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APPLICATION This application claims the benefit of
U.S. Patent Application No. 12/1 12,740 filed April
30, 2008. BACKGROUND Technical Field This disclosure
generally relates to the field of games and more
particularly to providing instances of a secondary
game by a gaming machine configured to provide
instances of a primary game and instances of a
secondary game. Description of the Related Art Today,
modern game-entertainment centers such as casinos
provide electronic gaming machines which offer various
games to players. Some electronic gaming machines may
be configured to provide a primary game and a
secondary game. For example, in a casino environment,
a gaming machine may provide a slot-based game as the
primary game of the gaming machine. A patron, player,
of the casino may insert money into the gaming machine
to purchase an instance of the slot-based game. The
gaming machine may be further configured to provide
the player with an instance of a secondary game based
on an outcome of the primary game. For example, the
gaming machine may provide the player with an instance
of the secondary game when the outcome of the primary
game is three-of-a-kind, e.g., three "bells." The
secondary game may be a different game title (e.g., an
electronic game of roulette) or may be the same type
of game as the primary game (e.g., a slotbased game)
that may have different odds for winning and/or
different payout amount.For games of chance such as
slot-based games, a player may have to play multiple
instances of the primary game until the outcome of a
primary game matches the conditions for triggering an
instance of the 



secondary game. The player may truly desire to play
the secondary game and may get frustrated and/or get
bored playing the primary game, which may cause the
player to leave the game-entertainment center prior to
the player satisfying his/her desire to play the
secondary game. Additionally, the player may run out
of money and/or run out of time playing the primary
game such that the players desire to play the
secondary game is unfulfilled. In any case, unless the
player has sufficient opportunity to satisfy his/her
desire to play the secondary game, the player may quit
playing the gaming machine or avoid playing the gaming
machine in the future. There is a need for systems,
methods, and devices that address the problems with
current gaming machines. BRIEF SUMMARY In one aspect,
a method for enhancing gaming at a gaming machine
configured to provide instances of gameplay of a
primary game and selectively provide instances of
gameplay of a secondary game includes: providing a
secondary game buy-in option to a first respective
instance of a secondary game that is triggerable based
at least on at least one outcome of a primary game
based at least on a determined current number of
available credits; selectively providing the first
respective instance of the secondary game based at
least on player-input indicative of acceptance of the
secondary game buy-in option; debiting a respective
first number of credits from the current number of
available credits based at least on the player-input
indicative of acceptance of the secondary game buy-in
option; selectively providing a respective instance of
the primary game based at least on the current number
of available credits; debiting a respective second
number of credits from the current number of available
credits based at least on the provisioning a player
with the respective instance of the primary game; and
from time-to-time,providing the secondary game buy-in
option to a second respective instance of the
secondary game based at least on respective outcomes
of at least one instance of the primary game. 



In one aspect, a method for enhancing gaming at a
gaming machine configured to provide instances of
gameplay of a primary game and selectively provide
instances of gameplay of a secondary game includes:
determining whether to provide a respective instance
of a secondary game based at least on a respective
first current amount of available secondary game
credits. In response to determining to provide the
first instance of the secondary game, the method
further includes: enabling a secondary game buy-in
option, collecting a respective first wager, and
selectively providing the first instance of the
secondary game. In response to determining not to
provide the instance of the secondary game, the method
further includes: collecting a respective second
wager, providing a respective instance of the primary
game, determining an outcome of the first instance of
the primary game, and determining whether to provide a
respective instance of the secondary game based at
least on the outcome of the first instance of the
primary game. In one aspect, a gaming system to
selectively provide an instance of a primary game or a
secondary game includes a player interface configured
to receive input from a player, a processor in
communication with the player interface that executes
instructions, and a memory in communication with the
processor. The memory stores instructions that cause
the processor to provide a secondary game buy-in
option to a first respective instance of a secondary
game that is triggerable based at least on at least
one outcome of a primary game based at least on a
determined current number of available credits;
selectively provide the first respective instance of
the secondary game based at least on player-input
indicative of acceptance of the secondary game buy-in
option; debit a respective first number of credits
from the current number of available credits based at
least on the player-input indicative of acceptance of
the secondary game buy-in option; selectively provide
a respective instance of the primary game based at
least on the current number of available credits;debit
a respective second number of credits from the current
number of available credits based at least on the
provisioning a player with the respective 



instance of the primary game; and from time-to-time,
provide the secondary game buy-in option to a second
respective instance of the secondary game based at
least on respective outcomes of at least one instance
of the primary game. In one aspect, a gaming system to
selectively provide an instance of a primary game or a
secondary game includes a player interface configured
to receive input from a player, a processor in
communication with the player interface that executes
instructions, and a memory in communication with the
processor. The memory stores instructions that cause
the processor to determine whether to provide a
respective instance of a secondary game based at least
on a respective first current amount of available
secondary game credits. The memory stores further
instructions that cause the processor to enable a
secondary game buy-in option in response to
determining to provide the first instance of the
secondary game. The memory stores further instructions
that cause the processor to collect a respective first
wager in response to determining to provide the first
instance of the secondary game. The memory stores
further instructions that cause the processor to
selectively provide the first instance of the
secondary game in response to determining to provide
the first instance of the secondary game. The memory
stores further instructions that cause the processor
to collect a respective second wager in response to
determining not to provide the instance of the
secondary game. The memory stores further instructions
that cause the processor to provide a respective
instance of the primary game in response to
determining not to provide the instance of the
secondary game. The memory stores further instructions
that cause the processor to determine an outcome of
the first instance of the primary game in response to
determining not to provide the instance of the
secondary game. The memory stores further instructions
that cause the processor to determine whether to
provide a respective instance of the secondary game
based at least on the outcome of the first instance of
theprimary game in response to determining not to
provide the instance of the 



secondary game. BRIEF DESCRIPTION OF THE SEVERAL VIEWS
OF THE DRAWINGS Figure 1 is a block diagram of a
game-entertainment system according to one
non-limiting illustrated embodiment. Figure 2 is a
block diagram of a ticket for purchasing an instance
of gameplay at the game-entertainment system according
to one non-limiting illustrated embodiment. Figure 3
is a block diagram of a member identification medium
according to one non-limiting illustrated embodiment.
Figure 4 is an isometric view of a gaming machine of
the gameentertainment system according to one
non-limiting illustrated embodiment. Figure 5 is
schematic diagram of the gaming machine of Figure 4,
according to one non-limiting illustrated embodiment.
Figure 6 is schematic diagram of a
gaming-entertainment system environment such as a
casino, according to one non-limiting embodiment.
Figure 7 is a flow diagram of a method for enhancing
gaming at a gaming machine configured to provide
instances of gameplay of a primary game and
selectively provide instances of gameplay of a
secondary game according to one illustrated
embodiment. Figures 8A and 8B are a flow diagram of a
method for enhancing gaming at a gaming machine
configured to provide instances of gameplay of a
primary game and selectively provide instances of
gameplay of a secondary game according to one
illustrated embodiment. . Figure 9 is flow diagram of
a method for enhancing gaming at a gaming machine
configured to provide instances of gameplay of a
primary game and selectively provide instances of
gameplay of a secondary game according to one
illustrated embodiment. In the drawings, identical
reference numbers identify similar elements or acts.
The sizes and relative positions of elements in the
drawingsare not necessarily drawn to scale. For
example, the shapes of various 



elements and angles are not drawn to scale, and some
of these elements are arbitrarily enlarged and
positioned to improve drawing legibility. Further, the
particular shapes of the elements as drawn, are not
intended to convey any information regarding the
actual shape of the particular elements, and have been
solely selected for ease of recognition in the
drawings. DETAILED DESCRIPTION In the following
description, certain specific details are set forth in
order to provide a thorough understanding of various
disclosed embodiments. However, one skilled in the
relevant art will recognize that embodiments may be
practiced without one or more of these specific
details, or with other methods, components, materials,
etc. In other instances, well-known structures
associated with servers, networks, displays, computer
type devices, ticket/currency validators,
machine-readable symbols readers, and/or with game
subsystems have not been shown or described in detail
to avoid unnecessarily obscuring descriptions of the
embodiments. Unless the context requires otherwise,
throughout the specification and claims which follow,
the word "comprise" and variations thereof, such as,
"comprises" and "comprising" are to be construed in an
open, inclusive, sense that is as "including, but not
limited to." Reference throughout this specification
to "one embodiment" or "an embodiment" means that a
particular feature, structure or characteristic
described in connection with the embodiment is
included in at least one embodiment. Thus, the
appearances of the phrases "in one embodiment" or "in
an embodiment" in various places throughout this
specification are not necessarily all referring to the
same embodiment. Furthermore, the particular features,
structures, or characteristics may be combined in any
suitable manner in one or more embodiments. As used in
this specification and the appended claims, the
singular forms "a," "an," and "the" include plural
referents unless the contentclearly dictates
otherwise. It should also be noted that the term "or"
is generally 



employed in its sense including "and/or" unless the
content clearly dictates otherwise. The headings and
Abstract of the Disclosure provided herein are for
convenience only and do not interpret the scope or
meaning of the embodiments. Any process descriptions
or blocks in flowcharts described below may be
understood as representing modules, segments, or
portions of code which include one or more executable
instructions for implementing specific logical
functions or acts. In alternative embodiments, various
logical functions, or acts may be executed out of
order from that shown or discussed, including
substantially concurrently or in reverse order, and/or
manually, depending on the functionality involved, as
would be understood by those reasonably skilled in the
art. Certain acts in the processes or process flow
described in all of the logic flow diagrams referred
to below must naturally precede others to function as
described. However, the various embodiments are not
limited to the order of the acts described if such
order or sequence does not alter the functionality of
one or more of the embodiments. That is, it is
recognized that some acts may be performed before,
after, or in parallel with other acts. Further, some
embodiments may include additional acts and/or omit
other acts. Figure 1 shows a game-entertainment system
100 according to one non-limiting illustrated
embodiment. The game-entertainment system 100 may
include a front end 102 and a back end 104. The front
end 102 includes gaming machines 106 and may include a
ticket dispenser/redeemer 108. The ticket
dispenser/redeemer 108 may be an automated device,
kiosk, and/or a cashier's booth. A player (not shown)
may purchase a ticket 110a by, among other ways,
providing the ticket dispenser/redeemer 108 with a
unit 112a of a currency having a first monetary value
or by providing a financial medium 114a such as, but
not limited to, credit card, debit card, gift card,
smart card, etc.The front end 102 of the
game-entertainment system 100 may 



include various games of chance and/or of skill that
may be played for entertainment and/or for monetary
wagers. Games of chance may include slot machines,
roulette, etc. Games of skill may include poker,
blackjack, arcade games, etc. In some embodiments, the
front end 102 may provide players with the opportunity
to place monetary wagers on, among other things, the
outcome of a game using tickets, referenced
individually as 110a, 110b, and 110c and collectively
as 110, and units of a currency, referenced
individually as 112a, 112b, 112c and collectively as
112. In some instances such wagers may use pretend
money, which has no actual value outside of the game,
casino, arcade or other establishment. Such may, for
example, be used at charitable "casino night" type
events. In some embodiments, a nominal number of
entertainment center credits (ECCs) may be associated
with the ticket 110a. In some embodiments, the
game-entertainment system 100 may employ a tiered
entertainment center credit system such as fully
redeemable entertainment center credits (fECCs) and
partially-redeemable entertainment center credits
(pECCs). A fullyredeemable entertainment center credit
may be associated with a monetary value, and as such,
the ticket 110a may be redeemable at the ticket
dispenser/redeemer 108. The amount of money for which
the ticket 110a may be redeemed may depend on the
number of entertainment center credits associated with
the ticket 110a and the monetary value of an
entertainment center credit, whereas
partially-redeemable entertainment center credits
(pECCs) may only be redeemable for further
entertainment center credit, goods or services offered
by the game-entertainment system 100 or affiliated
entities, etc. pECCs may be particularly useful where
tickets are distributed as an incentive (e.g., comp).
In some embodiments, transactions at the
game-entertainment system 100 may done using
entertainment center credits (ECCs), which may, in
some embodiments include pECCs and fECCs. For example,
at a gaming 



machine 106, a player may purchase a number of ECCs by
providing thegaming machine 106 with one or more units
of currency 112b and/or a financial medium 114b. The
gaming machine 106 may convert a monetary amount into
a number of ECCs based at least on an exchange rate
between a respective currency and ECCs. For example, a
monetary amount of one U.S. dollar may equal one ECC.
Based at least on a number of available ECCs, the
gaming machine 106 may selectively provide the player
with an instance of a primary game. As one example, if
the number of available ECCs is greater than a primary
game credit threshold (PGC Thresh), then the gaming
machine 106 may provide the player with an instance of
a primary game. In some embodiments, the primary game
credit threshold (PGC_Thresh) may correspond to an
amount of a wager placed by the player. In some
embodiments, the player may wager an amount of ECCs on
an outcome of an instance of the primary game that is
greater than the primary game credit threshold
(PGC_Thresh). The number of available ECCs is
decreased in accordance with the number of ECCs
wagered on an instance of the primary game. Based at
least on the outcome of an instance of the primary
game, the player may receive additional ECCs. In some
embodiments, based at least on an outcome of the
primary game, the gaming machine 106 may provide the
player with an instance of a secondary game. As an
example, an outcome of the primary game that triggers
the instance of the secondary game may occur on
average once every 150 primary games. In addition to
providing an instance of a secondary game based on an
outcome of the primary game, the gaming machine may
provide an instance of the secondary game based at
least on a number of available credits, ECCs, which
may include fully or partially redeemable credits. In
some embodiments, based at least on multiple outcomes
of the primary game, the gaming machine 106 may
provide the player with an instance of a secondary
game. As an example, based on outcomes of 



respective multiple instances of the primary game, a
player may accrue a number of credits that may applied
toward triggering an instance of thesecondary game. In
addition to accruing credits that may applied toward
triggering an instance of the secondary game, the
gaming machine may provide an instance of the
secondary game based at least on a number of available
credits, ECCs, which may include fully or partially
redeemable credits and which may include credits
accrued credits and/or purchased credits. In some
embodiments, the game-entertainment system 100 may
provide additional tiered credit in conjunction with,
or separate from, the entertainment center credits
described above. The game-entertainment system 100 may
provide primary game credits (PGCs) and secondary game
credits (SGCs). Primary game credits may be redeemable
at a gaming machine for purchasing an instance of a
primary game provided by the gaming machine. Secondary
game credits may be redeemable at a gaming machine for
purchasing an instance of a secondary game provided by
the gaming machine. The primary game credits (PGCs)
and/or secondary game credits (SGCs) may be fully or
partially redeemable. In some embodiments, partially
redeemable (primary or secondary) game credits may be
awarded to a player as comps and/or bonus points from
playing a game. In some embodiments, fully redeemable
(primary or secondary) game credits may be awarded to
a player as comps and/or bonus points from playing a
game and/or purchased by a player In addition to being
redeemable, an entertainment center credit may be used
to purchase an instance, or instances, of gameplay at
the gaming machines 106 and/or other services and
goods offered at the gameentertainment system 100. In
addition to being redeemable, a primary game credit
may be used to purchase an instance, or instances, of
gameplay of a primary game offered at the gaming
machines 106 and/or other services and goods offered
at the game-entertainment system 100. 



In addition to being redeemable, a secondary game
credit may be used to purchase an instance, or
instances, of gameplay of a secondary gameoffered at
the gaming machines 106 and/or other services and
goods offered at the game-entertainment system 100. In
the following description, credits of the
game-entertainment system 100 are described as
including ECCs ( which may include fEECs and pEECs),
PGCs (which may include fPGCs and pPGCs), and SGCs
(which may include fSGCs and pSGCs), however, such
description is non-limiting, and in some embodiments,
the game-entertainment 100 may employ a single credit
type, e.g., ECC, and in other embodiments, the
game-entertainment 100 may employ additional credit
types. Some or all the credit types of the
gameentertainment system 100 may be converted into a
monetary amount of a respective currency based at
least on a respective exchange rate between the
respective currency and the respective credit.
Different types of credits may have different exchange
rates. For example, one ECC may equal one U.S. dollar,
one PGC may equal five U.S. dollars, and one SGC may
equal ten U.S. dollars. Similarly, there may be
various exchange rates between the types of credits.
For example, five ECCs may equal one PGC, and ten ECCs
may equal one SGC. Furthermore, in some embodiments,
the various types of credits, e.g., ECCs, PGCs, and
SGCs, may include fully redeemable credits and
partially redeemable credits, which may have different
exchange rates. For example, five fECCs may equal one
fPGC, and ten fECCs may equal one fSGC, but seven and
one-half pECCs may equal one pPGC, and fifteen pECCs
may equal one pSGC. For the purposes of this
disclosure, a primary game is a game that the gaming
machine 106 provides based only on a number of
available credits (e.g., ECCs and/or PGCs) including
credits which may be fully or partially redeemable.
For the purposes of this disclosure, a secondary game
is a game that the gaming machine 106 provides based
at least on at least one outcome 



of at least one primary game and is a game that the
gaming machine 106 provides based at least on a number
of available credits (e.g., ECCs and/or PGCs and/or
SGCs) including credits which may be fully or
partiallyredeemable. For example, the secondary game
may be triggerable based on an outcome of an instance
of the primary game and/or may be triggerable based on
a number of available credits. As another example, the
secondary game may be triggerable based on multiple
outcomes of respective instances of the primary game,
e.g., a player may accrue credits (e.g., ECCs and/or
PGCs and/or SGCs, which also include credits that may
be fully or partially redeemable) by playing the
primary game, and when the player has a sufficient
number of available credits (e.g., ECCs and/or PGCs
and/or SGCs, which also include credits that may be
fully or partially redeemable), the gaming machine 106
may provide an instance of the secondary game. Thus,
primary games are not triggerable based on at least
one outcome of a different game such as a secondary
game, but secondary games are triggerable based on at
least one outcome of a different game such as a
primary game. The first time a player uses the
game-entertainment system 100, or any time thereafter,
the player may purchase the ticket 110a from the
ticket dispenser/redeemer 108. After the ticket
dispenser/redeemer 108 receives and/or verifies the
unit 112a of a currency and/or the financial medium
114a, the ticket dispenser/redeemer 108 may provide a
purchase request to the back end 104. The purchase
request may include a purchase amount that generally
corresponds to the monetary value of the unit 112a of
the currency, an amount to be charged to the financial
medium 114a, an aggregate of an amount to be charged
to the financial medium 114a and the monetary value of
the unit 112a of the currency, and/or some other
amount of money. The purchase request may further
include time-stamps and an indication of an identity
of the terminal, for example, a terminal identifier.
The gaming machines 106 may be of various types, such
as wager gaming machines and non-wager gaming
machines. Non-wager gaming 



machines include various arcade type games such as
pinball, in which a player may attempt to accumulate a
number of points which may, or may not, have actual
monetary redeemable value. Wager gaming machines may
include various games such as poker, blackjack, etc.
The gaming machines 106 mayinclude electronic-based
devices where a player plays a virtual game. For
example, in a game of virtual poker, virtual cards are
dealt and displayed to a player, and the player may
play against the gaming machine 106. Some of the game
stations 106 may be a hybrid electro-mechanical game
such as a gaming machine with electronic payment and
accounting components and mechanical game components.
A player may commence a session of gameplay by
purchasing an instance of gameplay from the gaming
machine 106 using a ticket 110b and/or a unit 112b of
the currency and/or a financial medium 114b. In some
embodiments, the player may accrue credits (ECCs,
PGCs, and SGCs) from an instance of gameplay. Some or
all of the credits may be used to purchase another
instance of gameplay during the session of gameplay or
some or all of the credits may be saved for later
redemption. The gaming machines 106 provide instances
of a primary game and selectively provide instances of
a secondary game. A player may purchase an instance of
a primary game using a ticket 110b and/or a unit 112b
of the currency and/or a financial medium 114b. The
respective gaming machines 106 may be configured
provide an instance of a secondary game based at least
on an outcome of a primary game and/or based at least
on the respective outcomes of multiple primary games.
In some embodiments, a player may accrue SGCs based at
least on playing instances of the primary game. In
some embodiments, after the player has accrued a
sufficient number of SGCs (e.g., a number greater than
a secondary game credit threshold), the player may be
offered the opportunity to play an instance of a
secondary game. The gaming machines 106 are configured
to provide respective 



players with secondary game buy-in options. A
secondary game buy-in option provides a player who
does not have a sufficient number of SGCs to play an
instance of a secondary game with an opportunity to
purchase an amount of SGCs necessary to have the
sufficient number of SGCs.When the player has finished
the session of gameplay, the gaming machine 106 may
provide the player with a ticket 110c. The ticket 110c
may be associated a number of credits, e.g., ECCs,
PGCs, and SGCs. The number of credits associated with
the ticket 110c may be depend at least on a number of
credits initially associated with the ticket 110b (or
the monetary value of the unit 112b of the currency or
the amount of funds charged to or debited from
financial medium 114b) and the total number of
available credits saved during the session of
gameplay. In some embodiments, the gaming machine 106
may return the ticket 110b to the player when the
player terminates a session of gameplay. Information
associated with the ticket 110b may be updated based
at least in part on the number of instances of
gameplay purchased during the session of gameplay
and/or the number of entertainment center credits
received by the player during the session of gameplay.
In some embodiments, patrons of the game-entertainment
system 100 may enroll in various membership programs.
The patrons may receive a respective a medium such as
a member identification medium (e.g., card with
magnetic stripe, RFID chip, machine-readable medium,
touch-memory), which may be associated with a specific
player/patron. The gaming machine 106 may be
configured to receive the respective member
identification medium of members and read information
such as a respective member indicator indicative of an
identifier for a specific member. The gaming machine
106 may provide the back end 104 with information
indicative of a read member indicator. A respective
one of the gaming machines 106 may be configured to
provide players of the respective gaming machine with
instances of a primary 



game and to selectively provide instances of a
secondary game. In some embodiments, a player may
present his or her member identification medium to the
gaming machine 106. The gaming machine 106 may provide
the back end 104 with information indicative of a
member identifier for the player. The back end 104 may
provide the gaming machine 106 with information
related toamounts of various credit types, e.g., ECCs,
PGCs, and SGCs, that may be associated with the
player. Based at least on the amounts of the various
credit types, the gaming machine 106 may selectively
provide the player with an instance of a primary game
and/or a secondary game offered by the gaming machine
106. During a session of gameplay, the player may
accrue credits. The gaming machine 106 may provide the
back end 104 with information indicative of accrued
credits. The back end 104 may include a system
controller 116 which may be communicatively coupled to
the gaming machines 106 and to the ticket
dispenser/redeemer 108 by communication links 118. The
communication links 118 may be a network such as a
wire, wireless, or combination thereof, network. The
system controller 116 may include an authorizer
subsystem 120 and an account/member manager subsystem
122 and may be embodied in a computing system,
distributed computing system, servers, etc. The
authorizer subsystem 120 is configured to respond to
game session requests and to selectively grant or deny
permission for a session of gameplay. The session
request may include information indicative of a
purchase amount and/or information indicative of
unique ticket identification information, time-stamps
and terminal identity. The account/member manager
subsystem 122 may include records 124, which include
account records and membership records. Each one of
the records 124 may include a unique identifier 126
and an amount of credit (and/or amounts of types of
credits). If the respective record 124 is an account
record, the unique identifier 126 may be associated
with a ticket and the credit amount 128 may generally
correspond to the purchase amount 



and/or a number of credits. The unique identifier 126
of a respective record 124 may associate the
respective record 124 with one of the tickets 110a,
110b, 110c, and the credit amount 128 of the
respective record 124 may be indicative of the number
of credits associated with the same ticket 110a, 110b,
110c.If the respective record 124 is a membership
record, the unique identifier 126 may be associated
with a specific player having a membership
identification medium. The credit amount 128 may
generally correspond to a number of credits associated
with the specific player. In some embodiments, when a
player uses the ticket 110b to purchase an instance of
gameplay at the gaming machine 106, the gaming machine
106 may provide the system controller 116 with
information indicative of unique ticket identification
information. Based at least in part on the information
indicative of unique ticket identification
information, the account/member manager 122 may
determine with which one of the records 124 the ticket
110b is associated. The determination may also be
based at least in part on the respective identifier
126 for the accounts records 124. Having determined
the record 124 with which the ticket 110b may be
associated, the account/member manager 122 may
determine a number of entertainment center credits
associated with the ticket 110b based at least in part
on the credit amount 128 of the respective record 124.
The system controller 116 may then provide the gaming
machine 106 with information indicative of the number
of entertainment center credits associated with the
ticket 110b. The gaming machine 106 may determine
whether to provide an instance of gameplay based at
least in part on the information indicative of the
number of entertainment center credits associated with
the ticket 110b. In some embodiments, the tickets 110
may be single-use only tickets. For example, a player
may purchase the ticket 110a from the ticket
dispenser/redeemer 108. A record 124 may be created
and associated with the ticket 110b. The player may
commence a session of gameplay at one of the 



gaming machines 106 by purchasing an instance of
gameplay with the ticket 110b. During the session of
gameplay, the gaming machine 106 audits entertainment
center credits for the player, e.g., available
entertainment center credits equals a number of
entertainment center credits initially associated with
the ticket 110a plus a number of available
entertainment center credits accrued during the
session of gameplay minus a number of entertainment
center creditsused to purchase instances of gameplay.
At the end of the session of gameplay, the gaming
machine 106 may provide the system controller 116 with
information indicative of the number of available
entertainment center credits and provide the player
with a new ticket 110c. The new ticket 110c may be
associated with a newly created record 124. The player
may take the new ticket 110c to another gaming machine
106 to commence another session of gameplay or may
redeem the ticket 110 at the ticket dispenser/redeemer
108. In some embodiments, the tickets 110 may be
multi-use tickets. For example, a player may commence
a session of gameplay at one of the gaming machines
106 by purchasing an instance of gameplay with the
ticket 110b. During the session of gameplay, the
gaming machine 106 audits entertainment center credits
for the player, e.g., available entertainment center
credits equals a number of entertainment center
credits initially associated with the ticket 110b plus
a number of entertainment center credits accrued
during the session of gameplay minus a number of
entertainment center credits used to purchase
instances of gameplay. At the end of the session of
gameplay, the gaming machine 106 may provide the
system controller 116 with information indicative of
the number of available entertainment center credits
and provide the player with the same ticket 110b. The
system controller 116 may update account information
based at least on the information indicative of the
number of available entertainment center credits. The
player may take the ticket 110b to another gaming
machine 106 to commence another session of gameplay or
may redeem the ticket 110 at the ticket
dispenser/redeemer 108. In some embodiments, the
account/member manager subsystem 



122 may create a record 124 when a player purchases
the ticket 110a at the ticket dispenser/redeemer 108.
The credit amount 128 of the record 124 may be based
at least in part on the purchase amount of the ticket
110a. The account/member manager subsystem 122 may
provide the ticket dispenser/redeemer 108 with
information indicative of a ticket identifier that may
be associated with the newly created record 124.
Alternatively, in some embodiments, the account/member
manager subsystem 122 may receive fromthe ticket
dispenser/redeemer 108 information indicative of a
ticket identifier or information indicative of ticket
identification information that may be encoded by a
ticket identifier, and the received information may be
associated with the newly created record 124. In some
embodiments, the ticket dispenser/redeemer 108 may
generate ticket identification information and print a
ticket identifier that encodes the ticket
identification information on a surface of a ticket.
In some embodiments, the ticket dispenser/redeemer 108
may receive information indicative of ticket
identification information and print a ticket
identifier that encodes the ticket identification
information on a surface of a ticket. In some
embodiments, the ticket dispenser/redeemer 108 may
provide the system controller 116 with information
indicative of ticket identification information. In
some embodiments, the account/member manager subsystem
122 may create a record 124 when a player purchases an
instance of gameplay at the gaming machine 106 with an
item of value that is not a ticket 110. The credit
amount 128 of the newly created record 124 may be
based at least in part on the monetary value of the
unit 112b of the currency and/or the amount of money
to be charged to or debited from financial medium
114b. The account/member manager subsystem 120 may
provide the gaming machine 106 with information
indicative of a ticket identifier that is associated
with the newly created record 124. Alternatively, in
some embodiments, the account/member manager subsystem
120 may receive information indicative of a ticket
identifier that is associated with the newly created
record 124 from the 



gaming machine 106. In some embodiments, the
account/member manager subsystem 122 may create a
record 124 after a player has ended a session of
gameplay at the gaming machine 106. For example, the
credit amount 128 of the newly created record 124
associated with ticket 110c may reflect a number of
entertainment center credits based at least in part on
the number of available entertainment center credits
at the end of the session of gameplay by the player.In
some embodiments, the account/member manager subsystem
122 may update a record 124 after a player has ended a
session of gameplay at the gaming machine 106. For
example, the credit amount 128 of the record 124
associated with ticket 110b may be updated to reflect
a change in a monetary value or a change in a number
of entertainment center credits based at least in part
on the number of available entertainment center
credits at the end of the session of gameplay. Figure
2 shows a ticket 110 according to one non-limiting
illustrated embodiment. The ticket 110 may be made of
paper or similar material and/or other material. The
ticket 110 includes a ticket identifier 130. In some
embodiments, the ticket identifier 130 may be one or
more machinereadable symbols (e.g., bar code symbols,
stack code symbols, area or matrix code symbols) that
encode a ticket code that may be indicative of unique
ticket identification information. In such
embodiments, the gaming machine 106 and the ticket
dispenser/redeemer 108 may include one or more
machine-readable symbol readers, such as scanners or
imagers that read bar codes, stacked codes, and/or
area or matrix codes, and the gaming machine 106 and
the ticket dispenser/redeemer 108 may include
instructions for decoding such machinereadable
symbols. The ticket identifier 130 may be associated
with the identifier 126 of a respective record 124.
The ticket may also include humanreadable information,
for example, an indication of a current value or worth
of the ticket in currency or credits. 



Figure 3 shows a member identification medium 132
according to one non-limiting illustrated embodiment.
The member identification medium 132 may include
human-readable indicia 134 that may be indicative of,
among other things, a unique member identifier. In
some embodiments, the member identification medium 132
may include machine-readable medium 136 encoding
member identification information that may be
indicative of a unique member identifier. The
machine-readable medium 136 encoding member
identification information may take a variety of forms
such as, but not limited to, machine-readable symbols
(e.g., bar code symbols, stack code symbols, areaor
matrix code symbols). In some embodiments, the
machine-readable medium 136 encoding member
identification information may include, but is not
limited to, one or more wireless data provider
communication devices such as radio frequency
identification devices and/or one or more data storage
devices such as magnetic stripes. As another example,
the machine-readable medium 116 encoding member
identification information may include, but is not
limited to, one or more wireless data provider
communication devices such as radio frequency
identification devices and/or one or more data storage
devices such as magnetic stripes. Figure 4 shows a
gaming machine 106 according to one nonlimiting
embodiment. The gaming machine 106 includes a display
device 138 and a user interface 140. The user
interface 140 may include various buttons, keys, track
wheel, track ball, joy stick, key pad, number pad,
touch pad, touch screen, user selectable icons, etc. A
player may use the user interface 140 to, among other
things, select a game or virtual game, control and
play a game or virtual game, and to select an amount
to be charged to or debited from financial medium
114b. The display device 138 may take a variety of
forms, for example cathode ray tube (CRT) displays, or
flat panel displays such as liquid crystal (LCD)
displays, liquid crystal on silicon (LCoS) displays,
plasma displays, digital light processing (DLP)
displays, other projection type of displays, and touch



sensitive displays. The gaming machine 106 also
includes an item of value (IOV) receiver 142 and a
reader 144. The IOV receiver 142 may receive items
that are purportedly of value. The IOV receiver 142 is
configured to receive units 112b of a respective
currency and tickets 110b. In some embodiments, the
IOV receiver 142 may receive units 112b of a currency
of various denominations and of various currencies,
e.g., a Canadian ten-dollar bill and a U.S. ten-dollar
bill. The reader 144 may take a variety of forms
including, but not limited to, one or more magnetic
stripe readers operable to read informationindicative
of member identification information and/or account
identification information encoded into one or more
magnetic stripes. Alternatively, or additionally, the
reader 110 may take the form of one or more optical
machinereadable symbol readers operable to read
information indicative of member identification
information and/or account identification information
encoded into one or more machine-readable symbols
(e.g., barcode symbols, stacked code symbols, area or
matrix code symbols, etc.). In addition, the reader
110 may take the form of one or more RFID readers or
interrogators operable to read information indicative
of member identification information and/or account
identification information encoded into one or more
RFID carriers (e.g., tags or cards). In some
embodiments, the reader 144 may receive financial
media 114b such as credit cards, debit cards, gift
cards, smart cards, etc. A user of the gaming machine
106 may use the IOV receiver 142 and/or the reader 144
along with ticket 110b and/or the unit 112a of the
currency and/or financial medium 114b to commence a
session of gameplay. In some embodiments, the reader
144 may receive the member identification medium 132.
The reader 110 may read the human readable indicia 134
and/or the machine readable medium 136. Among other
things, the gaming machine 106 may provide the 



back end 104 with an indication of the member
identification information read from the
machine-readable medium 136 of a player's member
identification medium 132. Figure 5 shows a gaming
machine 106 according to another nonlimiting
illustrated embodiment. The gaming machine 106
includes the display device 138, the user interface
140, and the reader 144, which were previously
discussed and which, for the sake of brevity, will not
be discussed in detail below. The gaming machine 106
includes a processor 146, a memory 148, network
interface 150, and an IOV subsystem 152, which are
communicatively coupled by one or more buses 154. The
processor 146 maybe a device for executing software,
particularly that stored in the memory 148. The
processor 146 may be a custom-made or commercially
available processor, a central processing unit (CPU),
a semiconductor-based microprocessor (in the form of a
microchip or chip set), or generally any device for
executing software instructions. The memory 148 is
communicatively coupled to the processor 146 via bus
154. The bus 154 can employ any known bus structures
or architectures, including a memory bus with memory
controller, a peripheral bus, and a local bus. The
memory 148 includes read-only memory ("ROM") 156 and
random access memory ("RAM") 158. A basic input/output
system ("BIOS") 160, which can form part of the ROM
154, contains basic routines that help transfer
information between elements within the gaming machine
106, such as during start-up. The RAM 158 may include
dynamic random-access memory (DRAM), static
random-access memory (SRAM), synchronous dynamic
random-access memory (SDRAM), flash RAM, etc. The
memory 148 may store one or more logic modules or
logic routines, each of which may comprise an ordered
listing of executable instructions for implementing
logical functions. In particular, the memory 148 



includes an operating system 162 and secondary game
buy-in option logic 168. The execution of the
operating system 162 by the processor 146 essentially
controls the execution of other logic, such as
secondary game buy-in option logic 168, and provides
scheduling, input-output control, file and data
management, memory management, and communication
control and related services. The secondary game
buy-in option logic 168 may include various logic
modules or logic routines, each of which may comprise
an ordered listing of executable instructions for
implementing logical functions. In particular, the
secondary game buy-in option logic 168 may include
logic for, among other things, gathering player data
such as amounts of various types of credits (ECCs,
PGCs, SGCs) associated with the player via a
membership accountand/or associated with a ticket
presented by the player, determining a number of
available credits for various types of credits, and
selectively enabling and/or disabling a secondary game
buy-in option. In some embodiments, the secondary game
buy-in option logic 168 or a portion of the secondary
game buy-in option logic 168 may be implemented in
firmware that is stored in a memory and that is
executed by a suitable instruction execution system.
If implemented in hardware, as in an alternative
embodiment, the secondary game buy-in option logic 168
and/or various logic modules or logic routines of the
gaming machine reconfiguration logic 162 may be
implemented with any or a combination of the following
technologies: a discrete logic circuit(s) having logic
gates for implementing logic functions on data
signals, an application specific integrated circuit
(ASIC) having appropriate combinational logic gates, a
programmable gate array(s) (PGA), a field programmable
gate array (FPGA), etc. The memory 148 also includes
primary game title logic 164 and secondary game title
logic 166. The primary game title logic 164 and
secondary game title logic 166 may respectively
include various modules or routines or logic, each of
which may comprise an ordered listing of executable 



instructions for implementing logical functions. In
particular, the primary game title logic 164 and the
secondary game title logic 166 may include logic for,
among other things, providing instances of a primary
game title and a secondary game title, respectively.
The network interface 150 may include network cards
and/or wireless communication devices that provide a
communication link 118 with the system controller 116.
The IOV subsystem 152 includes the IOV receiver 142
and a validator 170, and in some embodiments, the IOV
subsystem 152 may include the reader 144. The IOV
receiver 142 receives items that are purportedly items
of value such as tickets 110 and units 112 of a
respective currency. The IOV receiver 142 provides the
validator 70 with the received items.The validator 170
may be configured to validate purported items of
value. The validator 170 may determine whether a
purported item of value is a valid ticket and/or a
valid unit of a currency. For example, the validator
170 may determine whether a purported item of value is
a valid unit of a currency, such as, but not limited
to, a United States (U.S.) dollar bill, a U.S.
five-dollar bill, a U.S. ten-dollar bill, a U.S.
twenty-dollar bill, etc. Such may include optically,
magnetically, inductively, capacitively, or otherwise
sensing various characteristics of the purported item
of value and comparing the sensed characteristics to
defined values representative of valid
characteristics. In some embodiments, the validator
170 may be configured to validate units of currency
for multiple currencies. The validator 170 may be also
configured to validate received tickets 110. Among
other things, the validator 170 may read the ticket
identifier 130 on a ticket 110. If the validator 170
determines that a purported item of value is valid,
the validator 170 signals the processor 146. If the
validator 148 cannot validate a purported item of
value, the purported item of value may be rejected and
may be ejected from the gaming machine 106. Figure 6
and the following discussion provide a brief, general 



description of a suitable gaming-entertainment system
environment 600 in which the various illustrated
embodiments may be implemented. Although not required,
the embodiments will be described in the general
context of computerexecutable instructions, such as
program application modules, objects, or macros being
executed by a computer. Those skilled in the relevant
art will appreciate that the illustrated embodiments
as well as other embodiments may be practiced with
other computer system configurations, including
handheld devices, multiprocessor systems,
microprocessor-based or programmable consumer
electronics, personal computers ("PCs"), network PCs,
mini computers, mainframe computers, and the like. The
embodiments may be practiced in distributed computing
environments where tasks or modules are performed by
remote processing devices, which are linked through
acommunications network. In a distributed computing
environment, program modules may be located in both
local and remote memory storage devices. Figure 6
shows the gaming-entertainment system environment 600
comprising one or more gaming machines 106, one or
more system controllers 116, and/or server computing
systems 606 coupled by one or more communications
channels, for example one or more local area networks
(LANs) 608 or wide area networks (WANs) 610. The
gaming-entertainment system environment 600 may employ
other computers, such as conventional personal
computers, where the size or scale of the system
allows. The system controller 116 may take the form of
a conventional mainframe or mini-computer that
includes a processing unit 612, a system memory 614
and a system bus 616 that couples various system
components including the system memory 614 to the
processing unit 612. The system controller 116 will at
times be referred to in the singular herein, but this
is not intended to limit the embodiments to a single
computing system since in typical embodiments there
will be more than one computing system or other device
involved. Non-limiting examples of commercially
available systems include, but are not limited to, an
80x86 or Pentium series microprocessor from Intel 



Corporation, U.S.A., a PowerPC microprocessor from
IBM, a Sparc microprocessor from Sun Microsystems,
Inc., a PA-RISC series microprocessor from
Hewlett-Packard Company, or a 68xxx series
microprocessor from Motorola Corporation. The
processing unit 612 may be any logic processing unit,
such as one or more central processing units (CPUs),
digital signal processors (DSPs), application-specific
integrated circuits (ASICs), field programmable gate
arrays (FPGAs), etc. Unless described otherwise, the
construction and operation of the various blocks shown
in Figure 6 are of conventional design. As a result,
such blocks need not be described in further detail
herein, as they will be understood by those skilled in
the relevant art. The system bus 616 can employ any
known bus structures or architectures, including a
memory bus with memory controller, a peripheral
bus,and a local bus. The system memory 614 includes
read-only memory ("ROM") 618 and random access memory
("RAM") 620. A basic input/output system ("BIOS") 622,
which can form part of the ROM 618, contains basic
routines that help transfer information between
elements within the system controller 116, such as
during start-up. The system controller 116 also
includes a hard disk drive 624 for reading from and
writing to a hard disk 626, and an optical disk drive
628 and a magnetic disk drive 630 for reading from and
writing to removable optical disks 632 and magnetic
disks 634, respectively. The optical disk 632 can be a
CDROM, while the magnetic disk 634 can be a magnetic
floppy disk or diskette. The hard disk drive 624,
optical disk drive 628 and magnetic disk drive 630
communicate with the processing unit 612 via the
system bus 616. The hard disk drive 624, optical disk
drive 628 and magnetic disk drive 630 may include
interfaces or controllers (not shown) coupled between
such drives and the system bus 616, as is known by
those skilled in the relevant art. The drives 624, 628
and 630, and their associated computer-readable media
626, 632, 634, provide nonvolatile storage of computer
readable instructions, data structures, 



program modules and other data for the system
controller 116. Although the depicted system
controller 116 employs hard disk 624, optical disk 628
and magnetic disk 630, those skilled in the relevant
art will appreciate that other types of
computer-readable media that can store data accessible
by a computer may be employed, such as magnetic
cassettes, flash memory cards, digital video disks
("DVD"), Bernoulli cartridges, RAMs, ROMs, smart
cards, etc. Program modules can be stored in the
system memory 614, such as an operating system 636,
one or more application programs 638, other programs
or modules 640 and program data 642. The system memory
614 may also include communications programs, for
example, player access logic 644. The player access
logic 644 may allow a player to access a virtual
gameentertainment environment via a communication
network. For example, in some embodiments, a player
may use a Web client such as a commercially available
browser. Non-limiting examples of commercially
available browsersinclude Mozilla Firefox developed by
Mozilla Foundation based in Mountain View, California,
USA, Safari developed by Apple Inc. based in
Cupertino, California, USA., and Internet Explore by
Microsoft Corp. based in Redmond, Washington, USA.
While shown in Figure 6 as being stored in the system
memory 614, the operating system 636, application
programs 638, other programs/ modules 640, program
data 642 and player access logic 644 can be stored on
the hard disk 626 of the hard disk drive 624, the
optical disk 632 of the optical disk drive 628 and/or
the magnetic disk 634 of the magnetic disk drive 630.
An operator, such as casino personnel, can enter
commands and information into the system controller
116 through input devices such as a touch screen or
keyboard 646 and/or a pointing device such as a mouse
648. Other input devices can include a microphone,
joystick, game pad, tablet, scanner, etc. These and
other input devices are connected to the processing
unit 612 through an interface 650 such as a serial
port interface that couples to the system bus 616,
although other interfaces such as a parallel port, a
game port, a wireless 



interface, or a universal serial bus ("USB") can be
used. A monitor 652 or other display device is coupled
to the system bus 616 via a video interface 654, such
as a video adapter. The system controller 116 can
include other output devices, such as speakers,
printers, etc. The system controller 116 can operate
in a networked environment using logical connections
to one or more remote computers and/or devices, for
example, the server computing system 606. The server
computing system 606 can be another personal computer,
a server, another type of computer, or a collection of
more than one computer communicatively linked together
and typically includes many or all of the elements
described above for the system controller 116. The
server computing system 606 is logically connected to
one or more of the game-entertainment system
controllers 120 under any known method of permitting
computers to communicate, for example, through one or
more LANs 608 and/or WANs 610 such as the Internet.
Such networking environments are well known in wired
and wirelessenterprise-wide computer networks,
intranets, extranets, and the Internet. Other
embodiments include other types of communication
networks including telecommunications networks,
cellular networks, paging networks, and other mobile
networks. When used in a LAN networking environment,
the system controller 116 is connected to the LAN 608
through an adapter or network interface 660
(communicatively linked to the system bus 616). When
used in a WAN networking environment, the system
controller 116 may include a modem 662 or other
device, such as the network interface 660, for
establishing communications over the WAN 610. The
modem 662 is shown in Figure 6 as communicatively
linked between the interface 650 and the WAN 610. In a
networked environment, program modules, application
programs, data, or portions thereof, can be stored in
the server computing system 606. In the depicted
embodiment, the system controller 116 is
communicatively linked to the server computing system
606 through the LANs 



608 and/or WAN 610, for example with TCP/IP middle
layer network protocols. However, other similar
network protocol layers are used in other embodiments,
such as User Datagram Protocol ("UDP"). Those skilled
in the relevant art will readily recognize that the
network connections shown in Figure 6 are only some
examples of establishing communication links between
computers, and other links may be used, including
wireless links. The server computing system 606
includes server applications 664 for the routing of
instructions, programs, data and agents between the
gaming machine 106, player-activity sensor subsystem
118, and/or system controller 116. For example the
server applications 664 may include conventional
server applications such as WINDOWS NT 6.0 Server,
and/or WINDOWS 2000 Server, available from Microsoft
Corporation in Redmond, Washington. Additionally, or
alternatively, the server applications 664 can include
any of a number of commercially available Web servers,
such as INTERNET INFORMATION SERVICE from Microsoft
Corporation and/or IPLANET from Netscape/America On
Line (AOL).The server computing system 606 may also
include secondary game buy-in option controller 666.
Among other things, the secondary game buy-in option
controller 666 may comprise an ordered listing of
executable instructions for implementing logical
functions. In particular, the secondary game buy-in
option controller 666 may include logic for, among
other things, enabling and/or disabling an option for
a player of a respective gaming machine to select
whether or not to play a secondary game. Among other
things, the secondary game buy-in option controller
666 may include logic for determining an amount of
available credits and/or available amounts of various
types of credits. The secondary game buy-in option
controller 666 may include logic for enabling and/or
disabling an optional player buy-in for a secondary
game based at least on available credit. The gaming
machine 106 and/or the user interface 140 may include
one or more controllers and/or memories and may store
and execute 



one or more applications for providing information to,
and collecting information from, players of the gaming
machine 106. For example, a player may accept or
reject the opportunity to play a secondary game. The
user interface 140 may provide the player with
selectable icons on the display device 138 for
accepting and/or rejecting an offer to buy-in to a
secondary game. Figure 7 shows a flow diagram 700 of a
method for enhancing gaming at a gaming machine
configured to provide instances of gameplay of a
primary game and selectively provide instances of
gameplay of a secondary game according to one
illustrated embodiment. At 702, a gaming machine is
idle. The gaming machine may be idle when the gaming
machine is not being played by a player. The gaming
machine may also be idle before or after providing an
instance of a game title provided by the gaming
machine. At 704, a determination is made as to whether
a player of the gaming machine has enough available
credits for a secondary game buy-in option. The
determination may be made by the gaming machine.
Alternatively, the determination may be made by a
remote controller such as by the servercomputer system
606. In some embodiments, the gaming machine may
employ a single credit type for primary and secondary
games. In that case, the determination as to whether
the player has enough credits may be based at least on
a number of game credits (GCs). If the determination
is negative, the method continues at 716. If the
determination is affirmative, the process continues at
706. However, in some embodiments, the gaming machine
may employ different credit types for primary and
secondary games. The determination as to whether the
player has enough credits may be based at least on a
number of secondary game credits (SGCs). The number of
secondary game credits may include some secondary game
credits that were awarded to the player and/or some
secondary game credits that were purchased by the
player. Some or all of the number secondary game
credits 



may be fully redeemable secondary game credits
(fSGCs). Some or all of the secondary game credits may
be partially redeemable secondary game credits
(pSGCs). Alternatively, the number of secondary game
credits may be a combination of fully redeemable
secondary game credits (fSGCs) and of partially
redeemable secondary game credits (pSGCs). In some
embodiments, the determination may be based at least
on a number of primary game credits (PGCs). The number
of PGCs may include fully redeemable primary game
credits (fPGCs) and/or partially redeemable primary
game credits (pPGCs) and/or a combination of fPGCs and
pPGCs. In some embodiments, the determination may be
based at least on a number of entertainment center
credits (ECCs). The number of ECCs may include fully
redeemable entertainment center credits (fECCs) and/or
partially redeemable entertainment center credits
(pECCs) and/or a combination of fECCs and pECCs. In
some embodiments, a determination may be based at
least on a combination of a number of available
secondary game credits (SGCs).The number of available
SGCs may include fSGCs and/or pSGCs, and a number
ofentertainment center credits (ECCs), which may
include fECCs and/or pECCs. A player's EECs may be
converted into SGCs based on an exchange rate. In some
embodiments, a determination may be based at least on
a combination of a number of available secondary game
credits (SGCs), which may include fSGCs and/or pSGCs,
a number of entertainment center credits (ECCs), which
may include fECCs and/or pECCs, and a number of
primary game credits (PGCs), which may include fPGCs
and/or pPGCs. A player's EECs and PGCs may be
converted into SGCs based on respective exchange rates
In some embodiments, a determination may be based at
least on a combination of a number of secondary game
credits (SGCs), which may include fSGCs and/or pSGCs,
and a number of primary game credits (PGCs), 



which may include fPGCs and/or pPGCs and which may be
converted into SGCs based on an exchange rate. At 706,
a secondary game buy-in option is enabled. The gaming
machine may provide notification to the player of the
player's option to buy-in to a secondary game provided
by the gaming machine. The notification may be
visually provided on a display of the gaming machine,
or audibly provided via speakers, and/or
audiovisually. The notification may provide the player
with information such as a number of game credits. The
notification may include a game credit buy-in amount.
The game credit buy-in amount may be indicative of a
number of game credits necessary for exercising the
secondary game buyin option. In some embodiments, the
gaming machine may employ multiple types of credit. In
that case, the notification may provide the player
with information such as a number of secondary game
credits and/or a number of entertainment credits
and/or a number of primary game credits. The
notification may include an entertainment credit
center buy-in amount and/or a primary game credit
buy-in amount. The entertainment center credit buy-in
amount may be indicative of a number of entertainment
center credits necessary for exercising the secondary
game buy-in option. The primary game credit
buy-inamount may be indicative of a number of primary
game credits necessary for exercising the secondary
game buy-in option. At 708, a determination is made as
to whether the player selected the secondary game
buy-in option. The player may use the player interface
of the gaming machine to make the selection. If the
player rejected the secondary game buy-in option, the
method continues at 718. However, if the player
accepted the secondary game buy-in option, the method
may continue at 710. At 710, a determination is made
as to whether the player confirms the selection of the
secondary game buy-in option. If the player changes
his/her mind and/or accidentally and/or
unintentionally accepts the secondary game buy-in
option, then the player cancels the previous
selection, and the 



process reverts to 708. If the player confirms the
selection of the secondary game buy-in option, the
method continues at 712. In some embodiments, decision
block 710 may be optional. At 712, a buy-in amount of
credits is collected. Credits associated with the
player such as GCs, ECCs, PGCs, and/or SGCs may be
debited to cover the buy-in amount of credits. At 714,
an instance of a secondary game title is provided to
the player. After the player has completed playing the
instance of the secondary game title, the process
returns to 702. Referring back to 704, if the
determination was negative, the process continues at
716. At 716, the secondary game buy-in option is
disabled. In some embodiments, block 7 16 may be
optional. In some embodiments, a default state of the
gaming machine may be that the secondary game buy-in
option is disabled. The gaming machine may revert to
the default state after the player confirms and/or
cancels the selection of the secondary game buy-in
option. At 718, which may occur after the player
rejects a secondary game buy-in option at 708 or after
the secondary game buy-in option is disabled at 7 16,
a wager by the player is collected. The wager may be
anumber of GCs. A number of game credits associated
with the player may be debited to cover the wager. In
some embodiments, the gaming machine may employ
multiple credit types. In that case, wager may be a
number PGCs and/or a number of EECs and/or a
combination of ECCs and PGCs. A number of credits
associated with the player such as ECCs and/or PGCs
may be debited to cover the wager. At 720, an instance
of a primary game title is provided. At 722, a
determination is made as to whether an outcome of the
instance of the primary game triggers an instance of
the secondary game. If the determination is
affirmative, the process continues at 714. If the 



determination is negative, the process returns to 702.
Figure 8 shows a flow diagram 800 of a method for
enhancing gaming at a gaming machine configured to
provide instances of gameplay of a primary game and
selectively provide instances of gameplay of a
secondary game according to one illustrated
embodiment. In the description of flow diagram 800,
various types of credits, ECCs, PGCs, and SGCs, are
explicitly mentioned, without limitation, for the sake
of clarity. In some embodiments, one of more of the
various types of credits may include fully redeemable
credits and/or partially redeemable credits, e.g.,
fECCs, pECCs, fPGCs, pPGCs, fSGCs, and pSGCs. In some
embodiments, the gaming machine may employ a single
game credit (GC). In that case, some of the blocks
described below may be optional. At 802, a gaming
machine is idle. At 804, the gaming machine receives a
member identification medium and validates the member
identification medium. When the gaming machine
receives a valid member identification medium, the
gaming machine may read the member indicator
indicative of an identifier for a specific member from
the received member identification medium. The gaming
machine may provide the system controller 116 with a
unique identifier indicator that may be indicative of
the member indicator. The system controller 116 may
use theunique identifier indicator to determine a
membership record 124 associated with the received
member identification medium. At 806, the gaming
machine receives a ticket and validates the ticket.
When the gaming machine receives a valid ticket, the
gaming machine may have read the ticket identifier
from the received member identification medium. The
gaming machine may provide the system controller 116
with a unique identifier indicator that may be
indicative of the ticket identifier. The system
controller 116 may use the unique identifier indicator
to determine a ticket record 124 associated with the
received ticket. At 808, amounts for various types of
credits, e.g., ECCs, PGCs, 



and SGCs, may be determined. In some embodiments, the
determination may be based at least on information
received from the system controller 116. In some
embodiments, the determination may be based at least
on information read from one or both of a received
membership identification medium and a ticket. In some
embodiments, a respective membership identification
medium may encode credit information indicative of
amounts of various types of credits. In some
embodiments, a respective ticket may encode credit
information indicative of amounts of various types of
credits. In some embodiments, the gaming machine may
employ a single game credit. In that case, the gaming
machine determines an amount of GCs, which may be
based at least on credit information encoded by a
respective membership and/or credit information
encoded by a respective ticket. At 810, the gaming
machine receives an item of value and validates the
item of value. Among other things, the item of value
may be a unit of a currency and/or a financial medium
associated with a financial account. At 812, the
gaming machine determines a purchase amount. The
purchase amount may be based at least on a
determination of a denomination of a received unit of
a currency. The purchase amount may be based at least
on an indication of a monetary amount payable from a
financial account associated with a received financial
medium.At 814, amounts of various types of credits,
e.g., ECCs, PGCs, and SGCs, may be determined based at
least on the determined purchase amount. In some
embodiments, the player may select the various types
of credits that the player desires to purchase. In
some embodiments, the purchase amount may be applied
to purchasing one type of credit such as, but not
limited to, ECCs. However, in some embodiments, one
type of credit, e.g., ECC, may be convertible into
another credit type, e.g., SGC. If the gaming machine
employs a single credit type, a number of GCs is
determined based at least on the purchase amount. At
816, available amounts of types of credits may be
calculated 



based at least on the determined numbers of types of
credits. For example, a player's amount of available
secondary game credits (ASGCs) may be based at least
on a number of SGCs currently associated with the
player and/or a number of SGCs awarded to the player
and/or a number of SGCs purchased by the player. In
addition, a player's amount of ASGCs may depend at
least on a number of PGCs and/or ECCs. In some
embodiments, a player's amount of ASGCs may depend at
least on credits and/or a value carried by and/or
associated with a membership identification medium. In
some embodiments, a player's amount of ASGCs may
depend at least on credits and/or a value carried by
and/or associated with a ticket. In some embodiments,
a player's amount of ASGCs may depend at least on a
value carried by and/or associated with an item of
value. As another nonlimiting example, in some
embodiments a player's amount of available primary
game credits (APGCs) may be based at least on a number
of PGCs currently associated with the player and/or a
number of PGCs awarded to the player and/or a number
of PGCs purchased by the player. In addition, a
player's amount of APGCs may depend at least on a
number of SGCs and/or ECCs. In some embodiments, a
player's amount of APGCs may depend at least on
credits and/or a value carried by and/or associated
with a membership identification medium. In some
embodiments, a player's amount of APGCs may depend at
least on credits and/or a value carried by
and/orassociated with a ticket. In some embodiments, a
player's amount of APGCs may depend at least on a
value carried by and/or associated with an item of
value. Similarly, in some embodiments, a player's
amount of available entertainment center credits
(AECCs) may be based at least on a number of ECCs
currently associated with the player and/or a number
of ECCs awarded to the player and/or a number of PGCs
purchased by the player. In addition, a player's
amount of AECCs may depend at least on a number of
PGCs and/or SGCs. In some embodiments, a player's
amount of AECCs may depend at 



least on credits and/or a value carried by and/or
associated with a membership identification medium. In
some embodiments, a player's amount of AECCs may
depend at least on credits and/or a value carried by
and/or associated with a ticket. In some embodiments,
a player's amount of AECCs may depend at least on a
value carried by and/or associated with an item of
value. Similarly, in some embodiments if the gaming
machine employs a single type of credit (GC), a
player's amount of available game credits (AGCs) may
be based at least on the amount of GCs determined at
808 or based at least on the amount of GCs determined
at 814 and/or an aggregate of the amount of GCs
determined at 808 and at 814. At 818, a determination
is made as to whether the player has a sufficient
number of ASGCs, e.g., whether the player's number of
ASGCs exceeds a secondary game credit threshold (SGC
Thresh). If the determination is negative, the method
continues at 820. On the other hand, if the
determination is affirmative, the method continues at
836. Similarly if the gaming machine employs a single
type of credit (GC), the determination may be whether
the player has a sufficient number of AGCs, e.g.,
whether the player's number of AGCs exceeds the
secondary game credit threshold (SGC Thresh At 820, a
determination is made as to whether the player has a
sufficient number of APGCs, e.g., whether the player's
number of APGCs exceeds a primary game credit
threshold (PGC Thresh). If the determination
isnegative, the method continues at 802. On the other
hand, if the determination is affirmative, the method
continues at 822. Similarly if the gaming machine
employs a single type of credit (GC), the
determination may be whether the player has a
sufficient number of AGCs, e.g., whether the player's
number of AGCs exceeds the primary game credit
threshold (SGC_Thresh). At 822, amounts of credits for
the player are updated. For example, at least a
portion of the value of the PGC_Thresh may be
subtracted 



from a number of PGCs of the player. If the player's
number of PGCs is less than the value of the
PGC_Thresh, then at least a portion of the PGC_Thresh
may be subtracted from a number of ECCs and/or SGCs of
the player. In some embodiments, a player may wager an
amount of credits greater than the PGC_Thresh. In that
case, the amounts of credits for the player are
updated based on the wagered amount of credits.
Similarly, if the gaming machine employs a single
credit, the number of GCs corresponding to the wager
of the player, which may be greater than or equal to
PGC_Thresh, is debited from the player's number of
GCs. At 824, an instance of the primary game is
provided to the player. At 826, amounts of types of
credits are updated based at least on an outcome of
the game most recently played. As a consequence of the
played game, the player may receive and/or be awarded
with a respective number of ECCs, PGCs, and/or SGCs.
Based at least in part on the outcome of the most
recently played game, the player's number of ECCs
and/or PGCs and/or SGCs may be updated. Similarly, if
the gaming machine employs a single credit, player's
number of GCs may be updated based at least in part on
the outcome of the most recently played primary game.
At 828, a determination is made as to whether the
outcome of the most recently played game triggers an
opportunity for the player to play an instance of the
secondary game. If the determination is negative, the
method continues at 830, otherwise the method
continues at 834.At 830, a determination is made as to
whether to end the player's session. The determination
may be based at least in part on input provided by the
player and/or a lack of input from the player. If the
determination is affirmative, the method ends at 832.
On the other hand, if the determination is negative,
the method continues at 816. At 834, a player's number
of SGCs may be updated based at least on the outcome
of the most recently played instance of the secondary 



game. The update may be based at least in part on the
secondary game credit threshold. In some embodiments,
the outcome of the most recently played game may
trigger a "free" instance of the secondary game, and
in that case, block 834 may not be necessary. In some
embodiments, the outcome of the most recently played
game may trigger a "discount" instance of the
secondary game, and in that case, the update may be
based at least in part on the secondary game credit
threshold and/or the discount. Similarly, if the
gaming machine employs a single type of credit (GC), ,
a player's number of GSs may be updated based at least
on the outcome of the most recently played instance of
the secondary game. Referring back to decision block
818, when the decision is affirmative, the method
continues at 836. At 836, secondary game buy-in option
is enabled. The player may be provided with notice of
an option to purchase an instance of the secondary
game. Among others, the notice of the option may be
provided by visual indicators shown on a display of
the gaming machine and/or audibly. At 838, a
determination is made as to whether the player has
accepted the second game buy-in option based at least
on player input. If the determination is negative, the
method continues at 822. Otherwise, the method may
continue at decision block 840. At 840, which may be
optional in some embodiments, the player provides
input that confirms the player has accepted the
secondary game buyin option. If the player changes
their mind, or accidentally/inadvertently accepted the
second game buy-in option and the player provides an
inputindicative of a failure to confirm the acceptance
of the second game buy-in option, the method returns
to 838. Otherwise, if the player confirms the
acceptance of the second game buy-in option, the
method continues at 842. At 842, amounts of credits
for the player are updated. For example, the at least
a portion of the value of the SGC_Thresh may be
subtracted from a number of SGCs of the player. If the
player's number of 



SGCs is less than the value of the SGC_Thresh, then at
least a portion of the SGC_Thresh may be subtracted
from a number of ECCs and/or PGCs of the player.
Similarly, if the gaming machine employs a single
credit type, at least a portion of the value of the
SGC_Thresh may be subtracted from a number of GCs of
the player. At 844, an instance of the secondary game
is provided to the player. After the secondary game
has been played, the method continues at 826. As an
example, a slot-based game is configured to have a
payback percentage of 90%. The secondary bonus game
associated with the base game pays from 50 credits up
to 500 credits with an average pay of 126 credits. In
one embodiment, a player may apply 140 credits for the
opportunity to play the secondary game without being
required to play the primary game. The result will be
the player experiencing the secondary bonus game for
140 credits with a chance of winning up to 500
credits. It is also possible that the player will only
win the minimum 50 credits, but on average the player
will win 126 credits, maintaining the 90% payback
percentage of the game. The buy-in amount required
from the player is calculated by dividing the average
pay by the game's overall payback percentage, or, in
this example, 126 / 0.9 = 140. This allows the gaming
machine to maintain its theoretical payback
percentage. The formula for one embodiment is: W A / p
where: W = the wager amount required from the casino
patron,A = the average win amount of the secondary
bonus game, and p = the overall payback percentage of
the game. Alternative embodiments may use a formula
based on hit frequency, games played, player tracking
status, player tracking points, or other statistics or
combinations thereof. As an example, an alternate
embodiment 



may calculate the secondary game buy-in as the
frequency of the secondary game multiplied by a
minimum wager amount, multiplied by the payback
percentage. For example, a slot-based game is
configured for a 90% payback, where the secondary game
is initiated every 170 games on average, with a
minimum wager of 1 credit. In this example, the player
buy-in to the secondary game is 153 credits, or 170 x
1 x 0.9 = 153. The formula for this alternative
embodiment is: W = F c B c p where: W = the wager
amount required from the casino patron, F = the
frequency of initiating the secondary bonus, B = the
minimum bet, and p = the overall payback percentage of
the game. Another alternate embodiment may allow the
player to use player tracking points for the secondary
game buy-in in conjunction with one of the embodiments
above. In yet another embodiment, the secondary game
buy-in option may be configured to allow the player to
buy-in to the secondary game for an amount that would
be more than or less than the game's overall payback
percentage. Group Play: In one embodiment, a player
may buy-in to a group play secondary game. Once the
group play has been initiated and enough credits are
available on the credit meter to cover the buy-in
amount, the player may beallowed to join the group
play in the same method as one of the previously
detailed embodiments. Figure 9 shows a flow diagram
900 of a method for enhancing gaming at a gaming
machine configured to provide instances of gameplay of
a primary game and selectively provide instances of
gameplay of a secondary game according to one
illustrated embodiment. In the description of flow 



diagram 900, a single type of credit, game credit (GC)
is explicitly mentioned, for the sake of clarity.
However, in other embodiments, various types of other
credits such as ECCs, PGCs, and SGCs, without
limitation may be used. In some embodiments, one of
more of the various types of credits may include fully
redeemable credits and/or partially redeemable
credits, e.g., fGCs, pGCs, fECCs, pECCs, fPGCs, pPGCs,
fSGCs, and pSGCs. At 902, a determination as to
whether to provide an instance of a secondary game is
made. The determination may be based at least in part
on a current amount of available game credits (AGCs).
If the determination is affirmative, the method
continues at 904. Otherwise, the method continues at 9
10. In some embodiments if the gaming machine employs
tiered credits such as primary game credits, secondary
game credits, and/or entertainment center credits, the
determination may be based at least in part on a
current amount of ASGCs. The number of ASGCs may be
less than an actual number of secondary game credits
(SGCs) for a player of the gaming machine. The amount
of ASGCs may be based at least in part on the player's
actual amount of ECCs and/or PGCs. At 904, a secondary
game buy-in option is enabled. At 906, a secondary
game wager is collected. The secondary game wager may
be some or all of an amount of GCs. In some
embodiments, the secondary game wager may correspond
to a secondary game credit threshold, e.g., a minimum
number of game credits needed to access an instance of
the secondary game via the secondary game buy-in
option.In some embodiments if the gaming machine
employs tiered credits such as primary game credits,
secondary game credits, and/or entertainment center
credits, the secondary game wager may be some or all
of an amount of SGCs and/or an amount of PGCs and/or
an amount of ECCs. In some embodiments, the secondary
game wager may correspond to a secondary game credit
threshold, e.g., a minimum number of secondary game 



credits needed to access an instance of the secondary
game via the secondary game buy-in option. At 908, an
instance of the secondary game is selectively
provided. In some embodiments, the instance of the
secondary game is only provided if player input is
indicative of acceptance of the secondary game buy-in
option. Referring back to 902, if the determination
was negative, the method continues at 910, where a
primary game wager is collected. The primary game
wager may be some or all of an amount of a player's
GCs. In some embodiments, the primary game wager may
correspond to a primary game credit threshold, e.g., a
minimum number of game credits needed to access an
instance of the primary game. In some embodiments if
the gaming machine employs tiered credits such as
primary game credits, secondary game credits, and/or
entertainment center credits, the primary game wager
may be some or all of an amount of PGCs and/or an
amount of SGCs and/or an amount of ECCs. At 912, an
instance of the primary game is provided. At 914, an
outcome of the instance of the primary game is
determined. The determination of the outcome may
include determining whether the outcome is a trigger
for an instance of the secondary game. The
determination of the outcome may include determining a
number of GCs to be awarded to the player. In some
embodiments if the gaming machine employs tiered
credits such as primary game credits, secondary game
credits, and/or entertainment center credits, the
determination may include determining a number of
various credit types (ECCs, PGCs, SGCs) that may have
beenawarded to the player and/or determining whether
the outcome triggers an instance of the secondary
game, among other things. At 916, a determination as
to whether to provide an instance of the secondary
game is made. The determination may be based at least
in part on the determined outcome of the primary game.
If the determination is to 



provide an instance of the secondary game, the method
returns to 904. Otherwise, the method continues at
918, where the gaming machine is idle. The above
description of illustrated embodiments, including what
is described in the Abstract, is not intended to be
exhaustive or to limit the embodiments to the precise
forms disclosed. Although specific embodiments of and
examples are described herein for illustrative
purposes, various equivalent modifications can be made
without departing from the spirit and scope of the
disclosure, as will be recognized by those skilled in
the relevant art. The teachings provided herein of the
various embodiments can be applied to ticket payment
systems, not necessarily the exemplary
game-entertainment system generally described above.
For instance, the foregoing detailed description has
set forth various embodiments of the devices and/or
processes via the use of block diagrams, schematics,
and examples. Insofar as such block diagrams,
schematics, and examples contain one or more functions
and/or operations, it will be understood by those
skilled in the art that each function and/or operation
within such block diagrams, flowcharts, or examples
can be implemented, individually and/or collectively,
by a wide range of hardware, software, firmware, or
virtually any combination thereof. In one embodiment,
the present subject matter may be implemented via
Application Specific Integrated Circuits (ASICs).
However, those skilled in the art will recognize that
the embodiments disclosed herein, in whole or in part,
can be equivalently implemented in standard integrated
circuits, as one or more computer programs running on
one or more computers (e.g., as one or more programs
running on one or more computer systems), as one or
more programs running on one or more controllers
(e.g., microcontrollers) as one or more programs
running on one ormore processors (e.g.,
microprocessors), as firmware, or as virtually any
combination thereof, and that designing the circuitry
and/or writing the code for the software and or
firmware would be well within the skill of one of
ordinary skill in the art in light of this disclosure.



In addition, in one embodiment, the IOV subsystem may
be communicatively coupled to a remote server/computer
system, and the remote server/computer system may
generate a pseudo ticket code when an item of value is
not a ticket. The remote server/computer system may
provide the pseudo ticket code to the IOV subsystem
which may then provide the pseudo ticket code to the
game session subsystem. In addition, those skilled in
the art will appreciate that the mechanisms taught
herein are capable of being distributed as a program
product in a variety of forms, and that an
illustrative embodiment applies equally regardless of
the particular type of signal bearing media used to
actually carry out the distribution. Examples of
signal bearing media include, but are not limited to,
the following: recordable type media such as floppy
disks, hard disk drives, CD ROMs, digital tape, and
computer memory; and transmission type media such as
digital and analog communication links using TDM or IP
based communication links {e.g., packet links). The
various embodiments described above can be combined to
provide further embodiments. To the extent that they
are not inconsistent with the specific teachings and
definitions herein, all of the U.S. patents, U.S.
patent application publications, U.S. patent
applications, foreign patents, foreign patent
applications and non-patent publications referred to
in this specification and/or listed in the Application
Data Sheet are incorporated herein by reference, in
their entirety. Aspects of the embodiments can be
modified, if necessary, to employ systems, circuits
and concepts of the various patents, applications and
publications to provide yet further embodiments. These
and other changes can be made to the embodiments in
light of the above-detailed description. In general,
in the following claims, the terms used should not be
construed to limit the claims to the
specificembodiments disclosed in the specification and
the claims, but should be construed to include all
possible embodiments along with the full scope of
equivalents to which such claims are entitled.
Accordingly, the claims are not 



limited by the disclosure.CLAIMS 1. A method for
enhancing gaming at a gaming machine configured to
provide instances of gameplay of a primary game and
selectively provide instances of gameplay of a
secondary game, comprising: providing a secondary game
buy-in option to a first respective instance of a
secondary game that is triggerable based at least on
at least one outcome of a primary game based at least
on a determined current number of available credits;
selectively providing the first respective instance of
the secondary game based at least on player-input
indicative of acceptance of the secondary game buy-in
option; debiting a respective first number of credits
from the current number of available credits based at
least on the player-input indicative of acceptance of
the secondary game buy-in option; selectively
providing a respective instance of the primary game
based at least on the current number of available
credits; debiting a respective second number of
credits from the current number of available credits
based at least on the provisioning a player with the
respective instance of the primary game; and from
time-to-time, providing the secondary game buy-in
option to a second respective instance of the
secondary game based at least on respective outcomes
of at least one instance of the primary game. 2 . The
method of claim 1, further comprising: receiving an
item-of-value; determining an amount of monetary value
based at least on the received item of value;
determining the current number of available credits
based at least on the determined amount of monetary
value.3. The method of claim 1 wherein providing the
secondary game buy-in option to a second respective
instance of the secondary game 



based at least on respective outcomes of at least one
instance of the primary game includes: triggering the
secondary game buy-in option to the second respective
instance of the secondary game based only on a
respective outcome of one instance of the primary
game. 4 . The method of claim 1 wherein providing the
secondary game buy-in option to a second respective
instance of the secondary based at least on respective
outcomes of at least one instance of the primary game
includes: accruing a number of credits from respective
outcomes of at least two instances of the primary
game; determining the current number of available
credits based at least on the number of accrued
credits; and triggering the secondary game buy-in
option to the second respective instance of the
secondary game based at least on the current number of
available credits. 5. The method of claim 1, further
comprising: disabling the secondary game buy-in
option. 6. The method of claim 1 wherein providing a
secondary game buy-in option to a first respective
instance of a secondary game includes: comparing the
current number of available credits to a secondary
game threshold. 7. The method of claim 1, further
comprising: receiving a ticket having a number of
credits associated therewith; reading information from
the ticket; anddetermining the current number of
available credits based at least on the information
read from the ticket. 8 . A gaming system to
selectively provide an instance of a primary game or a
secondary game, comprising: a player interface
configured to receive input from a player; 



a processor in communication with the player interface
that executes instructions; and a memory in
communication with the processor and having
instructions stored therein that cause the processor
to: provide a secondary game buy-in option to a first
respective instance of a secondary game that is
triggerable based at least on at least one outcome of
a primary game based at least on a determined current
number of available credits; selectively provide the
first respective instance of the secondary game based
at least on player-input indicative of acceptance of
the secondary game buy-in option; debit a respective
first number of credits from the current number of
available credits based at least on the player-input
indicative of acceptance of the secondary game buy-in
option; selectively provide a respective instance of
the primary game based at least on the current number
of available credits; debit a respective second number
of credits from the current number of available
credits based at least on the provisioning a player
with the respective instance of the primary game; and
from time-to-time, provide the secondary game buy-in
option to a second respective instance of the
secondary game based at least on respective outcomes
of at least one instance of the primary game. 9. The
gaming system of claim 8 wherein the instruction that
causes the processor to provide the secondary game
buy-in option to a secondrespective instance of the
secondary game based at least on respective outcomes
of at least one instance of the primary game includes
further instructions that cause the processor to:
trigger the secondary game buy-in option to the second
respective instance of the secondary game based only
on a respective outcome of one instance of the primary
game. 



10. The gaming system of claim 8 wherein the
instruction that causes the processor to provide the
secondary game buy-in option to a second respective
instance of the secondary game based at least on
respective outcomes of at least one instance of the
primary game includes further instructions that cause
the processor to: accrue a number of credits from
respective outcomes of at least two instances of the
primary game; determine the current number of
available credits based at least on the number of
accrued credits; and trigger the secondary game buy-in
option to the second respective instance of the
secondary game based at least on the current number of
available credits. 11. The gaming system of claim 8
wherein the memory stores further instructions that
cause the processor to: disable the secondary game
buy-in option. 12. The gaming system of claim 8
wherein the instruction that causes the processor to
provide a secondary game buy-in option to a first
respective instance of a secondary game includes
further instructions that cause the processor to:
compare the current number of available credits to a
secondary game threshold.13. A method for enhancing
gaming at a gaming machine configured to provide
instances of gameplay of a primary game and
selectively provide instances of gameplay of a
secondary game, comprising: determining whether to
provide a respective instance of a secondary game
based at least on a respective first current amount of
available secondary game credits; in response to
determining to provide the first instance of the
secondary game, enabling a secondary game buy-in
option, 



collecting a respective first wager, and selectively
providing the first instance of the secondary game;
and in response to determining not to provide the
instance of the secondary game, collecting a
respective second wager, providing a respective
instance of the primary game, determining an outcome
of the first instance of the primary game, and
determining whether to provide a respective instance
of the secondary game based at least on the outcome of
the first instance of the primary game. 14. The method
of claim 13 wherein selectively providing a respective
instance of the secondary game includes: receiving
player input indicative of one of acceptance or
rejection of the secondary game buy-in option in
response to determining to provide the first instance
of a secondary game, wherein the respective instance
of the secondary game is provided only if the player
input is indicative of acceptance of the secondary
game buy-in option.15. The method of claim 13, further
comprising: providing a respective instance of the
secondary game in response to determining whether to
provide a respective instance of the secondary game
based at least on the outcome of the first instance of
the primary game. 16. The method of claim 13 , further
comprising: determining a respective second current
amount of available secondary game credits based at
least on one of an outcome of the first instance of
the primary game or an outcome of the first instance
of the secondary game. 17. The method of claim 13,
further comprising: 



after selectively providing the first instance of the
secondary game, determining whether to provide a
respective instance of the secondary game based at
least on an outcome of the first instance of the
secondary game. 18. The method of claim 13 wherein
determining whether to provide a respective instance
of a secondary game based at least on a respective
first current amount of available secondary game
credits includes: determining to provide the
respective instance of the secondary game when the
respective current amount of available secondary
credits exceeds a secondary game threshold. 19. The
method of claim 13, further comprising: receiving an
item-of-value; determining a monetary amount based at
least on the item-ofvalue; anddetermining a number of
secondary game credits based at least on the monetary
amount. 20. The method of claim 13, further
comprising: receiving a ticket having a number of
secondary game credits associated therewith; reading
information from the ticket; and determining the
number of secondary game credits based at least on the
information read from the ticket. 2 1. The method of
claim 13, further comprising: determining a respective
first current amount of available primary game
credits; and determining the respective first current
amount of available secondary game credits based at
least on the respective first current amount of
available primary game credits. 




