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It is claimed: 

1. A computer implemented advertising method implemented in a gaming network,

the gaming network including a first electronic, wager-based gaming device ("first 

EGD"), the first EGD including a first display, a first input interface, a first bill or 

ticket acceptor, the method comprising causing at least one processor to execute a 

plurality of instructions stored in a memory for causing at least one component of 

the gaming network for: displaying, at the first display of the first EGD, a first 

graphical game interface for enabling a player to participate in a first gaming 

session of a wager-based game; wherein the first graphical game interface is 

configured to function as a virtual game environment of the wager-based game in 

which gaming activity of the wager-based game is conducted; initiating, during the 

first gaming session, a first wager-based game event at the first EGD; presenting a 

virtual representation of the first wager-based game event within the virtual game 

environment of the first graphical game interface; establishing an account balance 

using at least a portion of cash or credit received via the first bill or ticket acceptor; 

funding an amount wagered on the first wager-based game event using the account 

balance; automatically identifying a first portion of advertising or promotional 

content for display as a virtual advertisement or virtual promotion within the 

virtual game environment of the first graphical game interface; and displaying, 

during the first gaming session, the first portion of advertising or promotional 

content as a virtual advertisement or virtual promotion within the virtual game 

environment of the first graphical game interface.  

2. The computer implemented advertising method of claim 1 wherein the virtual

advertisement or virtual promotion is displayed within the virtual game 

environment in a manner so as to convey an impression to an observer of the first 

graphical game interface that the virtual advertisement or virtual promotion is an 

integrated part of the virtual game environment.  
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3. The computer implemented advertising method of claim 1 further comprising

causing the at least one processor to execute instructions stored in the memory for: 

identifying a first virtual object in the virtual game environment for use with 

displaying of the first portion of advertising or promotional content within the 

virtual game environment; and dynamically causing a displayed appearance of the 

first virtual object to include display of the first portion of advertising or 

promotional content.  

4. The computer implemented advertising method of claim 1 further comprising

causing the at least one processor to execute instructions stored in the memory for: 

enabling the player to initiate an interaction with the displayed virtual 

advertisement or virtual promotion within the virtual game environment.  

5. The computer implemented advertising method of claim 1 further comprising

causing the at least one processor to execute instructions stored in the memory for: 

selecting the first portion of advertising content using criteria relating to the 

player's gambling preferences.  

6. The computer implemented advertising method of claim 1 further comprising

causing the at least one processor to execute instructions stored in the memory for: 

selecting the first portion of advertising content using criteria relating to the 

player's spend amount over a given time interval.  

7. The computer implemented advertising method of claim 1 further comprising

causing the at least one processor to execute instructions stored in the memory for: 

selecting the first portion of advertising content using criteria relating to wager-

based game session points or score.  
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8. The computer implemented advertising method of claim 1 further comprising 

causing the at least one processor to execute instructions stored in the memory for: 

selecting the first portion of advertising content using criteria relating to the 

player's skill level.  

 

9. The computer implemented advertising method of claim 1 further comprising 

causing the at least one processor to execute instructions stored in the memory for: 

selecting the first portion of advertising content using criteria relating to the 

player's historical financial transactions.  

 

10. The computer implemented advertising method of claim 1 wherein the 

displayed virtual advertisement or virtual promotion within the virtual game 

environment is presented as a product placement advertisement occurring within 

the virtual game environment.  

 

11. The computer implemented advertising method of claim 1 wherein the 

displayed virtual advertisement or virtual promotion within the virtual game 

environment is presented as a promotional advertisement occurring within the 

virtual game environment.  

 

12. The computer implemented advertising method of claim 1 further comprising 

causing the at least one processor to execute instructions stored in the memory for: 

enabling the player to initiate an interaction with the displayed virtual 

advertisement or virtual promotion within the virtual game environment; and 

automatically initiating a food or beverage order on behalf of the player in 

response to the player's interaction with the displayed virtual advertisement or 

virtual promotion within the virtual game environment.  
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13. The computer implemented advertising method of claim 1 wherein the virtual

game environment includes a first virtual slot reel, the method further comprising 

causing the at least one processor to execute instructions stored in the memory for: 

causing the first portion of advertising content to be displayed as a symbol 

displayed on virtual slot reel within the virtual game environment.  

14. A computer implemented advertising system implemented in a gaming

network, the gaming network including a first electronic, wager-based gaming 

device ("first EGD"), the first EGD including a first display, a first input interface, 

a first bill or ticket acceptor, the system comprising at least one processor operable 

to execute a plurality of instructions stored in a memory for causing at least one 

component of the gaming network to: display, at the first display of the first EGD, 

a first graphical game interface for enabling a player to participate in a first gaming 

session of a wager-based game; wherein the first graphical game interface is 

configured to function as a virtual game environment of the wager-based game in 

which gaming activity of the wager-based game is conducted; initiate, during the 

first gaming session, a first wager-based game event at the first EGD; present a 

virtual representation of the first wager-based game event within the virtual game 

environment of the first graphical game interface; establish an account balance 

using at least a portion of cash or credit received via the first bill or ticket acceptor; 

fund an amount wagered on the first wager-based game event using the account 

balance; automatically identify a first portion of advertising or promotional content 

for display as a virtual advertisement or virtual promotion within the virtual game 

environment of the first graphical game interface; and display, during the first 

gaming session, the first portion of advertising or promotional content as a virtual 

advertisement or virtual promotion within the virtual game environment of the first 

graphical game interface.  
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15. The computer implemented advertising system of claim 14 wherein the virtual

advertisement or virtual promotion is displayed within the virtual game 

environment in a manner so as to convey an impression to an observer of the first 

graphical game interface that the virtual advertisement or virtual promotion is an 

integrated part of the virtual game environment.  

16. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: identify a first virtual object in the virtual game environment for use 

with displaying of the first portion of advertising or promotional content within the 

virtual game environment; and dynamically cause a displayed appearance of the 

first virtual object to include display of the first portion of advertising or 

promotional content.  

17. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: enable the player to initiate an interaction with the displayed virtual 

advertisement or virtual promotion within the virtual game environment.  

18. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: select the first portion of advertising content using criteria relating to 

the player's gambling preferences.  

19. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: select the first portion of advertising content using criteria relating to 

the player's spend amount over a given time interval.  
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20. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: select the first portion of advertising content using criteria relating to 

wager-based game session points or score.  

21. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: select the first portion of advertising content using criteria relating to 

the player's skill level.  

22. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: select the first portion of advertising content using criteria relating to 

the player's historical financial transactions.  

23. The computer implemented advertising system of claim 14 wherein the

displayed virtual advertisement or virtual promotion within the virtual game 

environment is presented as a product placement advertisement occurring within 

the virtual game environment.  

24. The computer implemented advertising system of claim 14 wherein the

displayed virtual advertisement or virtual promotion within the virtual game 

environment is presented as a promotional advertisement occurring within the 

virtual game environment.  
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25. The computer implemented advertising system of claim 14 being further

operable to cause the at least one processor to execute instructions stored in the 

memory to: enable the player to initiate an interaction with the displayed virtual 

advertisement or virtual promotion within the virtual game environment; and 

automatically initiate a food or beverage order on behalf of the player in response 

to the player's interaction with the displayed virtual advertisement or virtual 

promotion within the virtual game environment.  

26. The computer implemented advertising system of claim 14 wherein the virtual

game environment includes a first virtual slot reel, the system being further 

operable to cause the at least one processor to execute instructions stored in the 

memory to: cause the first portion of advertising content to be displayed as a 

symbol displayed on virtual slot reel within the virtual game environment. 




