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(57) ABSTRACT 
A method for operating a gaming apparatus is provided, the 
gaming apparatus capable of playing a game comprising a 
plurality of game pieces. The method includes the steps of 
determining a ?rst in-game outcome for each game based on 
a con?guration of a ?rst set of game pieces selected from the 
plurality of game pieces, the number of pieces in the ?rst set 
of game pieces being less than that in the plurality, display 
ing a ?rst set of images corresponding to the ?rst set of game 
pieces, and providing a ?rst in-game stimulation selected 
from the group consisting of a 3-dimensional aural stimu 
lation, a visual stimulation, a value stimulation and a physi 
cal stimulation according to the ?rst in-game outcome. The 
method also includes the steps of determining separately a 
game outcome for each game based on a con?guration of the 
plurality of game pieces, displaying a plurality of game 
piece images corresponding to the plurality of game pieces, 
and determining a value payout based on the game outcome. 
A gaming apparatus including a controller programmed 
according to the above method is also provided, as is a 
system made up of such gaming apparatuses. 
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GAMING METHOD AND GAMING APPARATUS 
WITH IN-GAME PLAYER STIMULATION 

BACKGROUND 

[0001] The present invention is directed to a gaming 
method and a gaming apparatus, Which could be an indi 
vidual gaming unit, a gaming system having a plurality of 
gaming units, or a netWork-based system (e.g., a LAN 
(Local Area Network), a WAN (Wide Area Network), an 
intranet or the Internet) having a plurality of member units, 
that is capable of player stimulation during game play. 

[0002] A conventional gaming unit has been provided that 
includes a display unit that is capable of generating video 
images, a coin and/or bill acceptor, and a controller With 
memory and a processor that controls the overall operation 
of the gaming unit. The controller is programmed to alloW 
a person to make a Wager, to determine an outcome of a 
game, to cause video images to be generated on the display 
unit, and to determine a value payout associated With the 
outcome of the game. 

[0003] Such a conventional gaming unit may be coupled, 
directly or indirectly, to other gaming units to form a gaming 
system. One eXample of a conventional gaming system is 
disclosed in US. Pat. No. 5,855,515 to Pease et al. Pease et 
al. discloses a progressive gaming system having a plurality 
of individual gaming units that are operatively linked 
together to alloW the generation of a relatively large pro 
gressive jackpot that may be Won by one of the players using 
one of the individual gaming units in the progressive system. 

[0004] The conventional gaming unit is programmed to 
display video images representing a game. For eXample, a 
video slot machine may initially display images representing 
spinning reels, and further display images representing an 
image, such as a cherry, lemon, bar etc., for each simulated 
reel as that reel “stops” in one or more orders. In the same 
fashion, a video poker machine may display images repre 
senting playing cards that are dealt face-up for the player and 
face-doWn for the simulated dealer. In each case, the gaming 
unit displays the images that correspond directly to the real 
World gaming devices that they are intended to simulate. 

[0005] As indicated above, the conventional gaming unit 
may determine a payout value once at the end of game play. 
It is also knoWn to provide a poker gaming apparatus Which 
provides a payout based on a ?rst hand, permits the player 
to discard some of the cards of the ?rst hand and receive a 
redeal, and then provides a payout based on the combination 
of the cards held over from the ?rst hand and the redeal. 
Additionally, it is knoWn to provide a poker gaming appa 
ratus that provides an option for the player to request a 
payout after any card, and then to either terminate play or to 
continue to play but With a diminished payout opportunity 
thereafter. It is further knoWn to provide a pachinko machine 
Which determines Whether a payout Will be made and then 
determines Which video displays Will be presented to the 
player to signal the player that he or she Will or Will not 
receive a payout at the end of game play. 

SUMMARY 

[0006] According to an aspect, a method for operating a 
gaming apparatus is provided, the gaming apparatus capable 
of playing a game comprising a plurality of game pieces. 
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The method includes the steps of determining a ?rst in-game 
outcome for each game based on a con?guration of a ?rst set 
of game pieces selected from the plurality of game pieces, 
the number of pieces in the ?rst set of game pieces being less 
than that in the plurality, displaying a ?rst set of images 
corresponding to the ?rst set of game pieces, and providing 
a ?rst stimulation selected from the group consisting of a 
3-dimensional aural stimulation, a visual stimulation, a 
value stimulation and a physical stimulation according to the 
?rst in-game outcome. The method also includes the steps of 
determining separately a game outcome for each game based 
on a con?guration of the plurality of game pieces, displaying 
a plurality of game piece images corresponding to the 
plurality of game pieces, and determining a value payout 
based on the game outcome. 

[0007] The step of determining a ?rst in-game outcome 
may include the step of determining a ?rst in-game outcome 
for each game based on a single game piece selected from 
the plurality of game pieces. 

[0008] Further, the method may include the steps of deter 
mining another in-game outcome for each game based on a 
con?guration of another set of game pieces selected from the 
plurality of game pieces, the number of pieces in the another 
set of game pieces being less than that in the plurality and 
more than that in the ?rst set of game pieces, displaying 
another set of images corresponding to the another set of 
game pieces, and providing another in-game stimulation 
selected from the group consisting of a 3-dimensional aural 
stimulation, a visual stimulation, a value stimulation and a 
physical stimulation according to the another in-game out 
come. 

[0009] In this regard, the step of providing another in 
game stimulation may include providing a stimulation 
Which is heightened relative to the ?rst in-game stimulation. 
Additionally, the steps of determining a ?rst in-game out 
come, determining another in-game outcome and determin 
ing a game outcome may be performed before the step of 
displaying a ?rst set of game piece images. 

[0010] The method may further include the step of pro 
viding a second in-game stimulation selected from the group 
consisting of a 3-dimensional aural stimulation, a visual 
stimulation, a value stimulation and a physical stimulation 
according to the ?rst in-game outcome. The steps of pro 
viding a ?rst in-game stimulation and of providing a second 
in-game stimulation may be performed simultaneously or 
sequentially. The ?rst in-game stimulation may be combined 
With the second in-game stimulation to provide a third 
stimulation 

[0011] Moreover, the step of providing a ?rst in-game 
stimulation may include the steps of generating an event and 
providing the event to a ?rst stimulator selected from the 
group consisting of a 3-dimensional aural stimulator, a 
visual stimulator, a physical stimulator, and a value stimu 
lator, the stimulator providing a stimulation according to the 
event. Furthermore, the step of providing a ?rst in-game 
stimulation may include generating a ?rst event and a 
second event, combining the ?rst event With the second 
event to generate a third event, and providing the third event 
to a ?rst stimulator selected from the group consisting of a 
3-dimensional aural stimulator, a visual stimulator, a physi 
cal stimulator, and a value stimulator, the stimulator provid 
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ing a stimulation according to the third event that is different 
than Would have been provided according to the ?rst event 
or the second event. 

[0012] Additionally, the step of determining a value pay 
out may include the step of determining a value payout 
based on a Wager made by a player and the game outcome. 

[0013] According to another aspect, a method for operat 
ing a gaming apparatus is provided, the gaming apparatus 
capable of playing a game comprising a plurality of game 
pieces. The method includes displaying a plurality of spin 
ning reel images, as Well as determining a ?rst in-game 
outcome for each game based on a con?guration of a ?rst set 
of game pieces selected from the plurality of game pieces, 
the number of game pieces in the ?rst set of game pieces 
being less than that in the plurality of game pieces, display 
ing a set of stopped reel images corresponding to the ?rst set 
of game piece images, providing a ?rst in-game stimulation 
selected from the group consisting of a 3-dimensional aural 
stimulation, a visual stimulation, a value stimulation and a 
physical stimulation according to the ?rst in-game outcome. 
The method further includes determining separately a game 
outcome for each game based on a con?guration of the 
plurality of game pieces, displaying a plurality of stopped 
reel images corresponding to the plurality of game pieces, 
and determining a value payout based on the game outcome. 

[0014] According to a still further aspect, a gaming appa 
ratus capable of playing a game comprising a plurality of 
game pieces is provided. The gaming apparatus includes a 
display unit that is capable of generating video images, at 
least one stimulator selected from the group consisting of a 
3-dimensional aural stimulation device, a visual stimulation 
device, a value payout device, and a physical stimulation 
device, and a controller operatively coupled to the display 
unit and the stimulator. The controller includes a processor 
and a memory operatively coupled to the processor and is 
programmed to determine a ?rst in-game outcome for each 
game based on a con?guration of a ?rst set of game pieces 
selected from the plurality of game pieces, the number of 
pieces in the ?rst set of game pieces being less than that in 
the plurality, control the display unit to display a ?rst set of 
images corresponding to the ?rst set of game pieces, and 
control the at least one stimulator to provide a ?rst in-game 
stimulation according to the ?rst in-game outcome. The 
controller is further programmed to determine separately a 
game outcome for each game based on a con?guration of the 
plurality of game pieces, control the display unit to display 
a plurality of game piece images corresponding to the 
plurality of game pieces, and determine a value payout based 
on the game outcome. 

[0015] The gaming apparatus may also include a value 
input device, the controller being programmed to determine 
a value payout by determining a value payout based on a 
Wager made by a player using the value input device and the 
game outcome. 

[0016] Moreover, the visual stimulation device may be 
selected from the group consisting of a display unit, a 
partitioned display unit, multiple display units, reels, top 
boxes, toppers, candles, light beZels, button lights and 
dispenser lights. Also, the visual stimulation device may 
include a peripheral device having lights and displays. 
Further, the payout device may be selected from the group 
consisting of a coin hopper, a token hopper, a printer for 
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printing merchandise ticket vouchers, bonus ticket vouchers, 
cash-redemption ticket vouchers, casino chip ticket vouch 
ers, eXtra game play ticket vouchers, restaurant ticket vouch 
ers, or shoW ticket vouchers, and an electronic funds transfer 
device. Additionally, the value input device may be selected 
from the group consisting of a bill acceptor, a coin acceptor, 
a token acceptor, a card reader, a ticket reader, a coupon 
reader, a voucher reader and an electronic funds transfer 
device. 

[0017] According to yet another aspect, a gaming system 
may be provided including a plurality of gaming apparatuses 
as de?ned above, the gaming apparatuses being linked 
together to form a netWork selected from the group consist 
ing of a LAN, a WAN, an intranet and the Internet. The 
gaming apparatuses may be linked to a central controller. 
The gaming apparatuses may be linked together to form a 
peer-to-peer netWork. 

[0018] The features and advantages of the present inven 
tion Will be apparent to those of ordinary skill in the art in 
vieW of the detailed description of various embodiments, 
Which is made With reference to the draWings, a brief 
description of Which is provided beloW. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0019] FIG. 1 is a block diagram of an embodiment of a 
gaming unit; 
[0020] FIG. 2 is a ?oWchart of a method of operation of 
the gaming unit of FIG. 1; 

[0021] FIG. 3 is an illustration of a visual display that may 
be displayed When the gaming unit of FIG. 1 operates 
according to the method of FIG. 2; 

[0022] FIG. 4 is an illustration of a visual display that may 
be displayed When the gaming unit of FIG. 1 operates 
according to the method of FIG. 2 shoWing a ?rst image; 

[0023] FIG. 5 is an illustration of a visual display that may 
be displayed When the gaming unit of FIG. 1 operates 
according to the method of FIG. 2 shoWing ?rst and second 
animated game piece images; 

[0024] FIG. 6 is an illustration of a visual display that may 
be displayed When the gaming unit of FIG. 1 operates 
according to the method of FIG. 2 shoWing ?rst, second and 
third animated game piece images; 

[0025] FIG. 7a is a block diagram of an embodiment of a 
gaming system having a plurality of gaming units; 

[0026] FIG. 7b is a block diagram of an alternative 
embodiment of a gaming system having a plurality of 
gaming units; 
[0027] FIG. 8 is a perspective vieW of an embodiment of 
a gaming unit for use in the system of FIGS. 7a and b; 

[0028] FIG. 9 is an illustration of an embodiment of a 
ticket used in connection With the gaming unit of FIG. 8; 

[0029] FIG. 10 is a block diagram of the gaming unit of 
FIG. 8 including a controller; 

[0030] FIG. 11 is a ?oWchart of a main routine that may 
be performed by the controller of FIG. 8; 

[0031] FIG. 12 is a ?oWchart of a video slots routine that 
may be performed by the controller of FIG. 8; 
























