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machine to offer multiple games that traditionally required
manual and mechanical reconfiguration of a gaming
machine, e.g., to change the number of reels for new reel
game that requires five reels instead of three.

[0036] In one embodiment, all three display devices are
digital and permit reconfiguration in real time. This permits
new or different games to be downloaded onto a gaming
machine, and reconfiguration of the three display devices to
present a new or different game using any combination of the
three display devices. For a casino, or other gaming establish-
ment, this permits a single gaming machine to offer multiple
games without the need for gaming machine maintenance or
replacement when a new game is desired by casino manage-
ment or customer demand.

[0037] Controlling transparency of the outer one or two
display devices also provides novel game presentation versa-
tility on a single gaming machine. In one embodiment, the
intermediate display device acts as a light valve that controls
whether the interior display device is visible, or what portions
of the interior display device are visible. For example, win-
dow portions of the intermediate light valve may be left
transparent to permit viewing of a select number video reels
disposed on a curved OLED display device arranged behind
the light valve. Since the number (and size) of video reels on
the curved OLED display device may be digitally changed,
e.g., from 3 video reels to 5 to 7 etc., controlling opacity of the
intermediate light valve permits the gaming machine to visu-
ally offer multiple reel games with a different number of reels
on a single gaming machine—without maintenance resources
and casino downtime to change mechanical reels.

[0038] Inanother embodiment, the intermediate light valve
completely blocks out the interior display device, where the
outermost display device is now solely visible and used for
game presentation. The gaming machine now resembles a
conventional gaming machine that only includes a single and
outer LCD panel. The gaming machine may then respond to
digital controls to switch between a reel game, a multi-layer/
multi-display game, and a simple one-panel LCD game.
Other uses of the layered displays are possible and contem-
plated.

[0039] Player participation on a gaming machine increases
with entertainment. Improved visual output provided by the
present invention enables more entertaining forms of interac-
tion between a player and gaming machine, and thus
improves player participation and patronage for a casino or
gaming establishment that includes a gaming machine of the
present invention.

[0040] For example, the common line of sight and layered
displays improve presentation of three-dimensional (3D)
graphics. A gaming machine may use a combination of virtual
3D graphics on any one of the display devices—in addition to
3D graphics obtained using the different depths of the layered
display devices. Virtual 3D graphics on a single screen typi-
cally involve shading, highlighting and perspective tech-
niques that selectively position graphics in an image to create
the perception of depth. These virtual 3D image techniques
cause the human eye to perceive depth in an image even
though there is no real depth (the images are physically dis-
played on a single display screen, which is relatively thin).
Also, a predetermined distance (between display screens for
the layered display devices) facilitates the creation of graph-
ics having real depth between the layered display devices. 3D
presentation of graphic components may then use a combi-
nation of: a) virtual 3D graphics techniques on one or more of
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the multiple screens and/or b) the depths between the layered
display devices. Further description of 3D graphics presenta-
tion is provided below.

[0041] Although the following examples describe display
systems that include layered display devices for a primary
display located centrally in a gaming machine, those of skill
in the art will recognize that display systems described herein
are applicable towards other areas of a gaming machine, such
as a top glass or a belly glass.

[0042] As the term is used herein, a display device refers to
any device configured to adaptively output a visual image to
a person in response to a control signal. In one embodiment,
the display device includes a screen of a finite thickness, also
referred to herein as a display screen. For example, LCD
display devices often include a flat panel that includes a series
of layers, one of which includes a layer of pixilated light
transmission elements for selectively filtering red, green and
blue data from a white light source. Numerous exemplary
display devices are described below.

[0043] The display device is adapted to receive signals
from a processor or controller included in the gaming
machine and to generate and display graphics and images to
a person near the gaming machine. The format of the signal
will depend on the device. In one embodiment, all the display
devices in a layered arrangement respond to digital signals.
For example, the red, green and blue pixilated light transmis-
sion elements for an L.CD device typically respond to digital
control signals to generate colored light, as desired.

[0044] In one embodiment, the gaming machine includes
two display devices, including a first, foremost or exterior
display device and a second, underlying or interior display
device. For example, the exterior display device may include
a transparent LCD panel while the interior display device
includes a digital display device with a curved surface.

[0045] In another embodiment, the gaming machine
includes three display devices, including a first, foremost or
exterior display device, a second or intermediate display
device, and a third, underlying or interior display device. The
display devices are mounted, oriented and aligned within the
gaming machine such that at least one—and potentially
numerous—common lines of sight intersect portions of a
display surface or screen for each display device. Several
exemplary display device systems and arrangements that
each include multiple display devices along a common line of
sight will now be discussed.

[0046] Layered display devices may be described accord-
ing to their position along a common line of sight relative to
aviewer. As the terms are used herein, ‘proximate’ refers to a
display device that is closer to a person, along a common line
of'sight (such as 20 in FIG. 1A), than another display device.
Conversely, ‘distal’ refers to a display device that is farther
from a person, along the common line of sight, than another.

[0047] Referring now to FIGS. 1A and 7, a gaming machine
10 of one embodiment of the present invention includes a
cabinet or housing 12 that houses exterior display device 18a,
intermediate display device 185, interior display device 18c¢,
touchscreen 16, and a processor 132 (FIG. 7) that communi-
cates with a memory device 134 and with each of the display
devices 18 and touchscreen 16. The processor 132 controls
the operation of components in gaming machine 10 to present
one or more games, receive player inputs using the touch-
screen 16, and control other gaming interactions between the
gaming machine and a person 21.



