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(57) ABSTRACT 

A gaming machine 10 has a display 14 and a game controller 
arranged to control images of symbols displayed on the 
display 14. The game controller is arranged to play a game 
16 in Which at least one random event is caused to be 

displayed on the display 14. If a prede?ned Winning event 
occurs, the machine 10 aWards a priZe. When a trigger 
condition occurs during the playing of a base game, a ?rst 
feature is aWarded that results in a feature priZe potentially 
made up of a plurality of individual priZes. After completion 
of the ?rst feature, a second feature occurs that enables a 

player to Wager the feature priZe for at least one other priZe 
Which is independent of a value of the feature priZe. 
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GAMING MACHINE WITH WAGERING 
FEATURES 

FIELD OF THE INVENTION 

[0001] This invention relates to a gaming machine. More 
particularly, the invention relates to a gaming machine and 
to an improvement to a game played on such a gaming 
machine. 

BACKGROUND TO THE INVENTION 

[0002] Players Who regularly play gaming machines 
quickly tire of particular games and therefore it is necessary 
for manufacturers of these machines to develop innovative 
game features Which add interest to the games. In so doing, 
it is hoped to keep players amused and therefore Willing to 
continue playing the game as Well as to attract neW players. 

[0003] Also, With the groWth that has occurred in the 
gaming machine market, there is intense competition 
betWeen manufacturers to supply various eXisting and neW 
venues. When selecting a supplier of gaming machines, the 
operator of a venue Will often pay close attention to the 
popularity of various games With their patrons. Therefore, 
gaming machine manufacturers are keen to devise games 
and/or game features Which are popular With the players as 
a mechanism for improving sales, retaining customers and 
attracting neW customers. 

SUMMARY OF THE INVENTION 

[0004] According to the invention, there is provided a 
gaming machine having a display means and a game control 
means arranged to control images of symbols displayed on 
the display means, the game control means being arranged 
to play a game in Which at least one random event is caused 
to be displayed on the display means and, if a prede?ned 
Winning event occurs, the machine aWards a priZe, Wherein, 
When a trigger condition occurs during the playing of a base 
game, a ?rst feature is aWarded that results in a feature priZe 
potentially made up of a plurality of individual priZes and, 
after completion of the ?rst feature, a second feature occurs 
that enables a player to Wager the feature priZe for at least 
one other priZe Which is independent of a value of the feature 
prize. 

[0005] It is to be noted that, in the playing of a feature 
game there is often no guaranteed prospect of obtaining 
priZes. HoWever, in the large majority of cases such a feature 
game does have a tendency to result in the aWarding of 
priZes. Conventionally, the feature game may be made up of 
a plurality of sub-games. 

[0006] Thus, for eXample, the ?rst feature may be a series 
of free games Where the sub-games are the individual free 
games. While the outcome of such free games is generally 
random, it is to be eXpected that, in such a series of free 
games, a number of the free games Will have priZe Winning 
results. 

[0007] For ease of explanation, the invention Will be 
described With reference to spinning reel games. It Will, 
hoWever, be appreciated that at least the base game may be 
a different type of game such as a card game, a ball game, 
or the like. 

[0008] The trigger condition may govern the length of the 
?rst feature. Where the base game is a spinning reel game, 
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the trigger condition may be the presence of a number of 
predetermined symbols, for eXample, scatter symbols. The 
number of scatter symbols may determine the duration of the 
?rst feature. More particularly, the number of scatter sym 
bols appearing in the base game may determine the number 
of free games in the series of free games. 

[0009] If, during any one of the free games in the ?rst 
feature, the trigger condition reoccurs, a further series of free 
games may be added to the remaining free games of the ?rst 
series of free games in the feature. 

[0010] Further, any Wins aWarded during the ?rst feature 
may be greater than the corresponding Win occurring in the 
base game. Hence, the priZe associated With any Winning 
combination of symbols in one of the feature games may, for 
eXample, be trebled With respect to the corresponding com 
bination of symbols in the base game. 

[0011] During the playing of the ?rst feature, a dedicated 
feature priZe display component may be displayed on the 
display means. The display component may be in the form 
of a secondary Win meter Which is displayed only during the 
playing of the ?rst feature. Any Wins resulting from free 
games in the ?rst feature may be added to the secondary Win 
meter and not to a primary Win meter and a credit meter of 
the gaming machine. In the playing of the second feature, if 
the player chooses the ?rst option, ie. to take the Win from 
the ?rst feature, the amount displayed on the secondary Win 
meter, if any, is transferred to the primary Win meter and the 
credit meter of the gaming machine. If the player chooses 
either the second option or the third option, the total amount 
displayed on the secondary Win meter, if any, as a result of 
the playing of the free games is deleted. 

[0012] The second feature may commence automatically 
after completion of the ?rst feature. The second feature may 
be a second screen feature Where the player is granted a 
number of options. More speci?cally, the options may be, 
?rstly, the player may take the feature priZe and either 
continue playing or cash out. Secondly, the player may 
Wager the feature priZe by playing a neW feature. Thirdly, the 
player may Wager the feature priZe against a mystery priZe. 

[0013] If the player selects the second option, the feature 
priZe resulting from the playing of the ?rst feature may be 
deleted from the feature priZe display component and a neW 
feature, With outcomes independent of, and different from, 
the ?rst feature may be played. The player may then be 
aWarded the result of the playing of the neW feature. 

[0014] The mystery priZe may be one of a mystery amount 
of credits, a set of bonus games and a stand-alone or linked 
progressive priZe. 

[0015] When the second feature commences, the control 
means may indicate to the player Which of the options the 
control means recommends the player takes. For eXample, if 
the priZe from the ?rst feature is equal to or above the an 
average priZe for the ?rst feature, the control means may 
highlight the ?rst option to take the priZe from the ?rst 
feature. The highlighting of the ?rst option may be effected 
by displaying an appropriate message or by ?ashing the 
appropriate icon on the display. Conversely if the priZe from 
the ?rst feature is less than the average priZe for the ?rst 
feature, then the second and/or third options may be high 
lighted by the control means. This indication of the optimal 
strategy helps to maintain the return to player percentage of 
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the gaming machine as close as possible to optimal and may 
be required by regulators in certain jurisdictions. 

[0016] The second feature may be implemented by Way of 
a touch sensitive screen display With icons Which are 
touched by the player to indicate the selection made by the 
player. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] The invention is noW described by Way of eXample 
With reference to the accompanying diagrammatic draWings 
in Which: 

[0018] FIG. 1 shoWs a perspective vieW of a gaming 
machine, in accordance With the invention; 

[0019] FIG. 2 shoWs a block diagram of a control circuit 
of the gaming machine; 

[0020] FIG. 3 shoWs a screen display of a base game of a 
game played on the gaming machine of FIG. 1; 

[0021] FIGS. 4a-4c shoW screen displays of three games 
of a ?rst feature of the game; 

[0022] FIG. 5 shoWs a screen display of a second feature 
of the game; 

[0023] FIG. 6 shoWs a screen display after completion of 
the second feature; and 

[0024] FIG. 7 shoWs a How chart of the game. 

DETAILED DESCRIPTION OF THE DRAWINGS 

[0025] In FIG. 1, reference numeral 10 generally desig 
nates a gaming machine, including a game, in accordance 
With the invention. The machine 10 includes a console 12 
having a video display unit 14 on Which a game 16 is played, 
in use. The game 16 is a spinning reel game Which simulates 
the rotation of a number of spinning reels 18. A midtrim 20 
of the machine 10 houses a bank 22 of buttons for enabling 
a player to play the game 16. The midtrim 20 also houses a 
credit input mechanism 24 including a coin input chute 24.1 
and a bill collector 24.2. 

[0026] The machine 10 includes a top boX 26 on Which 
artWork 28 is carried. The artWork 28 includes paytables, 
details of bonus aWards, etc. 

[0027] A coin tray 30 is mounted beneath the console 12 
for cash payouts from the machine 10. 

[0028] Referring noW to FIG. 2 of the draWings, a control 
means or control circuit 32 is illustrated. A program Which 
implements the game and user interface is run on a processor 
34 of the control circuit 32. The processor 34 forms part of 
a controller 36 Which drives the screen of the video display 
unit 14 and Which receives input signals from sensors 38. 
The sensors 38 include sensors associated With the bank 22 
of buttons and touch sensors mounted in the screen of the 
video display unit 14. The controller 36 also receives input 
pulses from the mechanism 24 to determine Whether or not 
a player has provided suf?cient credit to commence playing. 
The mechanism 24 may, instead of the coin input chute 24.1 
or the bill collector 24.2, or in addition thereto, be a credit 
card reader (not shoWn) or any other type of validation 
device. 
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[0029] Finally, the controller 36 drives a payout mecha 
nism 40 Which, for eXample, may be a coin hopper for 
feeding coins to the coin tray 30 to make a pay out to a 
player When the player Wishes to redeem his or her credit. 

[0030] The game 16 comprises a base game Which could 
be any type of Wagering game. In the eXample illustrated, the 
base game is a spinning reel game and a screen display 50 
is shoWn in FIG. 3 of the draWings. In the eXample shoWn 
in FIG. 3 of the draWings, three scatter symbols 52 are spun 
up. This serves as a trigger condition resulting in the 
aWarding of a ?rst feature. For the occurrence of 3 X scatter 
symbol 52, a priZe of 30 credits is aWarded Which is credited 
to a Win meter 56 of the machine 10. 

[0031] The ?rst feature comprises ?fteen free games. The 
number of free games aWarded is governed by the number 
of scatter symbols Which served as the trigger condition 
spun up in the base game. Thus, for three scatter symbols 52, 
?fteen free games are aWarded in the ?rst feature, for four 
scatter symbols in the base game, tWenty free games are 
aWarded in the ?rst feature and for ?ve scatter symbols in the 
base game, tWenty ?ve free games are aWarded. All Wins 
during the free games are trebled in comparison With the 
corresponding Win in the base game. 

[0032] When the trigger condition occurs in the base 
game, the player is invited to press a “Start Feature” button 
in the bank 22 of buttons by Way of an appropriate message 
54 on the screen display 50. Once the Start Feature button 
has been pressed, the free games commence. 

[0033] A screen display shoWing the result of a ?rst free 
game of the ?rst feature is shoWn in FIG. 4a of the draWings 
Where a Win is paid for 4 XAon payline 2. If such a Win had 
occurred in the base game, ?fty credits Would have been 
aWarded. HoWever, because it is in the free game, the Win is 
trebled so that one hundred and ?fty credits are aWarded. 
The Win is not credited to the conventional Win meter 56 of 
the machine 10. Rather, the Win is credited to a dedicated 
feature priZe display component in the form of a secondary 
Win meter 58. 

[0034] In the neXt free game, as shoWn in FIG. 4b of the 
draWings, a further three scatter symbols 52 are spun up in 
the free game. This serves as a further trigger condition so 
that a further ?fteen free games are aWarded and are added 
to any free games remaining from the preceding sequence of 
free games. A Win of ninety credits is aWarded for the three 
scatter symbols having been spun up in the second free game 
so that the secondary Win meter 58 is credited With a further 
ninety credits. 

[0035] The free games are played automatically after 
crediting of the secondary Win meter 58 until, after comple 
tion of the free games, a screen display such as shoWn in 
FIG. 4c of the draWings is displayed on the video display 
unit 14. It is assumed that, as a result of the free games, a 
total Win in the free games of 1260 credits has been 
accumulated on the secondary Win meter 58. 

[0036] After completion of the ?rst feature, ie. the 
sequence or sequences of free games, a second feature 
commences, the screen display of Which is shoWn at 60 in 
FIG. 5 of the draWings. The secondary Win meter 58 
continues to be displayed. 
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[0037] The second feature comprises three icons 62, 64 
and 66. The effect of this is to grant to the player three 
options With respect to the Win resulting from the ?rst 
feature. 

[0038] Firstly, the player could touch the icon 62 Where 
the credits on the secondary Win meter are credited to the 
primary Win meter 56 and such a result is shoWn in FIG. 6 
of the draWings. The game Which is displayed on the screen 
display in FIG. 6 of the draWings is the ?nal free game of 
the ?rst feature and this remains displayed until the neXt base 
game is played. 

[0039] If, instead, the player chooses the icon 64 and 
touches it, all Wins standing to the credit of the secondary 
Win meter 58 are deleted and a free game feature is recom 
menced. This is not the same free game feature as Was 
previously played but is a neW free game feature. In contrast 
to the ?rst sequence of free games played, any priZes 
aWarded during the playing of the free games of the free 
game feature are not credited to the secondary Win meter 58 
but directly to the conventional Win meter 56 as, after 
playing of the neW free game feature, the feature is regarded 
as completed. In other Words, the player is not granted a 
further opportunity to Wager the result of the neW free game 
feature. 

[0040] If the player chooses icon 66, once again, the credit 
standing to the credit of the secondary Win meter 58 is 
deleted from the meter 58. Arandom priZe is selected by the 
controller 36 of the gaming machine 10 from a predeter 
mined look-up table and an animation is used to reveal the 
mystery priZe. The mystery priZe could be an amount of 
credits, a number of bonus free games or a stand-alone or 
linked progressive priZe. If the mystery priZe is a number of 
credits, the credits are credited directly to the conventional 
Win meter 56 and not to the secondary Win meter 58. 

[0041] Once again, upon completion of the revealing of 
the mystery priZe or, if the mystery priZe results in the 
playing of bonus free games, the playing of those bonus free 
games, the feature is regarded as completed and the machine 
reverts to a stand-by state for the neXt game for Which a 
Wager is required. 

[0042] Accordingly, it is an advantage of the invention that 
a gaming machine 10 is provided Which increases the 
eXcitement of a game played on such a gaming machine 10, 
prolongs such eXcitement and enables a player to play the 
gaming machine longer Without necessarily having to Wager 
additional money. 

[0043] It Will be appreciated by persons skilled in the art 
that numerous variations and/or modi?cations may be made 
to the invention as shoWn in the speci?c embodiments 
Without departing from the spirit or scope of the invention as 
broadly described. The present embodiments are, therefore, 
to be considered in all respects as illustrative and not 
restrictive. 

I claim: 
1. A gaming machine having a display means and a game 

control means arranged to control images of symbols dis 
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played on the display means, the game control means being 
arranged to play a game in Which at least one random event 
is caused to be displayed on the display means and, if a 
prede?ned Winning event occurs, the machine aWards a 
priZe, Wherein, When a trigger condition occurs during the 
playing of a base game, a ?rst feature is aWarded that results 
in a feature priZe potentially made up of a plurality of 
individual priZes and, after completion of the ?rst feature, a 
second feature occurs that enables a player to Wager the 
feature priZe for at least one other priZe Which is independent 
of a value of the feature priZe. 

2. The gaming machine of claim 1 in Which the ?rst 
feature is a series of free games. 

3. The gaming machine of claim 2 in Which the trigger 
condition governs the length of the ?rst feature. 

4. The gaming machine of claim 2 in Which if, during any 
one of the free games in the ?rst feature, the trigger 
condition re-occurs, a further series of free games is added 
to the remaining free games of the ?rst series of free games 
in the feature. 

5. The gaming machine of claim 1 in Which any Wins 
aWarded during the ?rst feature are greater than the corre 
sponding Win occurring in the base game. 

6. The gaming machine of claim 1 in Which, during the 
playing of the ?rst feature, a dedicated feature priZe display 
component is displayed on the display means. 

7. The gaming machine of claim 6 in Which the display 
component is in the form of a secondary Win meter Which is 
displayed only during the playing of the ?rst feature. 

8. The gaming machine of claim 1 in Which the second 
feature commences automatically after completion of the 
?rst feature. 

9. The gaming machine of claim 1 in Which the second 
feature is a second screen feature Where the player is granted 
a number of options. 

10. The gaming machine of claim 9 in Which the options 
are, ?rstly, the player takes the feature priZe and either 
continues playing or cashes out, secondly, the player Wagers 
the feature priZe by playing a neW feature and, thirdly, the 
player Wagers the feature priZe against a mystery priZe. 

11. The gaming machine of claim 10 in Which, if the 
player selects the second option, the feature priZe resulting 
from the playing of the ?rst feature is deleted and a neW 
feature, With outcomes independent of, and different from, 
the ?rst feature is played. 

12. The gaming machine of claim 10 in Which the mystery 
priZe is one of a mystery amount of credits, a set of bonus 
games and a stand-alone or linked progressive priZe. 

13. The gaming machine of claim 9 in Which, When the 
second feature commences, the control means indicates to 
the player Which of the options the control means recom 
mends the player takes. 

14. The gaming machine of claim 1 in Which the second 
feature is implemented by Way of a touch sensitive screen 
display With icons Which are touched by the player to 
indicate the selection made by the player. 


