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(57) ABSTRACT

A central determination gaming system including a plurality
of' gaming terminals in communication with a central control-
ler. In one embodiment, upon initiation of a game at one ofthe
gaming terminals, the gaming terminal randomly generates a
proposed game outcome. The proposed game outcome is
communicated to the central controller. The central controller
determines if a pool of predetermined game outcomes
includes the proposed game outcome. If the pool includes the
proposed game outcome, the central controller authorizes the
proposed game outcome to be provided to the player, flags the
authorized game outcome from further authorizations and
communicates the authorized game outcome to the gaming
terminal. The gaming terminal then provides the authorized
game outcome to the player. If the pool does not include the
proposed game outcome, the central controller discards the
proposed game outcome and instructs the gaming terminal to
generate another proposed game outcome for authorization.
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CENTRAL DETERMINATION GAMING
SYSTEM WITH A GAME OUTCOME
GENERATED BY A GAMING TERMINAL
AND APPROVED BY A CENTRAL
CONTROLLER

PRIORITY CLAIM

[0001] This application is a continuation of, claims the
benefit of and priority to U.S. patent application Ser. No.
11/928,689, filed on Oct. 30, 2007, which is a continuation of,
claims the benefit of and priority to U.S. patent application
Ser. No. 10/383,423, filed on Mar. 6, 2003, the entire contents
of which are each incorporated by reference herein.

CROSS-REFERENCE TO RELATED
APPLICATIONS

[0002] This application relates to the following co-pending

commonly owned patent applications: “CENTRAL DETER-

MINATION GAMING SYSTEM WITH A GAME OUT-

COME GENERATED BY A GAMING TERMINAL AND

APPROVED BY A CENTRAL CONTROLLER,” Ser. No.
, Attorney Docket No. 3718611-6338.

COPYRIGHT NOTICE

[0003] A portion of the disclosure of this patent document
contains or may contain material which is subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

BACKGROUND

[0004] The present invention relates in general to a central
determination gaming system, and more particularly to a
central determination gaming system with a game outcome
generated by a gaming terminal and approved by a central
controller. The majority of the contemporary wagering gam-
ing devices or gaming terminals, such as slot machines, ran-
domly generate awards and other outcomes. Such gaming
devices typically include a relatively low probability associ-
ated with obtaining the highest award, relatively medium
probabilities associated with obtaining medium range awards
and relatively higher probabilities associated with obtaining
low range awards. These gaming devices also include prob-
abilities associated with obtaining losses or no award at all.
The probabilities of obtaining the awards and the amount of
the awards determine the average expected pay out percent-
age of these wagering gaming devices. Because the outcomes
of these gaming devices are completely randomly deter-
mined, there is no certainty that a player will ever obtain any
particular award. That is, no matter how many times a player
plays the game, since the gaming device generates outcomes
randomly or completely based upon a probability calculation,
there is no certainty that the game will ever provide the player
with a rare outcome, such as a jackpot award, or any other
specific value for that matter. On the other hand, due to the
random determination, the gaming device can provide the
rare outcomes, such as jackpot awards, numerous times in a
small number of plays. For example, a probability-based $1
slot machine gaming device may be programmed to payback
95% of all wagers placed with a 1% chance of generating a
$10 win outcome, a 5% chance of generating a $5 win out-
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come, a 10% chance of generating a $2 win outcome, a 40%
chance of generating a $1 win outcome and a 44% chance of
generating a $0 loss outcome. However, when one hundred
game outcomes are generated by the probability-based slot
machine gaming device, the actual payback may be 137% of
all wagers placed and the actual generated outcomes may be
six $10 win outcomes, one $5 win outcome, eighteen $2 win
outcomes, thirty-six $1 win outcomes and thirty-nine $0 loss
outcomes.

[0005] This uncertainty is faced by players and casinos or
other gaming establishments. For example, certain casinos
prefer that a relatively high number of players hit low awards
while a relatively low number of players hit high awards.
When players hit high awards periodically, casinos attract
more players, because of the positive publicity large wins
generate. By using desired payback percentages or probabili-
ties, the casinos can also expect to make a certain level of
profit. The random determinations can, however, unexpect-
edly cause casinos to suffer a loss or, on the other hand, to reap
great profit in the short run and lose business in the long run
due to a reputation for only paying out low awards.

[0006] Regulatory bodies in certain jurisdictions do not
permit the use of probability-based gaming devices in-part for
these reasons. These regulatory bodies permit the use of
wagering gaming devices which are guaranteed to provide
certain or definite awards, so that, for example, a certain
number of wins is guaranteed and the overall amount paid
back to players is guaranteed. That s, the payback percentage
is fixed and not an average expected amount. One type of
gaming device which complies with this requirement is an
instant-type lottery gaming device. An instant-type lottery
gaming device includes a finite pool or set of electronic tick-
ets with each electronic ticket assigned to a predetermined
outcome. Alternatively, each electronic ticket could be
assigned to a random number or game play seed. Each seed is
deterministic of a predetermined game outcome. That is, the
gaming device utilizes the random number or game play seed
in a random number generating algorithm to generate at least
one and preferably a plurality of random numbers that the
gaming device then uses to determine and provide the prede-
termined game outcome. In an instant-type lottery gaming
device, as the predetermined outcome for each electronic
ticket is revealed to a player on the gaming device, the ticket
is flagged or marked as used in the finite pool of electronic
tickets. Once flagged, a ticket is prevented from being used
again to determine another game outcome. This type of gam-
ing device provides players with all of the available outcomes
over the course of the play cycle and guarantees the actual
wins and losses.

[0007] Since an instant-type lottery gaming device has a
finite pool of predetermined win/loss outcomes, it is possible
to configure the pool to specific conditions or criteria
requested by the casino or gaming establishment. An example
of these conditions or criteria are the number of tickets
included in the pool and the exact payback percentage or
payback sum for the pool as a whole. The payback percentage
or sum represents the guaranteed payout for the entire pool of
predetermined outcomes. Other examples of conditions or
criteria are what prizes will be awarded and the frequency of
winning outcome tickets amongst the total number of tickets
for the pool. For example, if a predetermined pool includes
twenty $1 tickets and the pool has a payback sum of $10, then
the pool might consist of one $5 win outcome, one $2 win
outcome, three $1 win outcomes and fifteen $0 loss outcomes
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and may be represented as the following outcomes: 5,2, 1, 1,
1,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0. It should be appreciated
that the above described pool of twenty tickets is for illustra-
tion purposes only and a pool could include any suitable
desired number of tickets including a large number such as
one million or more.

[0008] Additionally, even though a pool may include more
than one of the same game outcome, such as more than one
lose game outcomes in the pool, the presentation to the player,
such as the reel symbol combination in a slot machine, cards
dealt in a card game and the like, is preferably varied for each
sequential game outcome. For example, in the twenty ticket
pool described above, while three game outcomes may each
determine a win game outcome with a value of $1, each game
outcome will be preferably presented to the player as a mul-
tiple different or all different combinations of reel symbols in
a slot machine game. This provides increased excitement for
the player because the player is continuously presented with
different combinations of reel symbols.

[0009] Central determination gaming systems are also gen-
erally known. A central determination gaming system pro-
vides a plurality of individual gaming terminals or devices,
located in a gaming establishment, such as a casino, coupled
by one or more communication links, to a central processor or
computing system. When a player plays a game on one of the
gaming devices a game outcome is determined at the central
processor based on probability data. The determined game
outcome is communicated from the central system to the
individual gaming device and then provided to the player. It
should be appreciated that one central processor may continu-
ously determine the game outcomes for hundreds or thou-
sands of individual gaming devices at once.

[0010] In order to comply with the above mentioned regu-
latory rules that do not permit the use of gaming devices or
terminals that provide probability based game outcomes, cen-
tral determination gaming systems have been implemented
wherein the central system maintains one or more predeter-
mined pools or sets of game outcomes. Each game outcome in
each pool includes a game outcome component (i.e., a win, a
lose, a secondary game trigger or other suitable outcome)
with an associated value or payout amount, if any, and a game
presentation component (i.e., how the game outcome is dis-
played or presented to the player). In these systems, when a
player makes a wager on one of the gaming devices, the
central system selects a game outcome from a pool of game
outcomes and flags or marks the selected game outcome as
used. Once a game outcome is used, it is prevented from
further selection from the predetermined pool or set and can-
not be selected by the central processor upon another wager.
The selected game outcome is communicated to the indi-
vidual gaming terminal. The individual gaming terminal dis-
plays or presents the game presentation component and pro-
vides the player the game outcome component with the
associated value, if any, for the selected game outcome.
[0011] These systems of central production or control can
assist a casino or other entity in maintaining appropriate
records, controlling gaming, reducing and preventing cheat-
ing or electronic or other errors, reducing or eliminating
win-loss volatility and the like. However, these systems also
require a substantial amount of memory because the central
controller must store a game outcome component and a game
presentation component for each game outcome in each set or
pool of predetermined game outcomes. Additionally, certain
central determination gaming systems have been imple-
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mented wherein the central system maintains one or more
predetermined pools or sets of random number or game play
seeds. In these systems, the central processor selects a game
play seed and the selected game play seed is communicated to
an individual gaming terminal. The gaming terminal utilizes
the communicated game play seed to determine the predeter-
mined game outcome.

[0012] Gaming devices having a primary or base game and
a secondary or a bonus game are also well known. A second-
ary or bonus game may be any type of suitable game, either
similar to or completely different from the primary game,
which is entered upon the occurrence of a triggering event or
a selected outcome in the primary game. The secondary or
bonus game enables the player to obtain a prize or payout in
addition to the prize or payout, if any, obtained from the
primary game. A secondary or bonus game may produce a
significantly higher level of player excitement than a primary
game alone because it provides a greater expectation of win-
ning than the primary game and is accompanied with more
attractive or unusual features than the primary game.

SUMMARY

[0013] The present invention relates to a central determi-
nation gaming system with a game outcome generated by a
gaming terminal and approved by a central controller. The
present invention includes a central controller and a plurality
of gaming terminals in communication with the central con-
troller.

[0014] Inone embodiment of the present invention, upon a
player initiating a game at one of the plurality of gaming
terminals, the gaming terminal randomly generates a pro-
posed game outcome. Each proposed game outcome includes
an outcome component (i.e., a win, a lose, a secondary game
trigger or other suitable outcome) with an associated value
component or payout amount, if any. The proposed game
outcome is determined identical to how a game outcome is
determined in a probability based gaming terminal such as
conventional slot, poker and blackjack gaming machines.
That is, the gaming terminal randomly generates a game
outcome presentation, such as the reel symbol combination in
a slot machine or the cards dealt in a card game. The proposed
game outcome is then determined using the generated game
outcome presentation and an appropriate pay table. For
example, a slot machine gaming terminal may virtually use
probability data to generate the stop positions of each reel and
then use an appropriate pay table to determine the proposed
game outcome that is associated with the combination of
symbols on the stopped reels. This is done virtually and not
shown to the player.

[0015] The proposed game outcome is communicated to
the central controller or central processor before it is dis-
played to the player. In an alternative embodiment, only the
value associated with the proposed game outcome is commu-
nicated to the central controller. It should be appreciated that
the generated game outcome presentation is not communi-
cated to the central controller, but is retained in the memory of
the gaming terminal. The central controller determines if a
pool of predetermined game outcomes includes at least one of
the proposed game outcome. That is, the central controller
accesses an appropriate pool of game outcomes for the spe-
cific game played and determines if the pool includes at least
one of the proposed game outcome. Alternatively, the central
controller determines if the pool of predetermined game out-
comes includes at least one available game outcome based on
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the proposed game outcome. In the alternative embodiment
wherein only the value associated with the proposed game
outcome is communicated to the central controller, rather
than storing each game outcome in the pool, the central con-
troller stores the number of available game outcomes in the
pool for each possible value. In this embodiment, the central
controller determines if the number of available game out-
comes in the pool with the same value as the value associated
with the proposed game outcome is at least one.

[0016] If the pool of predetermined game outcomes
includes at least one of the proposed game outcome (or the
number of available game outcomes with the same value as
the value associated with the proposed game outcome is at
least one), the central controller authorizes the proposed
game outcome to be provided to the player and marks or flags
one of the available proposed game outcomes in the pool as
used or unavailable. Once a proposed game outcome is
marked or flagged it is prevented from a subsequent authori-
zation. The central controller communicates the authoriza-
tion of the proposed game outcome to the gaming terminal.
[0017] If the central controller determines that the pool of
predetermined game outcomes does not include at least one of
the proposed game outcome (or the number of available game
outcomes with the same value as the value associated with the
proposed game outcome is zero), for example, the proposed
game outcome is flagged as previously authorized, the central
controller discards the proposed game outcome. The central
controller then instructs the gaming terminal to randomly
generate another proposed game outcome. In such case, the
gaming terminal discards the retained proposed game out-
come presentation and randomly generates another game out-
come presentation. The gaming terminal then determines,
according to an appropriate pay table, the associated pro-
posed game outcome (again, identical to how a probability
based gaming terminal generates a game outcome). This pro-
posed game outcome is communicated to the central control-
ler for authorization. This process is repeated as described
above until the central controller authorizes a proposed game
outcome.

[0018] Inan alternative embodiment, if the central control-
ler determines that the pool of predetermined game outcomes
does not include at least one of the proposed game outcome,
the central controller may access an additional pool of prede-
termined game outcomes for the specific game played. In this
case, the central controller will determine if this additional
pool of game outcomes includes at least one proposed game
outcome for authorization as described above. In another
embodiment, the central controller may access the additional
pool of game outcomes after the pool currently in use does not
include a predetermined number of proposed game out-
comes.

[0019] Uponauthorization, the gaming terminal displays or
presents the randomly generated game outcome presentation
and provides the authorized game outcome to the player. Ifthe
authorized game outcome is a win outcome or a lose outcome,
the gaming terminal provides the associated value, if any, to
the player and the game ends. If the authorized game outcome
is a secondary game triggering outcome, the gaming terminal
provides the associated value, if any, to the player and then
enables the player to play a secondary or bonus game.

[0020] In an alternative embodiment, the gaming terminal
retains each rejected or discarded game outcome in a cache or
other memory device. That is, if the gaming terminal receives
an instruction from the central controller to randomly gener-
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ate another proposed game outcome, the previous proposed
game outcome is stored in the cache of rejected proposed
game outcomes. In this embodiment, prior to communicating
the generated proposed game outcome to the central control-
ler, the gaming terminal determines if the proposed game
outcome is included in the cache of rejected proposed game
outcomes. If the cache does include the proposed game out-
come, the gaming terminal discards the proposed game out-
come and randomly generates another proposed game out-
come. If the cache does not include the proposed game
outcome, the gaming terminal communicates the proposed
game outcome to the central controller for authorization as
described above. In this embodiment, the cache would be
emptied when the central determination system accesses an
additional pool (i.e., because a pool is empty or the pool
currently in use does not include at least a proposed game
outcome) and thus the central determination system would
notify the gaming terminal of such additionally accessed
pool.

[0021] In an alternative embodiment of the present inven-
tion, upon a player initiating a game at one of the plurality of
gaming terminals, the gaming terminal randomly determines
asetor plurality of proposed game outcomes. The set includes
any suitable number of proposed game outcomes. Each game
outcome in the set is determined identical to how a game
outcome is generated in a probability based gaming terminal
as described above.

[0022] In this embodiment, the set of proposed game out-
comes (or alternatively, the value associated with each pro-
posed game outcome in the set of proposed game outcomes)
are communicated to the central controller or processor. The
central controller randomly or sequentially selects one of the
proposed game outcomes from the communicated set. The
central controller then determines if the pool of predeter-
mined game outcomes includes at least one of the selected
proposed game outcome. Alternatively, the central controller
determines if a pool of predetermined game outcomes
includes at least one available game outcome based on the
selected proposed game outcome. In the alternative embodi-
ment wherein only the values associated with the proposed
game outcomes are communicated to the central controller,
the central controller determines if the number of available
game outcomes in the pool with the same value as the value
associated with the selected proposed game outcome is at
least one.

[0023] If the pool of predetermined game outcomes
includes at least one of the selected proposed game outcome
(or the number of available game outcomes with the same
value as the value associated with the selected proposed game
outcome is at least one), the central controller flags one of the
selected proposed game outcomes in the pool as unavailable
and authorizes the gaming terminal to provide the selected
proposed game outcome to the player as described above. In
this case, the non-selected proposed game outcomes in the set
of proposed game outcomes are discarded.

[0024] If the central controller determines that the pool of
predetermined game outcomes does not include at least one of
the selected proposed game outcome (or the number of avail-
able game outcomes with the same value as the value associ-
ated with the selected proposed game outcome is zero), the
central controller discards the selected proposed game out-
come. If there is at least one unselected proposed game out-
come remaining in the set, the central controller randomly
selects another proposed game outcome from the set of pro-
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posed game outcomes. The central controller determines if
the pool of predetermined game outcomes include at least one
of this selected proposed game outcome. This process con-
tinues until the central controller selects a proposed game
outcome from the set that is included in the pool of game
outcomes. In this case, the central controller flags the selected
proposed game outcome in the pool and authorizes the gam-
ing terminal to provide the selected proposed game outcome
to the player as described above.

[0025] Ifthere are no proposed game outcomes remaining
in the set of proposed game outcomes, the central controller
instructs the gaming terminal to randomly generate another
set of proposed game outcomes. This set of proposed game
outcomes is communicated to the central controller for autho-
rization. This process is repeated, as described above, until
the central controller selects a proposed game outcome from
the set and authorizes the gaming terminal to provide the
selected proposed game outcome to the player.

[0026] In an alternative embodiment wherein the gaming
terminal communicates a plurality of proposed game out-
comes to the central controller, the central controller deter-
mines if the pool of predetermined game outcomes includes
each communicated proposed game outcome. In this embodi-
ment, each proposed game outcome that is included in the
pool of predetermined game outcomes is authorized, flagged
and then stored in a cache or other memory storage device of
the central controller. Each proposed game outcome that is
not included in the pool of predetermined game outcomes is
discarded. The central controller then randomly selects one of
the authorized game outcomes, removes the selected game
outcome from the cache and communicates the selected
authorized game outcome to the gaming terminal to be pro-
vided to the player. On the next or subsequent game play from
the same gaming terminal or alternatively from another gam-
ing terminal that uses the same pool of game outcomes, the
gaming terminal does not determine and communicate a plu-
rality of proposed game outcomes to the central controller,
but rather the central controller randomly selects another
game outcome from the cache of authorized game outcomes,
removes the selected game outcome from the cache and com-
municates the selected authorized game outcome to the gam-
ing terminal to be provided to the player. This process con-
tinues as described above until the cache of authorized game
outcomes is empty at which time the central controller
instructs the gaming terminal to randomly generate another
plurality of proposed game outcomes to be communicated to
the central controller as described above.

[0027] The present invention provides a number of advan-
tages over existing central determination gaming systems.
For example, since the gaming terminals of the present inven-
tion are generating game outcome presentations (that are used
to determine the proposed game outcomes) in an identical
manner as probability based gaming terminals, the presenta-
tion to the player is the exact same as playing a probability
based gaming terminal. That is, the game outcomes are deter-
mined as in a probability based gaming terminal with the
additional step (that is not displayed and undetectable by the
player) of the central controller authorizing or double check-
ing the availability of the proposed game outcome prior to
providing the generated outcome to the player. For example,
in a slot machine gaming terminal, in the amount of time the
reels of a probability based slot machine spin, the present
invention is operable to perform the functions described
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above, multiple times if necessary, in order to authorize a
gaming terminal generated proposed game outcome.

[0028] Another advantage of the present invention is that
even though the central controller maintains at least one pool
of predetermined game outcomes (which guarantees a spe-
cific amount of actual wins and losses), since the gaming
terminals are generating game outcome presentations (that
are used to determine the proposed game outcomes) based on
probabilities, over the course of the play cycle, the game
outcomes generated from the plurality of gaming terminals in
the central determination gaming system will mirror a net-
work of probability based gaming terminals in a non-central
determination gaming system. That is, the present invention
provides the advantage of a network of contemporary gaming
terminals that determine game outcomes based on probability
data while also complying with certain jurisdictional regula-
tions that require gaming terminals which are guaranteed to
provide certain or definite awards.

[0029] Moreover, the present invention requires less
memory at both the gaming terminal and the central controller
than previous central determination gaming systems. That is,
the central controller needs to store only the outcome com-
ponent and/or the value component of each game outcome in
each predetermined pool of game outcomes and not how each
game outcome is presented to the player. Further reducing the
memory requirements, the central controller may store only
the number of available game outcomes in the pool for each
possible value. Additionally, since the gaming terminal ran-
domly generates each proposed game outcome identical to
how a probability based gaming terminal generates game
outcomes, existing probability based gaming terminals with a
modified communication module can be implemented into
the present invention.

[0030] Additional features and advantages of the present
invention are described in, and will be apparent from, the
following Detailed Description of the Invention and the fig-
ures.

BRIEF DESCRIPTION OF THE FIGURES

[0031] FIGS. 1A and 1B are schematic block diagrams
illustrating the central controller and the individual gaming
terminals in the central determination gaming system of the
present invention.

[0032] FIGS. 2A and 2B are perspective views of alterna-
tive embodiments of the gaming terminal of the present
invention.

[0033] FIG. 3 is a schematic block diagram of an electronic
configuration of one embodiment of the gaming terminal of
the present invention.

[0034] FIG. 4 is a schematic block diagram illustrating one
embodiment of the present invention wherein the gaming
terminal generates a proposed game outcome and the pro-
posed game outcome is communicated to the central control-
ler for authorization.

[0035] FIG. 5 is a schematic block diagram illustrating one
embodiment of the present invention wherein the gaming
terminal generates a set of proposed game outcomes and the
set of proposed game outcomes is communicated to the cen-
tral controller for authorization.

DETAILED DESCRIPTION

[0036] Referring now to the drawings, as illustrated in FIG.
1A, one embodiment of the present invention includes a plu-
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rality of gaming devices or gaming terminals 10a, 105 and
10c¢ located in a gaming establishment, such as a casino,
coupled by one or more communication links 12a, 126 and
12¢ to a central controller or central processor 14. The com-
munication links 12 can be any of a plurality of devices
known to those of skill in the art for receiving data transmis-
sions to and from the gaming terminal. The central processor
maintains supervision over the entire network of gaming ter-
minals.

[0037] Inoneembodiment, the central controller maintains
at least one predetermined pool of predetermined game out-
comes. Each predetermined game outcome includes an out-
come component (i.e., a win, a lose outcome, a secondary
game triggering outcome or other suitable outcome), and a
value component or pay amount, if any. Each pool of prede-
termined game outcomes may include a plurality of each type
of predetermined game outcome. For example, a pool of one
thousand game outcomes may include hundreds of a lower
range award and one or few of the highest award.

[0038] Inone embodiment, the central processor maintains
at least one pool of predetermined game outcomes for each
type of game provided on the gaming terminals of the system.
Inan alternative embodiment, the central processor maintains
aplurality of pools of predetermined game outcomes for each
type of provided game. In another embodiment, the central
processor maintains at least one pool of predetermined game
outcomes for each denomination of each type of game pro-
vided on the gaming terminals of the system. Other suitable
methods for storing the pool of predetermined game out-
comes may be employed in accordance with the present
invention.

[0039] Inone embodiment illustrated in FIG. 1B, a plural-
ity of the gaming terminals are configured so that different
gaming device or gaming terminals may be used to play
different types of games. That is, the central controller 14 may
be in communication via one of more communication links
12 with a plurality of gaming devices or gaming terminals 10a
that areused for playing a slot machine style game, a different
plurality of gaming devices or gaming terminals 105 that are
used for playing a poker style game, a different plurality of
gaming devices or gaming terminals 10c¢ that are used for
playing a blackjack style game, and the like. This embodi-
ment enables the central controller to authorize every game
outcome for game(s) played on every gaming terminal in the
network of central determination gaming terminals. In an
alternative embodiment, all of the gaming terminals which
are coupled to the central processor are configured to play the
same type of game. In another embodiment, a plurality of
gaming terminals may each be configured for playing a plu-
rality of different games.

[0040] Two embodiments of the gaming terminal or gam-
ing device ofthe present invention are shown in FIGS. 2A and
2B as gaming terminal 10a and gaming terminal 105, respec-
tively. Gaming terminal 10a and/or gaming terminal 105 are
generally referred to herein as gaming terminal 10. Gaming
terminal 10 is in one embodiment a slot machine having the
controls, displays and features of a conventional slot
machine. [tis constructed so that a player can operate it while
standing or sitting, and gaming terminal 10 is preferably
mounted on a console. However, it should be appreciated that
gaming terminal 10 can be constructed as a pub-style table-
top game (not shown) which a player can operate preferably
while sitting. Furthermore, gaming terminal 10 can be con-
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structed with varying cabinet and display designs, as illus-
trated by the designs shown in FIGS. 2A and 2B.

[0041] Asillustrated in FIGS. 2A and 2B, gaming terminal
10 includes a coin slot 112 and bill acceptor 114 where the
player inserts money, coins or tokens. The player can place
coins in the coin slot 112 or paper money in the bill acceptor
114. Other devices could be used for accepting payment such
as readers or validators for credit cards or debit cards. When
a player inserts money in gaming terminal 10, a number of
credits corresponding to the amount deposited is shown in a
credit display 116. After depositing the appropriate amount of
money, a player can begin the game by pulling arm 118 or
pushing play button 120. Play button 120 can be any play
activator used by the player which starts any game or
sequence of events in the gaming terminal.

[0042] As shown in FIGS. 2A and 2B, gaming terminal 10
also includes a bet display 122 and a bet one button 124. The
player places a bet by pushing the bet one button 124. The
player can increase the bet by one credit each time the player
pushes the bet one button 124. When the player pushes the bet
one button 124, the number of credits shown in the credit
display 116 decreases by one, and the number of credits
shown in the bet display 122 increases by one.

[0043] A player may cash out and thereby receive a number
of coins corresponding to the number of remaining credits by
pushing a cash out button 126. When the player cashes out,
the player receives the coins in a coin payout tray 128. The
gaming terminal 10 may employ other payout mechanisms
such as credit slips redeemable by a cashier or electronically
recordable cards which keep track of the player’s credits.
[0044] Gaming terminal 10 also includes one or more dis-
play devices. The embodiment shown in FIG. 2A includes a
central display device 130, and the alternative embodiment
shown in FIG. 2B includes a central display device 130 as
well as an upper display device 132. Gaming terminal 10
preferably displays a plurality of reels 134, preferably three to
five reels 134 in mechanical or video form at one or more of
the display devices. A display device can be any viewing
surface such as glass, a video monitor or screen, a liquid
crystal display or any other display mechanism. If the reels
134 are in video form, the display device for the video reels
134 is preferably a video monitor. It should be appreciated
that the present invention can include one or more paylines
displayed in a horizontal and/or diagonal fashion.

[0045] Each reel 134 displays a plurality of indicia such as
bells, hearts, fruits, numbers, letters, bars or other images
which preferably correspond to a theme associated with the
gaming terminal 10. The symbols and indicia used on and in
gaming terminal 10 may be in mechanical, electronic, elec-
trical or video form. Furthermore, gaming terminal 10 pref-
erably includes speakers 136 for making sounds or playing
music.

[0046] As illustrated in FIG. 3, the general electronic con-
figuration of gaming terminal 10 preferably includes: a pro-
cessor 138; a memory device 140 for storing program code or
other data; a central display device 130; an upper display
device 132; a sound card 142; a plurality of speakers 136; and
one or more input devices 144. The processor 138 is prefer-
ably a microprocessor or microcontroller-based platform
which is capable of displaying images, symbols and other
indicia such as images of people, characters, places, things
and faces of cards. The memory device 140 can include
random access memory (RAM) 146 for storing event data or
other data generated or used during a particular game. The
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memory device 140 can also include read only memory
(ROM) 148 for storing program code which controls the
gaming terminal 10 so that it plays a particular game in
accordance with applicable game rules and pay tables.
[0047] As illustrated in FIG. 3, the player preferably uses
the input devices 144, such as pull arm 118, play button 120,
the bet one button 124 and the cash out button 126 to input
signals into gaming terminal 10. In certain instances it is
preferable to use a touch screen 150 and an associated touch
screen controller 152 instead of a conventional video monitor
display device. Touch screen 150 and touch screen controller
152 are connected to a video controller 154 and processor
138. A player can make decisions and input signals into the
gaming terminal 10 by touching touch screen 150 at the
appropriate places. As further illustrated in FIG. 3, the pro-
cessor 138 can be connected to coin slot 112 or bill acceptor
114. The processor 138 can be programmed to require a
player to deposit a certain amount of money in order to start
the game.

[0048] It should be appreciated that although a processor
138 and memory device 140 are preferable implementations
of the present invention, the present invention can also be
implemented using one or more application-specific inte-
grated circuits (ASIC’s) or other hard-wired devices, or using
mechanical devices (collectively and/or alternatively referred
to herein as a “processor”). Furthermore, although the pro-
cessor 138 and memory device 140 preferably reside on each
gaming terminal 10 unit, it is possible to provide some or all
of'their functions ata central location such as a network server
for communication to a playing station such as over a local
area network (LAN), wide area network (WAN), Internet
connection, microwave link, and the like.

[0049] In addition to winning base game credits, the gam-
ing terminal 10, including any of the base games disclosed
above, also includes secondary or bonus games that give
players the opportunity to win credits. The gaming terminal
10 preferably employs a video-based display device 130 or
132 for the secondary or bonus games. The secondary or
bonus games include a program that automatically begins
when the player achieves a qualifying condition or a second-
ary game triggering outcome in the primary or base game.
[0050] Inthe slot machine embodiment, the qualifying con-
dition or a secondary game triggering outcome includes a
particular symbol or symbol combination generated on a
display device. As illustrated in the five reel slot game shown
in FIGS. 1A and 1B, the qualifying condition or secondary
game triggering outcome includes the number seven appear-
ing on three adjacent reels 134 along a payline 156. It should
be appreciated that the present invention includes one or more
paylines, such as payline 156, wherein the paylines can be
horizontal, diagonal or any combination thereof.

[0051] With reference to FIG. 4, in one embodiment of the
present invention illustrating a slot machine style gaming
terminal, to initiate operation of a primary or base game of the
gaming terminal, the player must insert the appropriate
amount of money or tokens and then pull the arm or push the
play button. The reels will then begin to spin. As the wheels
are spinning, the gaming terminal randomly generates a pro-
posed game outcome as indicated in block 202. In an alter-
native embodiment, the gaming terminal randomly generates
aproposed game outcome upon the player placing a wager in
the gaming terminal.

[0052] The proposed game outcome is generated identical
to how a game outcome is generated in a probability based
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gaming terminal such as conventional slot, poker and black-
jack gaming machines. That is, the gaming terminal uses the
same probability data as a probability based gaming terminal
(i.e., the same random number generating algorithm or pro-
gram code) to randomly generate a proposed game outcome
presentation, such as the reel symbol combination in a slot
machine or the cards dealt in a card game. For example, in a
slot machine gaming terminal, a probability is associated with
each symbol on each reel (i.e., a star symbol may have a one
in twenty probability of occurring on each reel, thus thereis a
one in eight-thousand probability that three star symbols will
occur on three reels). After the gaming terminal randomly
generates a proposed game outcome presentation, with refer-
ence to an appropriate pay table or other stored data, the
gaming terminal determines the proposed game outcome that
is associated with the proposed game outcome presentation.
Each proposed game outcome includes an outcome compo-
nent (i.e., a win, a lose outcome, a secondary game triggering
outcome or other suitable outcome), and an associated value
component or pay amount, if any. For example, in the slot
machine gaming terminal, the reel symbol combination of
three star symbols may be associated with a win $5 game
outcome. In an alternative embodiment, the gaming terminal
uses probability data to randomly generate the proposed
game outcome. In this embodiment, a game outcome presen-
tation is associated with each proposed game outcome.

[0053] Ifthe proposed game outcome is a secondary game
triggering outcome, the gaming terminal randomly generates
aproposed secondary game outcome presentation identical to
how the primary game outcome presentation is generated.
The gaming terminal then determines, with the use of an
appropriate pay table or other stored data, the proposed sec-
ondary game outcome associated with the proposed second-
ary game outcome presentation. In this case, the gaming
terminal combines the value associated with proposed sec-
ondary game triggering outcome, if any, and the value asso-
ciated with the proposed secondary game outcome, if any, to
determine the proposed game outcome that is communicated
to the central controller for authorization, as described below.
For example, if the gaming terminal determines that the sec-
ondary game triggering outcome has a value of $1 and the
secondary game outcome has a value of $6, a proposed $7 win
game outcome is communicated to the central controller for
authorization.

[0054] The gaming terminal communicates the proposed
game outcome to the central controller or central processor as
indicated in block 204. It should be appreciated that the
randomly generated proposed game outcome presentation is
not communicated to the central controller, but is retained in
the memory of the gaming terminal. In an alternative embodi-
ment, only the value associated with the proposed game out-
come is communicated to the central controller. The central
controller determines if the pool of predetermined game out-
comes includes at least one of the proposed game outcome as
indicated by diamond 206. That is, the central controller
determines if the pool includes at least one available game
outcome that has an identical outcome component and an
identical value component as the proposed game outcome. In
the slot machine gaming terminal example used above, the
central controller would determine if the pool of predeter-
mined game outcomes includes at least one available win $5
game outcome. Alternatively, the central controller deter-
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mines if the pool of predetermined game outcomes includes
at least one available game outcome based on the proposed
game outcome.

[0055] In the alternative embodiment wherein only the
value associated with the proposed game outcome is commu-
nicated to the central controller, the central controller stores
information or data regarding the number of available game
outcomes in a pool for each possible value. For example, the
central controller may store information or data that a pool
has five available game outcomes with a value of $1000, fifty
available game outcomes with a value of $100, five-hundred
available game outcomes with a value of $10, five thousand
available game outcomes with a value of $1, fifty thousand
available game outcomes with a value of $1 and five-hundred
thousand available game outcomes with a value of $0. In this
embodiment, the central controller determines if the number
of'available game outcomes in the pool with the same value as
the value associated with the proposed game outcome is at
least one.

[0056] If the pool of predetermined game outcomes
includes at least one of the proposed game outcome (or the
number of available game outcomes with the same value as
the value associated with the proposed game outcome is at
least one), the central controller authorizes the gaming termi-
nal to provide the proposed game outcome to the player as
indicated in block 208. The central controller flags or marks
the proposed game outcome in the pool as used or unavailable
as indicated in block 210. Once a proposed game outcome is
flagged or marked as used or authorized, it is prevented from
subsequent authorization by the central controller. It should
be appreciated that if the pool of game outcomes includes
more than one of the same game outcome and one of the game
outcomes is flagged or marked, the remaining same game
outcomes are still available for subsequent authorization. In
the slot machine example used above, if the pool of game
outcomes includes thirty available win $5 game outcomes
and the central controller flags or marks one of the available
win $5 game outcomes, the flagged win $5 game outcome
would no longer be available for a subsequent authorization
but the remaining twenty-nine win $5 game outcomes would
remain available for subsequent authorizations. In the
embodiment wherein the central controller stores information
or data regarding the number of available game outcomes in
a pool for each possible value, upon the authorization of a
proposed game outcome, the central controller reduces the
number of available game outcome in the pool with the same
value as the value associated with the proposed game out-
come by one.

[0057] Iftheauthorized game outcome is a win outcome or
a lose outcome, the gaming terminal provides the authorized
game outcome and the associated value, if any, to the player as
indicated in block 212. The gaming terminal also presents or
displays the randomly generated game outcome presentation
(that is retained in the gaming terminal’s memory) to the
player. For example, in the slot machine gaming terminal
used above, the gaming terminal provides the player a win $5
game outcome and displays a reel symbol combination of a
star symbol on each reel.

[0058] Ifthe authorized game outcome is a secondary game
triggering outcome (not shown), the gaming terminal pro-
vides the associated value, if any, to the player, presents or
displays the randomly generated game outcome presentation
(that is retained in the gaming terminal’s memory) and
enables the player to play a secondary or bonus game. As
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described above, even though the gaming terminal enables
the player to play a secondary or bonus game, the secondary
game outcome has already been determined and authorized
along with the primary game outcome. That is, the gaming
terminal does not communicate with the central controller
regarding the secondary game outcome but rather provides
the prior authorized secondary game outcome and presents
the prior generated secondary game outcome presentation to
the player.

[0059] In an alternative embodiment, if a secondary or
bonus game triggering outcome is provided to the player, the
gaming terminal provides the associated value, if any, to the
player, presents or displays the randomly generated game
outcome presentation (that is retained in the gaming termi-
nal’s memory) and enables the player to play a secondary or
bonus game. In the secondary or bonus game, the gaming
terminal randomly generates a proposed secondary game out-
come presentation based on probability data. As described
above, with reference to an appropriate pay table or other
stored data, the gaming terminal determines the proposed
secondary game outcome associated with the proposed sec-
ondary game outcome presentation. In one embodiment, the
proposed secondary game outcome presentation is indepen-
dent of and not related to the game outcome provided in the
primary or base game. The gaming terminal then communi-
cates the proposed secondary game outcome to the central
controller. The central controller determines if a pool of pre-
determined secondary game outcomes includes the proposed
secondary game outcome. The central controller then pro-
ceeds with authorizing the gaming terminal to provide the
player with the proposed secondary game outcome as
described above regarding the primary or base game.

[0060] If the central controller determines that the pool of
predetermined game outcomes does not include at least one of
the proposed game outcome (or that the number of available
game outcomes with the same value as the value associated
with the proposed game outcome is zero), for example, each
of'the proposed game outcomes in the pool that have identical
outcome components and identical value components as the
proposed game outcome have previously been authorized to
be provided to a player, the central controller does not autho-
rize the gaming terminal to provide the proposed game out-
come to the player. Rather, the central controller discards the
proposed game outcome and instructs the gaming terminal to
randomly generate another proposed game outcome as indi-
cated in block 214. The gaming terminal discards the pro-
posed game outcome presentation from its memory and ran-
domly generates another proposed game outcome (again,
identical to how a probability based gaming terminal gener-
ates a game outcome) as indicated in block 202. This pro-
posed game outcome is communicated to the central control-
ler for authorization and the process is repeated, as described
above, until the central controller authorizes the gaming ter-
minal to provide a proposed game outcome to the player.

[0061] In an alternative embodiment, if the central control-
ler determines that the pool of predetermined game outcomes
does not include at least one of the proposed game outcomes,
the central controller may access an additional pool of prede-
termined game outcomes for the specific game played. In this
case, the central controller will determine if this additional
pool of game outcomes includes at least one of the proposed
game outcomes for authorization as described above. For
example, ifarare outcome (i.e., the highest possible outcome)
is randomly generated by the gaming terminal and that rare
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outcome is not included in the pool of game outcomes
because it has previously been authorized and provided to a
player, the central controller may access a new pool of game
outcomes and authorize the rare outcome from the new pool
to be provided to the player. In another embodiment, the
central controller may access the additional pool of game
outcomes after the pool currently in use does not include a
predetermined number of proposed game outcomes. For
example, if the central controller does not authorize and dis-
cards ten proposed game outcomes (an indication that the
current pool of game outcomes does not have many remain-
ing available game outcomes), the central controller may
access an additional pool of predetermined game outcomes
for the specific game played. It should be appreciated that for
subsequent authorizations, the central controller continues
determining if the proposed game outcome is included in the
first pool of outcomes and only if the proposed game outcome
is not included in the first pool, will the central controller
determine if the proposed game outcome is included in the
additionally accessed pool of game outcomes.

[0062] In an alternative embodiment, the gaming terminal
retains each rejected or discarded game outcome in a cache or
other memory device. That is, if the gaming terminal receives
an instruction from the central controller to randomly gener-
ate another proposed game outcome, the previous proposed
game outcome is stored in the cache of rejected proposed
game outcomes. In this embodiment, prior to communicated
the generated proposed game outcome to the central control-
ler, the gaming terminal determines if the proposed game
outcome is included in the cache of rejected proposed game
outcomes. If the cache does include the proposed game out-
come, the gaming terminal discards the proposed game out-
come and randomly generates another proposed game out-
come. If the cache does not include the proposed game
outcome, the gaming terminal communicates the proposed
game outcome to the central controller for authorization as
described above. As the game outcome generation and autho-
rization must occur within a suitable amount of time, for
example the few seconds that the reels of a slot machine
gaming terminal are spinning, this embodiment provides that
time is not wasted with multiple rejected proposed game
outcomes communicated back and forth between the gaming
terminal and the central controller. For example, if the gaming
terminal communicates a win $25 game outcome to the cen-
tral controller and the central controller responds by instruct-
ing the gaming terminal to generate another proposed game
outcome, the gaming terminal will retain the win $25 game
outcome in the cache of rejected proposed game outcomes. If
a subsequent proposed game outcome is also a win $25 game
outcome, the gaming terminal will discard the subsequent
win $25 game outcome prior to communicating it to the
central controller for authorization. It should be appreciated
that in this embodiment, the cache of rejected proposed game
outcomes is cleared by a command from the central controller
when the central controller accesses a new pool of predeter-
mined game outcomes.

[0063] In an alternative embodiment of the present inven-
tion, the central controller is operable to maintain one pool of
predetermined game outcomes for a plurality of gaming ter-
minals that are each playing a different game. That is, since
the central controller authorizes a gaming terminal generated
proposed game outcome and not how the game outcome is
displayed or presented to the player, a plurality of gaming
terminals playing a plurality of different games can each
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utilize the same pool for authorization of generated proposed
game outcomes. For instance, as illustrated in FIG. 1B, the
central controller 14 may authorize a slot machine gaming
terminal 10a to provide a player with a slot machine gaming
terminal generated win $2 outcome and simultaneously
authorize a poker style gaming terminal 106 to provide
another player with a poker style gaming terminal generated
win $5 outcome. In this case, the central controller flags a win
$2 outcome and a $5 win outcome in the pool of game out-
comes, thus preventing the flagged game outcomes from sub-
sequent authorizations. The slot machine gaming terminal
presents or displays the game outcome presentation associ-
ated with the slot machine gaming terminal generated pro-
posed win $2 as a specific reel symbol combination. The
poker style gaming terminal presents or displays the game
outcome presentation associated with the poker style gaming
terminal generated proposed win $5 as a specific hand of
cards. As discussed above, this embodiment enables one cen-
tral controller to authorize a plurality of game outcome gen-
erated by a plurality of different gaming terminal in a casino
or other entity and thus assists the casino or other entity in
maintaining proper records, controlling gaming, reducing
and preventing cheating or electronic or other errors and the
like.

[0064] The present invention provides a number of advan-
tages over existing central determination gaming systems.
For example, since the gaming terminals of the present inven-
tion are generating game outcome presentations (that are used
to determine the proposed game outcomes) in an identical
manner as probability based gaming terminals, the presenta-
tion to the player is the exact same as playing a probability
based gaming terminal. That is, the game outcomes are deter-
mined as in a probability based gaming terminal with the
additional step, undetectable to the player, of the central con-
troller authorizing or double checking the availability of the
proposed game outcome prior to providing the generated
outcome to the player. For example, in a slot machine gaming
terminal, in the amount of time the reels of a probability based
slot machine spin, the present invention is operable to per-
form the functions described above, multiple times if neces-
sary, in order to authorize a gaming terminal generated pro-
posed game outcome.

[0065] Furthermore, even though the central controller
maintains a pool of predetermined game outcomes (which
guarantees a specific amount of actual wins and losses), since
the gaming terminals are generating game outcome presen-
tations (that are used to determine the proposed game out-
comes) based on probabilities, over the course of the play
cycle, the game outcomes generated from the plurality of
gaming terminals in the central determination gaming system
will mirror a network of probability based gaming terminals
in a non-central determination gaming system. That is, the
present invention provides the advantage of a network of
contemporary gaming terminals that determine game out-
comes based on probability data while also complying with
certain jurisdictional regulations that require gaming termi-
nals which are guaranteed to provide certain or definite
awards. This increases the player’s level of excitement and
enjoyment because the network of gaming terminals in the
central determination gaming system retains the look and feel
of contemporary probability based gaming terminals.

[0066] Moreover, since the gaming terminals in the present
invention generate game outcomes identical to probability
based gaming terminals, existing probability based gaming
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terminals with modified communication modules may be
implemented in the present invention. That is, existing prob-
ability based gaming terminals may be used to randomly
generate a game outcome and instead of the generated game
outcome provided to the player (as occurs in existing prob-
ability based gaming terminals), the gaming terminal of the
present invention includes an additional game state, as
described above, wherein the generated game outcome is
communicated to the central controller for authorization.

[0067] As illustrated in FIG. 5, in an alternative embodi-
ment of the present invention, upon a player initiating a game
at one of the plurality of gaming terminals, the gaming ter-
minal randomly generates a set or plurality of proposed game
outcomes as indicated in block 302. The set includes any
preferable number of proposed game outcomes. As described
above, each proposed game outcome is generated identical to
how a game outcome is generated in a probability based
gaming terminal.

[0068] The gaming terminal communicates the set of pro-
posed game outcomes to the central controller as indicated in
block 304. In an alternative embodiment, the value associated
with each proposed game outcome in the set of proposed
game outcomes are communicated to the player. The central
controller selects one of the proposed game outcomes from
the communicated set as indicated in block 306. The central
controller may randomly select one of the proposed game
outcomes from the set or may select the proposed game
outcomes from the set in a predetermined order, such as the
order the proposed game outcomes were received by the
central controller or generated by the gaming terminal.

[0069] The central controller determines if the pool of pre-
determined game outcomes includes at least one of the
selected proposed game outcomes as indicated in diamond
308. Alternatively, the central controller determines if the
number of available game outcomes in the pool with the same
value as the value associated with the selected proposed game
outcome is at least one. If the pool of predetermined game
outcomes includes at least one of the selected proposed game
outcomes (or the number of available game outcomes with
the same value as the value associated with the selected pro-
posed game outcome is at least one), the central controller
authorizes the gaming terminal to provide the proposed game
outcome to the player as indicated in block 310. If authorized,
the central controller flags the selected proposed game out-
come in the pool as unavailable for subsequent authorizations
as indicated in block 312.

[0070] In one embodiment, the central controller discards
the non-selected proposed game outcomes in the set of pro-
posed game outcomes as indicated in block 314. In an alter-
native embodiment, the central controller retains the set of
non-selected proposed game outcomes. In this embodiment,
the next or subsequent time a player initiates a game at the
same gaming terminal or another gaming terminal utilizing
the same pool of game outcomes, the gaming terminal ran-
domly generates and communicates to the central controller a
partial set of game outcomes for authorization. For example,
upon a first game played, the gaming terminal may discard
four proposed game outcomes from a generated set of ten
proposed game outcomes prior to authorizing the gaming
terminal to provide a proposed game outcome to the player. In
the next game played, the gaming terminal would randomly
generate five proposed game outcomes (to replace the four
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discarded game outcomes and the one authorized game out-
come) and communicate the five generated game outcomes to
the central controller.

[0071] Ifthe authorized game outcome is a win outcome or
a lose outcome, the gaming terminal displays the game out-
come presentation to the player and provides the authorized
game outcome and the associated value, if any, to the player as
indicated in block 316. If the authorized game outcome is a
secondary game triggering outcome (not shown), the gaming
terminal provides the associated value, if any, to the player
and enables the player to play a secondary or bonus game. As
described above, even though the gaming terminal enables
the playerto player a secondary or bonus game, the secondary
game outcome has already been determined and authorized
along with the primary game outcome. That is, the gaming
terminal does not communicate with the central controller
regarding the secondary game outcome but rather provides
the prior authorized secondary game outcome and presents
the prior generated secondary game outcome presentation to
the player.

[0072] If the central controller determines that the pool of
predetermined game outcomes does not include at least one of
the selected proposed game outcome (or that the number of
available game outcomes with the same value as the value
associated with the selected proposed game outcome is zero),
the central controller discards the selected proposed game
outcome from the set of proposed game outcomes as indi-
cated in block 318. The central controller then determines if
there is at least one proposed game outcome remaining in the
set of proposed game outcomes as indicated in diamond 320.
[0073] If there is at least one remaining proposed game
outcome in the set of proposed game outcomes, the central
processor selects another proposed game outcome from the
set of game outcomes as indicated in block 306. This process
continues as described above until the central controller
authorizes the gaming terminal to provide a selected pro-
posed game outcome to the player.

[0074] Ifthere are no remaining proposed game outcomes
in the set of proposed game outcomes, the central controller
instructs the gaming terminal to randomly generate another
set of proposed game outcomes as indicated in block 302. As
described above, each proposed game outcome in this set is
randomly generated based on probability data. This set of
proposed game outcomes is communicated to the central
controller for authorization and the process is repeated as
described above until the central controller authorizes the
gaming terminal to provide a selected proposed game out-
come to the player.

[0075] In an alternative embodiment wherein the gaming
terminal communicates a plurality of proposed game out-
comes to the central controller, the central controller deter-
mines if the pool of predetermined game outcomes includes
each communicated proposed game outcome. In this embodi-
ment, each proposed game outcome that is included in the
pool of predetermined game outcomes is authorized, flagged
and then stored in a cache or other memory storage device of
the central controller. Each proposed game outcome that is
not included in the pool of predetermined game outcomes is
discarded. The central controller then randomly or sequen-
tially selects one of the authorized game outcomes, removes
the selected game outcome from the cache and communicates
the authorized game outcome to the gaming terminal to be
provided to the player. On the next or subsequent game play
from the same gaming terminal or another gaming terminal



US 2012/0077577 Al

utilizing the same pool of game outcomes, the gaming termi-
nal does not determine and communicate a plurality of pro-
posed game outcomes to the central controller, but rather the
central controller randomly or sequentially selects another
game outcome from the cache of authorized game outcomes,
removes the selected game outcome from the cache and com-
municates the authorized game outcome to the gaming ter-
minal to be provided to the player. This process continues as
described above until the cache of authorized game outcomes
is empty at which time the central controller instructs the
gaming terminal to randomly generate another plurality of
proposed game outcomes to be communicated to the central
controller as described above.

[0076] It should be understood that various changes and
modifications to the presently preferred embodiments
described herein will be apparent to those skilled in the art.
Such changes and modifications can be made without depart-
ing from the spirit and scope of the present invention and
without diminishing its intended advantages. It is therefore
intended that such changes and modifications be covered by
the appended claims.

The invention is claimed as follows:

1. A method of operating a gaming system, said method

comprising:

(a) causing a controller to execute a plurality of instructions
to maintain a pool of predetermined game outcomes,
wherein each predetermined game outcome includes a
value component; and

(b) for each play of a primary wagering game at least one
gaming device:

(1) receiving a proposed value component from said at
least one gaming device after a player makes a wager
on the primary wagering game at said at least one
gaming device, wherein said value component is for
said primary wagering game, and
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(ii) if the pool of predetermined game outcomes includes
an available predetermined game outcome based on
said proposed value component, causing the control-
ler to execute the plurality of instructions to:

(A) authorize said available predetermined game out-
come,

(B) prevent said authorized game outcome from fur-
ther authorization from said pool, and

(C) output data representing said authorized predeter-
mined game outcome to said at least one gaming
device.

2. The method of claim 1, which includes receiving a
plurality of proposed value components from said at least one
gaming device and to determine if said pool of predetermined
game outcomes includes at least one predetermined game
outcome based on said plurality of proposed value compo-
nents.

3. The method of claim 1, which includes causing the
controller to execute the plurality of instructions to discard
said proposed value component if said pool of predetermined
game outcomes does not include said predetermined game
outcome based on said proposed value component.

4. The method of claim 3, which includes causing the
controller to execute the plurality of instructions to request at
least one additional proposed value component if said pool of
predetermined game outcomes does not include said prede-
termined game outcome based on said proposed value com-
ponent.

5. The method of claim 1, which is operated over a data
network.

6. The method of claim 5, wherein the data network is an
internet.



