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(57) ABSTRACT 

A gaming device including a plurality of rounds, games or 
stages. Each round, game or stage includes at least one 
outcome such as aWards or modi?ers. Upon a triggering 
event, the gaming device initiates a ?rst round, game or 
stage and generates or determines an outcome for the 
initiated ?rst round. The determined outcome is provided to 
or accumulated for the player. Upon the occurrence of a 
terminating event in the ?rst round, game or stage, the 
gaming device initiates a subsequent or second round, game 
or stage. The subsequent round includes at least one suc 
cessful outcome and a plurality of probabilities of obtaining 
the successful outcome. Upon the initiation of the subse 
quent round, the gaming device selects or determines one of 
the probabilities of obtaining the successful outcome, 
Wherein the probability of obtaining the successful outcome 
is selected or determined based on the outcome in the ?rst 
round. That is, the outcome the player obtains in one round 
alters or changes the player’s probabilities of obtaining a 
successful outcome in at least one subsequent round. In one 
embodiment, the more successful the player is in a ?rst 
round, game or stage, the more dif?cult it is for the player 
to succeed in at least one subsequent round, game or stage. 
In another embodiment, the more successful the player is in 
a ?rst round, game or stage, the easier it is for the player to 
succeed in at least one subsequent round, game or stage. Int. Cl.7 ...................................................... .. A63F 9/24 
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GAMING DEVICE HAVING A MULTIPLE ROUND 
GAME WHERE SUCCESS IN ONE ROUND 

DETERMINES THE PROBABILITIES OF SUCCESS 
IN ANOTHER ROUND 

PRIORITY CLAIM 

[0001] This application is a continuation-in-part of and 
claims the bene?t of US. patent application Ser. No. 10/ 114, 
837, ?led Apr. 2, 2002, Which is incorporated by reference 
herein in its entirety, and Which is a continuation and claims 
the bene?t of US. patent application Ser. No. 09/628,144, 
?led Jul. 28, 2000, now US. Pat. No. 6,406,369. 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0002] This application is related to the following com 
monly-oWned co-pending patent application: “GAMING 
DEVICE HAVING A PLURALITY OF MULTIPLE-IM 
AGE PANELS,” Ser. No. 10/243,707, Attorney Docket No. 
0114104-005; and “GAMING DEVICE HAVINGA GAME 
WITH DECREASING PROBABILITIES OF SUCCESS,” 
Ser. No. 10/238,273, Attorney Docket No. 0112300-1057. 

COPYRIGHT NOTICE 

[0003] Aportion of the disclosure of this patent document 
contains or may contain material Which is subject to copy 
right protection. The copyright oWner has no objection to the 
photocopy reproduction by anyone of the patent document 
or the patent disclosure in exactly the form it appears in the 
Patent and Trademark Of?ce patent ?le or records, but 
otherWise reserves all copyright rights Whatsoever. 

BACKGROUND OF THE INVENTION 

[0004] Gaming machines currently eXist With bonus 
schemes in Which a player has one or more opportunities to 
choose bonus aWards that are initially masked from a group 
of symbols arranged in a pattern displayed to the player. 
When the player chooses a masked symbol from the pattern, 
the bonus scheme removes the mask and either aWards the 
player With a bonus value or terminates the bonus round With 
a bonus terminator. The outcome depends upon Whether the 
player selects an aWard or a terminator. The controller of the 
gaming machine randomly places a predetermined number 
of bonus aWards and bonus terminators in the pattern at the 
beginning of the bonus round and maintains the positioning 
until the bonus round terminates. 

[0005] When the player selects a symbol that aWards a 
bonus value, the player receives bonus credits, the bonus 
scheme typically displays a message that the player may 
continue and enables the player to select another symbol. 
The player then selects another masked symbol, and the 
process continues until the player selects a bonus round 
terminator. European Patent Application No. EP 0 945 837 
A2 ?led on Mar. 18, 1999 and assigned on its face to WMS 
Gaming, Inc. discloses a bonus scheme of this type. 

[0006] In the above type of scheme, a prior selection does 
not affect the current selection eXcept to the eXtent that one 
less selection possibility eXists. The bonus scheme may also 
end quite quickly if the player selects a bonus terminator 
early in the bonus round. While the European Patent Appli 
cation No. EP 0 945 837 discloses a “bonus resource” that 
a player may obtain during the base game of the gaming 
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device, Which the player can thereafter apply during the 
bonus round, the “bonus resource” may only eXtend the life 
of the bonus round momentarily before the player again 
selects a bonus terminator. The application discloses that the 
“bonus resource” is not certain to occur in the base game, so 
that the player may not have a bonus resource in the bonus 
round. Finally, the player blindly selects masked symbols 
until selecting the bonus terminator, Which is immediately 
displayed. The player sees only the result, an aWard or a 
terminator. 

[0007] Bonus schemes provide gaming manufacturers 
With the opportunity to add enjoyment and eXcitement to 
that Which is already eXpected from the base game. Excite 
ment and enjoyment increases When the level of interaction 
betWeen the bonus scheme increases and also When the 
bonus round remains compelling for an eXtended period of 
time. It is therefore desirable to create a bonus scheme in 
Which a current selection relates to or impacts a later 
selection. It is also desirable to provide a bonus round that 
remains compelling for an eXtended period of time even if 
the player does not ultimately fare Well in the bonus round. 
Finally, a bonus scheme can increase eXcitement and enjoy 
ment by depicting the success or failure during the bonus 
scheme, not merely the end result. 

[0008] Additionally, knoWn gaming devices include 
games having several aWard levels. Generally, the aWards in 
these games increase as the aWard levels in the game 
increase. Therefore, as a player progresses in one of these 
games, the aWard levels and the associated aWards increase 
in the game. 

[0009] Gaming devices that increase the aWards and pro 
vide large aWards are desirable. Therefore, to increase player 
enjoyment and excitement, it is desirable to provide neW 
games and gaming devices Which increase the aWard levels 
in a game to provide greater aWard values and larger aWards 
to players in the game. 

SUMMARY OF THE INVENTION 

[0010] The present invention relates in general to a gam 
ing device, and more particularly to a gaming device having 
a multiple round game Where success in one round deter 
mines probabilities of success in another round. 

[0011] In one embodiment of the present invention, the 
gaming device includes a plurality of rounds, games or 
stages. Each round, game or stage includes at least one and 
preferably a plurality of outcomes, such as aWards or modi 
?ers. Upon a triggering event, the gaming device initiates a 
?rst round, game or stage and generates or determines at 
least one outcome for the initiated ?rst round. In one 
embodiment, the gaming device generates or determines 
each ?rst round outcome Without any player involvement. In 
another embodiment, the gaming device enables the player 
to input at least one choice or decision in the ?rst round and 
each ?rst round outcome is generated or determined based 
on the player’s choice or decision. Each determined out 
come is provided to or accumulated for the player. 

[0012] Upon the occurrence of a terminating event in the 
?rst round, game or stage, the gaming device initiates a 
subsequent or second round, game or stage. The subsequent 
round includes at least one successful outcome and a plu 
rality of probabilities of obtaining the successful outcome. 
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Upon the initiation of the subsequent round, the gaming 
device selects or determines one of the probabilities of 
obtaining the successful outcome, Wherein the probability of 
obtaining the successful outcome is selected or determined 
based on the outcome in the ?rst round. That is, the outcome 
the player obtains in one round alters or changes the player’s 
probabilities of obtaining a successful outcome in at least 
one subsequent round. 

[0013] In one embodiment, if the player obtains a suc 
cessful outcome in one round, the player has a loWer 
probability of obtaining a successful outcome in a subse 
quent round. In other Words, the more successful the player 
is in a ?rst round, game or stage, the more difficult it is for 
the player to succeed in at least one subsequent round, game 
or stage. In another embodiment, if the player obtains a 
successful outcome in one round, the player has a higher 
probability of obtaining a successful outcome in a subse 
quent round. That is, the more successful the player is in a 
?rst round, game or stage, the easier it is for the player to 
succeed in at least one subsequent round, game or stage. 

[0014] The gaming device determines Whether the player 
obtains the successful outcome for the subsequent round 
Wherein the determination is based on the selected probabil 
ity of obtaining the successful outcome. In one embodiment, 
the gaming device determines Whether the player obtains the 
successful outcome for the subsequent round based on the 
selected probability of obtaining the successful outcome and 
Without any player involvement. In another embodiment, the 
gaming device enables the player to input at least one choice 
or decision in the subsequent round and gaming device 
determines Whether the player obtains the successful out 
come for the subsequent round based on the player’s choice 
or decision and the selected probability of obtaining the 
successful outcome. 

[0015] If the gaming device determines that the player 
does not obtain the successful outcome from the subsequent 
round, then any outcome from the ?rst round is provided to 
the player and the multi-round sequence ends. If the gaming 
device determines that the player obtains the successful 
outcome of the subsequent round, then any outcome from 
the ?rst round and the successful outcome from the subse 
quent round are provided to the player and the multi-round 
sequence ends. In one embodiment, any outcome from the 
?rst round and any outcome from the second round are each 
provided to the player. In another embodiment, any outcome 
from the ?rst round is combined With any outcome from the 
subsequent round to form the outcome that is provided to the 
player. 

[0016] In an alternative embodiment, the gaming device 
proceeds to at least one additional subsequent round, game 
or stage as described above Wherein the outcome of the 
additional subsequent round, game or stage is based on the 
outcomes in at least one of the previous rounds, games or 
stages. That is, the probability of success in each additional 
subsequent round is based on the outcomes in at least one of 
the previous rounds. In another embodiment, the outcome of 
each additional subsequent round is based on the outcomes 
in each of the previous rounds. 

[0017] In one embodiment of the present invention, a ?rst 
round, game or stage includes a plurality of aWards that can 
potentially be obtained by the player. The ?rst round, game 
or stage includes a plurality of opportunities for a player to 
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obtain one of the aWards. Each opportunity is associated 
With a probability or odds that the player Will obtain or 
accumulate an aWard. That is, for each presented opportu 
nity, the player Will obtain or fail to obtain an aWard based 
on the probability associated With the presented opportunity. 
In this embodiment, for each failed opportunity (i.e., the 
player is presented With an opportunity to obtain an aWard 
but does not obtain an aWard), the player is provided or 
accumulates a failed opportunity or terminator. In the ?rst 
round, the player is enabled to obtain a designated number 
of failed opportunities or terminators before the ?rst round 
ends and any subsequent round begins. 

[0018] In one embodiment, for a ?rst opportunity to obtain 
an aWard, the gaming device selects one of the plurality of 
aWards. The gaming device indicates or displays a plurality 
of selections or inputs and associates the selected aWard With 
at least one of the selections. The number of selections that 
are associated With the selected aWard is based on the 
probability associated With the ?rst opportunity to obtain an 
aWard. For eXample, if for one opportunity, there is an eighty 
percent probability associated With obtaining an aWard, then 
eighty percent of the selections Will be associated With the 
selected aWard. In this embodiment, the gaming device 
enables the player to pick one of the selections, for eXample 
in response to a question or other prompting by the gaming 
device. The gaming device reveals if the aWard is associated 
With the player picked selection and any revealed aWard is 
provided to or accumulated by the player. 

[0019] In an alternative embodiment, the gaming device 
enables the player to pick a selection or input in response to 
a prompting as described above, hoWever, the gaming device 
does not associate the selected aWard With at least one 
selection. In this embodiment, the gaming device determines 
based on the probability associated With the presented 
opportunity Whether the player obtains the selected aWard 
and if the gaming device determines that the player obtains 
the selected aWard, the selected aWard is provided to or 
accumulated by the player When the player picks one of the 
selections. 

[0020] If the player obtains or accumulates the selected 
aWard, the gaming device determines if the player has 
obtained each of the plurality of aWards that may be obtained 
by the player in the ?rst round. If the player has obtained 
each of the plurality of aWards, the gaming device ends the 
?rst round and initiates any subsequent round. In an alter 
native embodiment, if the player has obtained each of the 
plurality of aWards, the gaming device provides the player 
an additional or bonus aWard, ends the ?rst round and does 
not initiate any subsequent round. If the player has not 
obtained each of the plurality of aWards, the gaming device 
determines if at least one opportunity to obtain an aWard 
remains. If at least one opportunity to obtain an aWard 
remains, the gaming device provides the player another 
opportunity to obtain an aWard in the ?rst round as described 
above. If at least one opportunity to obtain an aWard does not 
remain, the gaming device ends the ?rst round and initiates 
any subsequent round. 

[0021] If the player fails to obtain an aWard, the player 
obtains a failed opportunity or terminator and the gaming 
device determines if the player has obtained the designated 
number of failed opportunities or terminators. If the player 
has not obtained the designated number of failed opportu 
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nities or terminators and there is at least one opportunity to 
obtain an award remaining, the gaming device provides the 
player another opportunity to obtain an aWard in the ?rst 
round as described above. If the player has obtained the 
designated number of failed opportunities or terminators, 
then the gaming device ends the ?rst round and initiates any 
subsequent round. 

[0022] In one embodiment, if the gaming device provides 
the player With another opportunity to obtain an aWard, in 
the neXt opportunity, the player tries to obtain the same 
aWard that the player failed to obtain With the previous 
opportunity. In another embodiment, the player tries to 
obtain a different one of the plurality of opportunities. 
Regardless of the aWard the player is trying to obtain, the 
neXt provided opportunity is associated With a probability of 
obtaining an aWard and the player obtains or fails to obtain 
the aWard based on the associated probability. 

[0023] If the gaming device provides the player With 
another opportunity to obtain an aWard in the ?rst round, the 
gaming device proceeds as described above until the player 
obtains each of the plurality of obtainable aWards, reaches 
the designated number of failed opportunities or the player 
has no remaining opportunities to obtain an aWard in the ?rst 
round. When the player obtains each of the plurality of 
obtainable aWards, reaches the designated number of failed 
opportunities or the player has no remaining opportunities, 
the gaming device ends the ?rst round and initiates any 
subsequent round. In one embodiment, if the player obtains 
each of the plurality of obtainable aWards, the gaming device 
provides the player an additional aWard. 

[0024] In one embodiment, upon the initiation of the 
subsequent round (i.e., the conclusion of the ?rst round, 
game or stage), the player is provided the opportunity to 
obtain an additional aWard, such as a modi?er that Will 
modify any aWards obtained in the previous round. In this 
subsequent round, the probability of the player obtaining the 
modi?er is based on the number of aWards the player 
obtained in the previous round. That is, there is a correlation 
or relationship betWeen the outcome obtained in a ?rst round 
and the probability of obtaining at least one outcome in at 
least one subsequent round. In one embodiment, the greater 
the number of aWards obtained in the previous round, the 
loWer the probability that the player Will obtain the modi?er 
in the subsequent round. That is, the obtained aWards in the 
?rst round are inversely related to the probability of obtain 
ing a modi?er in the neXt round. 

[0025] In one embodiment, the gaming device determines 
based on the number of provided aWards and the total 
number of aWards available, the probability or chance of 
obtaining a modi?er in the subsequent round. In one 
embodiment, for each non-obtained aWard in the ?rst round, 
the subsequent round includes a modi?er in the subsequent 
round. The subsequent round also includes at least one 
non-modi?er and enables the player to obtain one of the 
modi?ers or non-modi?ers. It should be appreciated that the 
non-modi?er is to introduce an element of risk and not 
guarantee that the player obtains the modi?er in the subse 
quent round. For eXample, if the player obtained three out of 
eight possible aWards in the ?rst round (i.e., ?ve non 
obtained aWards), then the player has a ?ve out of siX chance 
or probability of obtaining a modi?er in the neXt or subse 
quent round. It should be appreciated that any suitable 
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mathematical formula or equation based on the outcome of 
the previous round may be implemented in the present 
invention to determine the probability of the player obtain 
ing a favorable outcome in a subsequent round. 

[0026] In one embodiment, the gaming device randomly 
determines, based on the determined probability, Whether 
the player obtains a favorable or successful outcome, for 
eXample a modi?er, in the subsequent round. In one embodi 
ment, the gaming device determines, based on the deter 
mined probability, Whether the player obtains a favorable or 
successful outcome in the subsequent round Without any 
player involvement. In another embodiment, the gaming 
device enables the player to input at least one choice or 
decision in the ?rst round and the gaming device determines 
Whether the player obtains a favorable or successful out 
come in the subsequent round based on the player’s choice 
or decision and the determined probability. 

[0027] In one embodiment, the gaming device displays or 
indicates to the player a plurality of selections and associates 
at least one of the selections With a modi?er. The number of 
selections associated With the modi?er is based on the 
determined probability. For eXample, if the player has a ?ve 
out of siX chance or probability of obtaining the modi?er, 
then the gaming device displays siX selections and associates 
?ve of the selections With the modi?er. The gaming device 
then enables the player to pick one of the selections. If the 
player picks a selection associated With the modi?er, the 
player is provided an aWard based on any outcome of the 
?rst round and the modi?er from the subsequent round and 
the multi-round sequence ends. If the player does not pick a 
selection associated With the modi?er, then any outcome 
from the ?rst round is provided to the player and the 
multi-round sequence ends. 

[0028] In an alternative embodiment, upon the conclusion 
of the ?rst round, game or stage, the player is offered any 
aWard obtained in the ?rst round and given the option of 
accepting the offer or continuing onto the second or subse 
quent round, game or stage. In this embodiment, the offered 
aWard from the ?rst round may be reduced or otherWise 
negatively modi?ed in the subsequent round. In one embodi 
ment, the greater the offered aWard from the ?rst round, the 
greater the chance that the player Will obtain a negative 
outcome (i.e., the aWard from the ?rst round Will be reduced 
or otherWise negatively modi?ed) in the subsequent round. 
In this embodiment, if the player decides to accept the offer, 
the multi-round game ends. If the player decides to continue 
to the subsequent round, then the gaming device initiates the 
subsequent round and enables the player to play the subse 
quent round. In one embodiment, the player is informed of 
the relationship betWeen succeeding in the ?rst round and 
the probability of succeeding or having their offered aWard 
reduced in the subsequent round and the player’s decision to 
accept the offered aWard from the ?rst round or continue 
onto the subsequent round is in?uenced by this information. 

[0029] In an alternative embodiment, a plurality of rounds 
of the multi-round game are displayed to the player on a 
plurality of shared mechanical or electromechanical display 
devices. In this embodiment, each display includes or is 
associated With an outcome or aWard for a ?rst round and an 
outcome or modi?er for a subsequent round. If during the 
play of the ?rst round, a display device indicates an aWard 
(i.e., the player obtains the aWard associated With the dis 
































