by the gaming system in the player's account,
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(g) the quantity of different values of the bonus ganme suppl enent al
award val ue table that have a weighting that is nodified based on the
pl ayer selected features of the bonus gane; (h) the quantity of plays
of the bonus gane that nay be played before a w nning outcone

ot ivated PUab el TPENE i B8 OB AR viabtreb 08 A fle, BRYEr bk ramy oy

of the bonusdgafesucndbdnus gameotdruredeinds nathat pRinalifRdsf Biffsrbat gaming
system di scl osed herein are predetern ned, randomy determ ned,

det er m ned deXises iBihe ﬁ@"}ﬂ’!ga%ﬁabhs@”ﬂﬁﬂhs (such as deternined through a
| k
player trac 'ng[édfé(ﬁ"i} orge%ﬁ{ ase Elﬁ@%a‘ﬁgirq O%gﬁﬁaés‘?go%@goé g/%‘h%lﬂg

synbol conbi nati erm ne erm nation

central confevigel eiccodet €om aeslirhalating oboaus agaiom geateren oaits. Ion la'([j subh
gam ng device, det erm ned based on one or nore side wagers place
det er ni ned 6RS IRENGT ARy §5rd aawggsﬁf@%uﬂy@?nt ralon it B o

on tine (s rﬁj(ﬁ% e d t
coin-in accléﬁpruﬁg?degﬁvhdegﬁ)e or %tee @OE) S g?@rﬁ% %fe)goﬁasetg oﬁ fSﬁfy”re
ot her suit aivite, mtdreth of thei gemirg device |§06ete1m]nelct tehpattitigmde in the
under st ood t hat ri o changes nodi fications.to t tl
orert o0 @t daearuiTa Unter is Sautd svaterDesRElinds an
skilled ingchgus {or Stl'fé?mﬁ‘d%a'&ééss’&d %Jlb ?'églébﬁsﬁ‘iédb%cﬂam ) for the

w thout departing fromthe spirit and sco e of the present subject
matt er and gaMmingudevidenm rt sHiowd i be apprenla&d atbabnnagu% embpdiment, the

therefore AbGMIRMch"3t e r GHBRI BortRdgERE' Hittte Ufts PSre” Q5HEE in 4

t he append@
account associated with the gaming device and are not specific to the player

that is playing that gaming device at any particular point in time.

[00137] In another embodiment, accumulated bonus game feature units
are associated with an expiration date and time. In this embodiment, the
gaming system/gaming device is configured to communicate to the player the
proximity of the expiration of any stored bonus game feature units (i.e., “your
bonus game feature units will expire at 6:00 am tomorrow”). In one
embodiment, such notice of expiration of stored bonus game feature units is at
the player's currently played gaming device. In another embodiment, such
notice of expiration of stored bonus game feature units is external from the
player's currently played gaming device, such as via e-mail. In different
embodiments, bonus game feature units accumulated at different times are
redeemed in order of expiration (first to expire shows first), or in order of first
earned basis.

[00138] In another embodiment, the gaming system enables a player to
purchase a designated quantity of bonus game feature units. In this
embodiment, rather than accumulating bonus game feature units based on
one or more aspects of game play, the gaming system enables the player to
directly or indirectly purchase one or more bonus game feature units. In

another embodiment, the gaming system funds a player's account with one or
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CLAI M5 The invention is clainmed as follows: 1.A gam ng system
conprising: at |east one display device; at |east one input device;
at | east one processor; and at | east one nenory device which
stores a plurality of instructions, which when executed by the at

the at | eadtoignBoans e Jeofe "l T oRieBil Wack, RfufLl: Suhye
(a) accunuleaisodimenanthit yetfalbssrver paoRdésainer er wibtesbonus gamé Heature
enabl e a player to selectively redeem at | east one accunul ated bonus

gane feat utditaip @ Player for accepiirg or pagtisipaiingyiera Bereeian el or p¥a@SIR in

ggn'ugazgngfé?cﬁ&ﬁé@%@éiﬁﬂin@ol%’?orgg'ﬂ‘érﬁrﬁatégtSbﬁHHrﬁentstbla?eP\c%l@fclﬁ‘b, for
visiting a gaming establishment’'s website or some activity thereon, such as
learning about a new game, or for trying a new game, the central server funds
a player's account with one or more bonus game feature units. In another
embodiment, the central server is configured to fund a player’s account with
modified quantities of bonus game feature units for a bonus game feature unit
accumulation event occurring in association with a promotion. For example,
during a designated promotion time at a gaming establishment, the central
server funds a player's account with double bonus game feature units
compared to the quantity of bonus game feature units the player would have
received during the non-promotion time. In another embodiment, a bonus
game feature unit accumulation event occurs in association with a player
purchasing one or more items.

Alternative Embodiments

[00139] In one aiternative embodiment, the gaming system selects one
or more of the bonus game features to employ for a play of a bonus game. In
one such embodiment, the player indicates a quantity of accumulated bonus
game feature units to redeem and the gaming system selects a bonus game
feature to employ for one or more of these redeemed bonus game feature
units. In another embodiment, the gaming system selects at least one bonus
game feature to employ for a play of a bonus game and the player selects at
least one bonus game feature to employ for the play of the bonus game.

[00140] In various embodiments, one or more of:

(a) the frequency of accumulating one or more bonus game feature

units;
(b)  the quantity of bonus game feature units accumulated per bonus

game feature unit accumulation event that occurs;
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(i) enable the player to select a quantity of at |east one bonus gane
feature of a plurality of different bonus ganme features to activate,
(ii1) activate each sel ected bonus gane feature, (i)

determ ne and di splay a bonus gane outcone, said determ ned bonus
ganme out cone being b ; i ) t t

one bonus game (9at ot ety 8FRonLE PEhGfedhuoetRE selBhed B pefAtd

gane award associ at ednwidrimbleedifietedrt féatackshonus gane out cone,
(v) determ ne and display a bonus gane supg.; enental award, said

det er ni ned bonuédganmtne iaAndie o diTaret deptirag that dnavrearsinyiragausly
expect ed bonus gane ; v.al I d with the
activated at | east O%gﬁg%%ﬂg&g%%@%gﬁxrﬁﬁgrt])gﬁﬁgﬁ'aﬂjié?(Vi) provi de

the player a tofal btmudifferent fesnesi avdilabientp beeactivapidchjarda pay ©f the
gane award and the di ggl ayed bonus gane suppl emental award:
2. The ganing syst emP8NUEI94MA 1, wherein regardl ess of which at | east

one bonus game fgat Ui, bifrBhQRies sl BERhUSR SUBPRmEHIaPHRERORIue

expect ed val ue the total bonus game awar e same per bonus
gane feature unit redaderd. 3. The gam ng systemof C aim 1,

wherein the quantity, of bon features selected to_activate is
based on the quddh i ¢ JoALBBLI QTeE BIAIE e ket Badh UPiemettal
4. The ganing systemggfar@\aille lablehtBaEhBVe a weighting that is modified based

on the player selected features of the bonus game;

(h)  the quantity of plays of the bonus game that may be played
before a winning outcome associated with an award is
generated;

(i) the order in which activated features are applied to the bonus
game outcome for the play of the bonus game; and

1) any other determination made by the gaming system disclosed
herein

are predetermined, randomly determined, determined based on the player's
status (such as determined through a player tracking system), determined
based on a generated symbol or symbol combination, determined based on a
random determination by the central controller, determined based on a random
determination at the gaming device, determined based on one or more side
wagers placed, determined based on the player's primary game wager,
determined based on time (such as the time of day), determined based on an
amount of coin-in accumulated in one or more pools or determined based on
any other suitable method or criteria.

[00141] It should be understood that various changes and modifications

to the presently preferred embodiments described herein will be apparent to
those skilled in the art. Such changes and modifications can be made without

departing from the spirit and scope of the present subject matter and without
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a first bonus gane feature is associated with a first average
expected bonus gane award value, a first average expected bonus gane
suppl enental award value, and a first total bonus gane award average

expected val ue, and a second, different bonus gane feature is
associ at ed d‘fmfrgbrﬁnog efé’ﬂﬂtenﬁbﬁf %H@Qﬁtagégr age ngxf?\%?éi%?e DAY ‘g%[:ﬂ
val ue, a secon fTerent average e ted bonus gane supple

awar d vaIuehaagdbahdrmwdmCaﬁamﬁﬂeb@wuedgqnbeam@eddedemnme expected
val ue. 5. The gam ng system of Claim1l, wherein: a first
conbination of a first quantity of bonus gane features is associated
with a first average expected bonus gane award value, a first average
expect ed bonus gane suppl enental award value, and a first total bonus
gane award average expected val ue, and a second, different

conbi nation of the first quantity of bonus gane features is
associated wth a second, different average expected bonus gane award
val ue, a second, different average expected bonus gane suppl enent al
award value, and the first total bonus gane award average expected
val ue. 6. The gam ng systemof Claim1l, wherein when executed
by the at | east one processor, the plurality of instructions cause
the at | east one processor to determ ne the bonus gane suppl enent al
award based on a random sel ection of a value froma wei ghted val ue
tabl e, said weighted value table associated with an average expected
val ue substantially equal to the average expected bonus gane

suppl enental award val ue associated with the activated at | east one
bonus gane feature. 7. The gaming systemof Claim1, wherein
the play of the bonus gane includes at | east one free activation of a
plurality of reels to generate a plurality of synmbols. 8.A gam ng
system conpri si ng:
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at | east one display device; at |east one input device; at |east one
processor; and at | east one nenory device which stores a
plurality of instructions, which when executed by the at |east one
processor, cause the at | east one processor to operate with the at

| east one display device and the at | east one input device to:

(a)mai ntain normalization data includingjdor each of a plurality of
di fferent individual bonus gane features: (A) an average

expect ed bonus AVE:L B) an average expected bonus
gane suppl enment g‘lﬁgg%as ér@[o\?'a'%cé#ﬁ?gi%s fél)\lllg\fvgge expect ed bonus gane

suppl enental awdrd va gembej sitdrasunmisisgi d average expected bonus
gane award val ue and an accunul ated bonus gane feature unit average
expect ed val ue, MeaAsEPAC AIsNlRY BeViERe aver age expected bonus gane

award val ue and %gpﬁ!%’é’?/ﬁfeted bonus gane suppl enrental award
val ue substanti SF ,é%sgéﬁél the ac¢umul at ed bonus gane feature unit

aver age expect eat \smstieneanocessor; and C) a wei ghting of at |east one

I f i ght ed val t abl e, in.th i ghted val ue taple,.i
nasoci ot ed wi t hohiCavoPBANERIARK R GRS TR SRR LT AT NS BEaTS.

average expafidieihepnERedASE MR SMRAsRlonBWRoRe¥dd@audBdhe at least one

processor to operate with the at least one display device and the at least one
input device to:

(@) accumulate a quantity of bonus game feature units;

(b) enable a player to selectively redeem at least one accumulated
bonus game feature unit; and

(c) if the player selectively redeems at least one accumulated bonus
game feature unit, for a play of a bonus game:

(i) enable the player to select a quantity of at least one bonus
game feature of a plurality of different bonus game features to activate,

(ii) activate each selected bonus game feature,

(i)  determine and display a bonus game outcome, said
determined bonus game outcome being based, at least in part, on the
activated at least one bonus game feature,

(iv)  determine and display a bonus game award associated
with the determined bonus game outcome,

(v)  determine and display a bonus game supplemental award,
said determined bonus game supplemental award being based on an
average expected bonus game supplemental award value associated
with the activated at least one bonus game feature, and

(vi)  provide the player a total bonus game award including the
displayed bonus game award and the displayed bonus game

supplemental award.
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(ii)for each of a plurality of different conbination of bonus gane
features: (A) an average expected bonus gane award val ue,

(B) an average expected bonus gane suppl enental award val ue, said
aver age expected bonus gane supplenental award val ue being based on

sai d average expecteg l%o e)i(ﬁgység FCYQW v\ﬁ.%lr&na,% %@%%ﬁ vﬁﬁ&l{

game feature unit averag ue an ' a quantl onus ga

feature unidast ares bonategamet feataedtheoplaysatsetstiod tboantwamn'an average
features, wherein a sum of the average expect ed bonu war d

val ue and EXBEEGErvRjde &f fae teldl Ponus dpame aN@sHI e 1Bf %WEF Opyp Eame

substanti alféé’tuF‘é?‘HﬁlltFed;?ee?‘ﬁé’cﬁj“Ct of the accumnul ated bonus gane feature
unit average expecte ue and the quantity of bonus gane feature

units associated with said conbination of gane feature units, and p)a

ighti f at | f i.ght ed | abl e
the el gt od valtio. t ToPeSRETIE Sytient &l GEh brVaver é&e&&'ﬁaﬁ@ea? banys

subst ant | algahefalids0stibBictV e BB ALREYaddbaR the Qﬂmhuﬁw BPlerBRiLAlted

award valué; and (b)if a p‘ ayer selectively redeens at |'east one
accumnul at e@onua@an@featlﬂrea:mts«e unit to play a bonus game with at
| east one of the different bonus gane features activated:

4. The gaming system of Claim 1, wherein:

a first bonus game feature is associated with a first average expected
bonus game award value, a first average expected bonus game supplemental
award value, and a first total bonus game award average expected value, and

a second, different bonus game feature is associated with a second,
different average expected bonus game award value, a second, different
average expected bonus game supplemental award value, and the first total
bonus game award average expected value.

5. The gaming system of Claim 1, wherein:

a first combination of a first quantity of bonus game features is
associated with a first average expected bonus game award value, a first
average expected bonus game supplemental award value, and a first total
bonus game award average expected value, and

a second, different combination of the first quantity of bonus game
features is associated with a second, different average expected bonus game
award value, a second, different average expected bonus game supplemental

award value, and the first total bonus game award average expected value.
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(i)determ ne and display a bonus ganme award, (i)determ ne and displ ay
a bonus gane suppl enental award, said bonus gane suppl enental award
determ ned based on a random sel ection of a value fromthe wei ghted
val ue tabl e associated with the bonus gane feature activated, and

() provi de the player t lglb rd.i b i i sl
bonus gane awar (Sfland Tt?‘r?eé)%‘lﬂlg %g%“g)glﬁgﬁ@gn@h&ﬂ&p Ie%?%%égg%&t%eaq
9. The gamileastsysé eproctssdrai thieS plusiity ebh ivsteuptibhs t yawde hhaust geadt one
features selected to activate is based on a quantity of accumul ated

bonus gane PFRERSSPE tandeiermine the bamusTaaMgastiRglesipsttalryareikasadgon a
wherein th i o) f

e o o TaiaH, Rledleh, 0985182, SRRl B0 R igried vale
synbol s. table assbtjatéd neitthach aferager expetted vgdue sgbstastielly esaiat to the

h i si ng: | at Ly of
][n;;t 8? ecaﬁa[v'g?a'g%gexpected bo‘ﬁg g%?r?g rsndpp te'rnneggmtaflal a uélarrc]it \I/atlze %ssggigyesd \%/laf[ﬁhe

activated at least one bonus game feature.
7. The gaming system of Claim 1, wherein the play of the bonus

game includes at least one free activation of a plurality of reels to generate a

plurality of symbols.
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(b) enabling a player to selectively redeem at | east one accumul at ed
bonus gane feature unit; and (c) if the player selectively
redeens at | east one accunul ated bonus gane feature unit, for a play
of a bonus gane: (i)enabling the player to select a quantity of at

| east one bonus ggane L 1y of different bonus gane
features to act is\glate,'&gl%nﬁ{éf%ﬁ%ﬁa@rﬁé@%bébne processor to execute a
plurality of insitilesstionesligslapdevicel e each sel ected bonus gane

feat ure, (ti ii) causing the at |east one processor to execute
the plurality oftieastonetinpRwdavicaiet er mi ne a bonus gane outcome, said

determ ned bonusatq@éggoﬂ%t o]y =N oT=) based, at least in part, on the
activated at | east one nus gane feature, (iv) causing the at

| east one procesddeastooasenenery hdeyite nehich ystofesi aspluaality afsinstructions,
determ ne a honu ane award assocjated with the determ ned bonus

gans. out condich whel SxesUigd huihe 3t sl e RiocdRsph cpulevnEent Bost one
di spl ay th‘br@@é&'b’ﬂ‘té‘ e%@%itﬂﬂ%%gﬁ%%ﬁope displ?y Qe\viceCats tifat stbne

| east one processor to execute plurality of instructions to
det er m ne ampdrieyicgal®e suppl enental award, said determ ned bonus gane

suppl enmental award bei ng, based op_an ayera xpect ed bonus gane
suppl enent al a&g?)d v&P%’gtaAEQBEPEF%J (ﬁ‘}at'ﬁ@ug@gi vated at |east one
bonus gane feature, (j for each of a plurality of different individual bonus game

features:

|

(A) an average expected bonus game award value,

(B) an average expected bonus game supplemental
award value, said average expected bonus game supplemental
award value being based on said average expected bonus game
award value and an accumulated bonus game feature unit
average expected value, wherein a sum of the average expected
bonus game award value and the average expected bonus game
supplemental award value substantially equals the accumulated
bonus game feature unit average expected value, and

(©) a weighting of at least one value of a weighted
value table, wherein the weighted value table is associated with
an average expected value substantially equal to the average
expected bonus game supplemental award value, and
(i) for each of a plurality of different combination of bonus

game features:

(A) an average expected bonus game award value,

(B) an average expected bonus game supplemental
award value, said average expected bonus game supplemental
award value being based on said average expected bonus game
award value, said accumulated bonus game feature unit average

expected value and a quantity of bonus game feature units
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(vii) causing the at |east one display device to display the

det erm ned bonus gane suppl enental award, and (viii) providing
the player a total bonus ganme award including the displayed bonus
ganme award and the displayed bonus ganme suppl enent al avvard

12. The method of d gj " -'n .eg f S
bonus gane feature t%&%&é&g}%' ece{'(i 8§®5ﬁ'95at Ehb(g ragetfe"’ﬂ[]ﬁ:"S
expected val ue of thevHeptial absuws ofahe maglelaﬁéwecsmupegabwmmrd
gane feature unit redeened. 13. The method of Caim 11,

wherein the quantity Vafueh@nds thanaverage uexreded kenis ame tsupRlemestal
based on the quanti t%ﬂq%ﬁ%%&%tlgﬁ’@%ﬁugf@?rst Elb‘tr &f 'tHH bﬁc mulated

14. The nethod of d ai onus ur e

is associated w th abbnust gamy afgatwae(pamt eavdrages egpetﬂeelvvaald:ev'cdnde tha
first average expected bgn awar d val ue

u nt al nd.a .
first total bonus gaf&@8 rd’fa @?%eé)%?ﬁgfffaéwevém@ aéﬁamateda wifh  said
second, different bo%ﬁtﬂﬁéfgor{@%éf‘hsféétu?égﬁﬁé ajed Wi th a second,

cted bon

di fferent average expe us  gane award val ue, a second,
di fferent average expect edChonus weigbtisg pyl aimiaashlorensaliiey af e wedghted

the first total bonus ver.age e te

The nmethod of Claim i’fﬂ‘%?%l‘ﬂgere' Eh ?ﬁ'e@ﬁgﬁ @glf?ofﬂ?ﬂ%ﬁsﬁ?c'at#\”ﬂ‘
quantity of bonus gamg, aeéﬂagéeéxpécté@smu@ts%swmauya uwtoahéra@aage
expect ed bonus gane award value, a first average expected bonus gane

suppl emental award va&xpectesHipnusiganse suapam@uatgwgwluaaam aver age
expected val ue, (Squd if a player selectively redeems at least one accumulated bonus

game feature unit to play a bonus game with at least one of the different bonus
game features activated:

(i) determine and display a bonus game award,

(i) determine and display a bonus game supplemental award,
said bonus game supplemental award determined based on a random
selection of a value from the weighted value table associated with the
bonus game feature activated, and

(i)  provide the player a total bonus game award including the
displayed bonus game award and the displayed bonus game
supplemental award.

9. The gaming system of Claim 8, wherein a quantity of bonus
game features selected to activate is based on a quantity of accumulated
bonus game feature units.

10. The gaming system of Claim 8, wherein the play of the bonus

game includes at least one free activation of a plurality of reels to generate a
plurality of symbols.
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a second, different conbination of the first quantity of bonus gane
features is associated with a second, different average expected
bonus gane award val ue, a second, different average expected bonus
ganme suppl emental award value, and the first total bonus gane award
aver age expected,val ye. 16. The method of C ai,m 11, ich

i ncl udes causi ng1t he%ht n]egé%q BReOB?@(t,'Qgsc?r %mé'}gacﬁ}'%e%e sﬁﬁ]r mqtpgd
of instrucibpipsisiy; determ ne the bonus gane suppl enental award based
on a random sel ection of a value froma weighted value table, said
wei ght ed val ue (@bl e agsgdsiadingn apamtityof foaragemedestirednitgl ue

cward vl ue solbh ar ekt RS Jo RRRaN Y, RRBKE H0RESEYAP LT RLFred
feature. bonus ghfe fBatureRiniodnaf C aim 11, wherein the play of the

bonus gane includes at |east one free activation of a pluralj tédof
reel s to general® a pithelavs ssediypiyolesieems at leagigonergecypiiaied Sonus

Claimll V\%m’é fe%t@ﬁgjrﬁtta?&ég{a L{g% @oﬂ?é ﬁ&gywor k. 19. The net hod of

Cl ai m 18, erein an IS anI'nternet. 20. A
net hod of operating &)gamengblingtthen plagedtorselend & auantiyi nf:at least one
(a)causing at | east one %_rocessor to exec

te.g plyrality of
nStructions toDOPR AANGTRUER of ehBlirali GfeiilpiPrIAANYE 9 RdeAtuPRs to
normal i zat i on d%tcﬁvétBF' udi ng:

(i) causing at least one processor to execute a plurality of
instructions to activate each selected bonus game feature,

(iii)  causing the at least one processor to execute the plurality
of instructions to determine a bonus game outcome, said determined
bonus game outcome being based, at least in part, on the activated at
least one bonus game feature,

(iv)  causing the at least one processor to execute the plurality
of instructions to determine a bonus game award associated with the
determined bonus game outcome,

(v) causing at least one display device to display the
determined bonus game award,

(vi)  causing the at least one processor to execute the plurality
of instructions to determine a bonus game supplemental award, said
determined bonus game supplemental award being based on an
average expected bonus game supplemental award value associated
with the activated at least one bonus game feature,

(vii) causing the at least one display device to display the
determined bonus game supplemental award, and

(viii) providing the player a total bonus game award including
the displayed bonus game award and the displayed bonus game
supplemental award.
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(i)for each of a plurality of different individual bonus game
features: (A) an average expected bonus gane award val ue,

(B) an average expected bonus gane suppl enental award val ue, said
aver age expected bonus gane suppl enental award val ue bei ng based on

game foat ure uni e avalBoReeE BT S4B e B Wl ob RN

aver age expeetisshusogurae Jeakir@ties glayel weleatst tdaciaes 2ge aos R edbected
bonus gane suppl enrental award val ue substantially equals the

accunul at e¥abigrefsthgdntal peatis cammpwasd & KigesaRpar &Pnyig gane sprfure unit
(CO a wei gfﬂédé@nﬁ{i at | east one value of a weighted val ue tabl e,
wherein the wei ghted value table is associated with an average
expected val ue substantially equal to the average expected bonus gane

suppl ement al awgr.d val ue, and %iéi for each of .a plurali.

different combirati oﬁjr@f ”1?3?% A.,l,,l@mp bl yvlgrein the quantlﬁgogiw&%r%ee

expect ed Dasu§r3AEEIBNRY th Y&liWke is based on the quantity of accumulated bonus
game feature units.

14.  The method of Claim 11, wherein:

a first bonus game feature is associated with a first average expected
bonus game award value, a first average expected bonus game supplemental
award value, and a first total bonus game award average expected value, and

a second, different bonus game feature is associated with a second,
different average expected bonus game award value, a second, different
average expected bonus game supplemental award value, and the first total
bonus game award average expected value.

15.  The method of Claim 11, wherein:

a first combination of a first quantity of bonus game features is
associated with a first average expected bonus game award value, a first
average expected bonus game supplemental award value, and a first total
bonus game award average expected value, and

a second, different combination of the first quantity of bonus game
features is associated with a second, different average expected bonus game
award value, a second, different average expected bonus game supplemental

award value, and the first total bonus game award average expected value.
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(B) an average expected bonus gane suppl enental award val ue, said
aver age expected bonus gane suppl enental award val ue bei ng based on
sai d average expected bonus gane award val ue, saki accunul ated bonus
gane feature unit average expected value and a quantity of bonus gane
feature units asgoci ' A [ ' b
features, mhereﬁﬁ'a 3&%38?”%%@a§§%F§33?3§@%iF@ﬁﬂ%ﬁﬁﬁg%ﬁ§3§E§%%$83t°"e
val ue and phecedeer &gexeoyiethe gllralitysofgasteuctiopsl te it mhinaibe dhonakugame

substantially equals a product of the accunul ated_ bonus gane feature
unit aver aéHzB‘)@glf&t Wgw%@%ﬁﬂjom?efm of CBP"t%rﬁJ‘éaqaﬁ M eagianted

units assoghaie Lt hhisal l i g&ggﬁ r i

(O a wei gh'? ?ﬁltge %fb%a’t Iggggggfgg)yg‘?éeﬁg}eoésmm gepg\ngﬁ% ug@%rtgglee,é%’ected
wher ei n t healvei gitistantiadlyuequad b éhe savesage eapededi hdnusngaver sigeplemental
expected val ue supstantially e | tath er gge expected bqnus gane
Suppl erent SWALRARE Asgciated wiPdhpachvaeg ddcediana Ui dang dentrey

| east one accunul at ed bonus gane feature unit to play a bonus gane
with at | east one of the different bonus ganme features activated:

(i) causing theldt | dast methododddsior!t ovhareiruthe play of theabionysgame
Instructl Oﬂ?cllﬁc?esdgtt 18551 Ofe ﬁ'eg%%lfllgaﬁ’oanngf gvr\)k?urrglity of reels to generate a plurality

of symbols.

18. The method of Claim 11, which is operated through a data
network.

19. The method of Claim 18, wherein the data network is an internet.
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(ii) causing at |east one display device to display the determ ned
bonus gane award, (1i1) causing the at | east one processor to
execute the plurality of instructions to determ ne a bonus gane
suppl emrental award, said bonus ganme suppl enmental award determ ned

based on a randwhselAecHeqﬁo&)f ofe !afé?méctel{nvggﬁdﬁﬁ? ghLith, |\%%causb§%

associated wth e bonus gane are
the at | eagonmgirdj:spl ay devi ce to di splay the determ ned bonus gane
suppl emrental award, and (v) providing the player a total bonus

game award i ncl 4@l ng CBHEING; | HASE BBRUSTYRARSORWS EXaTEte nd MWty &d
bonus gane lﬁé{RR;IUGH?n;@' k- with. at le&st d ﬁ?eéﬁ:fégg&?f He Qea%z%alntaln

wherein a quantity o us gane features se o actlvate
based on anguaatizationodatadeciodingt ed bonus gane feature units.

(i) for each of a plurality of different individual bonus game
features:

(A) an average expected bonus game award value,

(B) an average expected bonus game supplemental
award value, said average expected bonus game supplemental
award value being based on said average expected bonus game
award value and an accumulated bonus game feature unit
average expected value, wherein a sum of the average expected
bonus game award value and the average expected bonus game
supplemental award value substantially equals the accumulated
bonus game feature unit average expected value, and

(C) a weighting of at least one value of a weighted
value table, wherein the weighted value table is associated with
an average expected value substantially equal to the average
expected bonus game supplemental award value, and
(i) for each of a plurality of different combination of bonus

game features:

(A) an average expected bonus game award value,

(B) an average expected bonus game supplemental
award value, said average expected bonus game supplemental
award value being based on said average expected bonus game
award value, said accumulated bonus game feature unit average
expected value and a quantity of bonus game feature units
associated with said combination of bonus game features,
wherein a sum of the average expected bonus game award
value and the average expected bonus game supplemental

award value substantially equals a product of the accumulated
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22. The nethod of C aim 20, wherein the play of the bonus gane
includes at |east one free activation of a plurality of reels to
generate a plurality of synbols. 23. The nmethod of Cair' 20,
which is operated through a data network. 24The net hod of Caim 23,

wherein he data netwaprk), kS 8thd MEEHRE unit average expected value and the

quantity of bonus game feature units associated with said
combination of game feature units, and
(C) a weighting of at least one value of a weighted
value table, wherein the weighted value table is associated with
an average expected value substantially equal to the average
expected bonus game supplemental award value; and
(b) if a player selectively redeems at least one accumulated bonus
game feature unit to play a bonus game with at least one of the different bonus
game features activated:

(i) causing the at least one processor to execute the plurality
of instructions to determine a bonus game award,

(i) causing at least one display device to display the
determined bonus game award,

(iiiy  causing the at least one processor to execute the plurality
of instructions to determine a bonus game supplemental award, said
bonus game supplemental award determined based on a random
selection of a value from the weighted value table associated with the
bonus game feature activated,

(iv) causing the at least one display device to display the
determined bonus game supplemental award, and

(v) providing the player a total bonus game award including
the displayed bonus game award and the displayed bonus game
supplemental award.

21. The method of Claim 20, wherein a quantity of bonus game
features selected to activate is based on a quantity of accumulated bonus
game feature units.

22. The method of Claim 20, wherein the play of the bonus game
includes at least one free activation of a plurality of reels to generate a plurality
of symbols.
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23. The method of Claim 20, which is operated through a data
network.

24. The method of Claim 23, wherein the data network is an internet.
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