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secondary display 16. The touch screen 28 contains soft
touch keys 30 denoted by graphics on the underlying pri-
mary display 14 and used to operate the gaming machine 10.
The touch screen 28 provides players with an alternative
method of input. A player enables a desired function either
by touching the touch screen 28 at an appropriate touch key
30 or by pressing an appropriate push button 26 on the
button panel. The touch keys 30 may be used to implement
the same functions as push buttons 26. Alternatively, the
push buttons 26 may provide inputs for one aspect of the
operating the game, while the touch keys 30 may allow for
input needed for another aspect of the game. In some
embodiments, other player input devices 24 such as a pull
arm or joystick, which a player may push or pull or move left
and right, are used to provide other input interfaces to
operate the gaming machine 10.

[0057] The various components of the gaming machine 10
may be connected directly to, or contained within, the
housing 12, as seen in FIG. 1qa, or may be located outboard
of the housing 12 and connected to the housing 12 via a
variety of different wired or wireless connection methods.
Thus, the gaming machine 10 comprises these components
whether housed in the housing 12, or outboard of the
housing 12 and connected remotely.

[0058] The operation of the basic wagering game is dis-
played to the player on the primary display 14. The primary
display 14 can also display the bonus game associated with
the basic wagering game. The primary display 14 may take
the form of a cathode ray tube (CRT), a high resolution
LCD, a plasma display, an LED, or any other type of display
suitable for use in the gaming machine 10. As shown, the
primary display 14 includes the touch screen 28 overlaying
the entire display (or a portion thereof) to allow players to
make game-related selections. Alternatively, the primary
display 14 of the gaming machine 10 may include a number
of mechanical reels to display the outcome in visual asso-
ciation with at least one payline 32. In the illustrated
embodiment, the gaming machine 10 is an “upright” version
in which the primary display 14 is oriented vertically
relative to the player. Alternatively, the gaming machine
may be a “slant-top” version in which the primary display 14
is slanted at about a thirty-degree angle toward the player of
the gaming machine 10.

[0059] A player begins play of the basic wagering game by
making a wager via the value input device 18 of the gaming
machine 10. A player can select play by using the player
input device 24, via the buttons 26 or the touch screen keys
30. The basic game consists of a plurality of symbols
arranged in an array, and includes at least one payline 32 that
indicates one or more outcomes of the basic game. Such
outcomes are randomly selected in response to the wagering
input by the player. At least one of the plurality of randomly-
selected outcomes may be a start-bonus outcome, which can
include any variations of symbols or symbol combinations
triggering a bonus game.

[0060] Insome embodiments, the gaming machine 10 may
also include a player information reader 52 that allows for
identification of a player by reading a card with information
indicating his or her true identity. The player information
reader 52 is shown in FIG. 14 as a card reader, but may take
on many forms including a ticket reader, bar code scanner,
RFID transceiver or computer readable storage medium
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interface. Currently, identification is generally used by casi-
nos for rewarding certain players with complimentary ser-
vices or special offers. For example, a player may be
enrolled in the gaming establishment’s loyalty 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 information
reader 52, which allows the casino’s computers to register
that player’s wagering at the gaming machine 10. The
gaming machine 10 may use the secondary display 16 or
other dedicated player-tracking display for providing the
player with information about his or her account or other
player-specific information. Also, in some embodiments, the
information reader 52 may be used to restore game assets
that the player achieved and saved during a previous game
session.

[0061] Depicted in FIG. 15 is a handheld or mobile
gaming machine 110. Like the free standing gaming
machine 10, the handheld gaming machine 110 is preferably
an electronic gaming machine configured to play a video
casino game such as, but not limited to, blackjack, slots,
keno, poker, blackjack, and roulette. The handheld gaming
machine 110 comprises a housing or casing 112 and includes
input devices, including a value input device 118 and a
player input device 124. For output the handheld gaming
machine 110 includes, but is not limited to, a primary display
114, a secondary display 116, one or more speakers 117, one
or more player-accessible ports 119 (e.g., an audio output
jack for headphones, a video headset jack, etc.), and other
conventional I/O devices and ports, which may or may not
be player-accessible. In the embodiment depicted in FIG. 15,
the handheld gaming machine 110 comprises a secondary
display 116 that is rotatable relative to the primary display
114. The optional secondary display 116 may be fixed,
movable, and/or detachable/attachable relative to the pri-
mary display 114. Fither the primary display 114 and/or
secondary display 116 may be configured to display any
aspect of a non-wagering game, wagering game, secondary
games, bonus games, progressive wagering games, group
games, shared-experience games or events, game events,
game outcomes, scrolling information, text messaging,
emails, alerts or announcements, broadcast information,
subscription information, and handheld gaming machine
status.

[0062] The player-accessible value input device 118 may
comprise, for example, a slot located on the front, side, or
top of the casing 112 configured to receive credit from a
stored-value card (e.g., casino card, smart card, debit card,
credit card, etc.) inserted by a player. In another aspect, the
player-accessible value input device 118 may comprise a
sensor (e.g., an RF sensor) configured to sense a signal (e.g.,
an RF signal) output by a transmitter (e.g., an RF transmit-
ter) carried by a player. The player-accessible value input
device 118 may also or alternatively include a ticket reader,
or barcode scanner, for reading information stored on a
credit ticket, a card, or other tangible portable credit or funds
storage device. The credit ticket or card may also authorize
access to a central account, which can transfer money to the
handheld gaming machine 110.

[0063] Still other player-accessible value input devices
118 may require the use of touch keys 130 on the touch-
screen display (e.g., primary display 114 and/or secondary
display 116) or player input devices 124. Upon entry of



