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the present invention. The detailed description and Figures
will describe many of the embodiments and aspects of the
present invention.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] The foregoing and other advantages of the inven-
tion will become apparent upon reading the following
detailed description and upon reference to the drawings.

[0012] FIG. 1 is a perspective view of a typical video
gaming terminal.

[0013] FIG. 2 is a block diagram of the gaming terminal
of FIG. 1.

[0014] FIG. 3 is a block diagram of a gaming network
according to an embodiment of the present invention.

[0015] FIG. 4 is a block diagram of a digital video
controller according to a specific embodiment of the present
invention.

[0016] FIG. 5 is a block diagram depicting a plurality of
pre-rendered 3D game sequences stored on a storage device
according to a specific embodiment of the present invention.

[0017] FIG. 6 is a perspective view of a secondary display
displaying a 3D-rendered mechanical device according to a
specific embodiment of the present invention.

[0018] FIG. 7 is a flow chart of a method in accordance
with an aspect of the present invention.

[0019] FIG. 8 is a flow chart of a method in accordance
with another aspect of the present invention.

[0020] While the invention is susceptible to various modi-
fications and alternative forms, specific embodiments have
been shown by way of example in the drawings and will be
described in detail herein. It should be understood, however,
that the invention is not intended to be limited to the
particular forms disclosed. Rather, the invention is to cover
all modifications, equivalents, and alternatives falling within
the spirit and scope of the invention as defined by the
appended claims.

DETAILED DESCRIPTION OF THE
ILLUSTRATED EMBODIMENTS

[0021] FIG. 1 shows a perspective view of a typical
gaming terminal 10 used by gaming establishments, such as
casinos. With regard to the present invention, the gaming
terminal 10 may be any type of gaming terminal and may
have varying structures and methods of operation. For
example, the gaming terminal 10 may be a mechanical
gaming terminal configured to play mechanical slots, or it
may be an electromechanical or electrical gaming terminal
configured to play video slots or a video casino game, such
as blackjack, slots, keno, poker, etc.

[0022] As shown, the gaming terminal 10 includes input
devices, such as a wager acceptor 16 (shown as a card wager
acceptor 16a and a cash wager accepter 16b), a touch screen
21, a push-button panel 22, and an information reader 24.
For outputs, the gaming terminal 10 includes a payout
mechanism 23, a main display 26 for displaying information
about the basic wagering game, and a secondary display 27
that may display an electronic version of a pay table, and/or
also possibly game-related information or other entertain-
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ment features. While these typical components found in the
gaming terminal 10 are described below, it should be under-
stood that numerous other elements may exist and may be
used in any number of combinations to create various forms
of a gaming terminal.

[0023] The wager acceptor 16 may be provided in many
forms, individually or in combination. The cash wager
acceptor 162 may include a coin slot acceptor or a note
acceptor to input value to the gaming terminal 10. The card
wager acceptor 1650 may include a card-reading device for
reading a card that has a recorded monetary value with
which it is associated. The card wager acceptor 160 may also
receive a card that authorizes access to a central account,
which can transfer money to the gaming terminal 10.

[0024] Also included is the payout mechanism 23, which
performs the reverse functions of the wager acceptor. For
example, the payout mechanism 23 may include a coin
dispenser or a note dispenser to output value from gaming
terminal 10. Also, the payout mechanism 23 may also be
adapted to receive a card that authorizes the gaming terminal
to transfer credits from the gaming terminal 10 to a central
account.

[0025] The push button panel 22 is typically offered, in
addition to the touch screen 21, to provide players with an
option on how to make their game selections. Alternatively,
the push button panel 22 provides inputs for one aspect of
operating the game, while the touch screen 21 allows for
inputs needed for another aspect of operating the game.

[0026] The outcome of the basic wagering game is dis-
played to the player on the main display 26. The main
display 26 may take the form of a cathode ray tube (CRT),
a high resolution LCD, a plasma display, LED, or any other
type of video display suitable for use in the gaming terminal
10. As shown, the main display 26 includes the touch screen
21 overlaying the entire monitor (or a portion thereof) to
allow players to make game-related selections. Alterna-
tively, the gaming terminal 10 may have a number of
mechanical reels to display the game outcome, as well.

[0027] Insome embodiments, the information reader 24 is
a card reader that allows for identification of a player by
reading a card with information indicating his or her true
identity. Currently, identification is used by casinos for
rewarding certain players with complimentary services or
special offers. For example, a player may be enrolled in the
gaming establishment’s players’ club and may be awarded
certain complimentary services as that player collects points
in his or her player-tracking account. The player inserts his
or her card into the player-identification card reader 24,
which allows the casino’s computers to register that player’s
wagering at the gaming terminal 10. The information reader
24 may also include a keypad (not shown) for entering a
personal identification number (PIN). The gaming terminal
10 may require that the player enter their PIN prior to
obtaining information. The gaming terminal 10 may use the
secondary display 27 for providing the player with infor-
mation about his or her account or other player-specific
information. Also, in some embodiments, the information
reader 24 may be used to restore assets that the player
achieved during a previous game session and had saved.

[0028] As shown in FIG. 2, the various components of the
gaming terminal 10 are controlled by a central processing



