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GAMING DEVICE AND METHOD WITH BONUS 
PHASE AND DISPLAY 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] This application is a continuation-in-part applica 
tion of commonly owned application Ser. No. 10/245,549 
?led Sep. 16, 2002 and titled “Gaming Device and Method 
With Bonus Phase and Display”. 

FIELD OF THE INVENTION 

[0002] The present invention relates to electronic gaming 
devices and methods using selected and displayed symbol 
combinations to determine Winning and losing outcomes 
and Where bonus features are provided and represented by 
various displays. More particularly it relates to such appa 
ratus and methods Which include at least one bonus feature 
including a player selection option and bonus display fea 
tures. 

BACKGROUND 

[0003] Electro-mechanical slot machines are Well knoWn. 
Mechanical reels include symbols on their reel strips and are 
driven by stepper motors to rotate and stop presenting 
symbol combinations on one or more pay lines. Depending 
upon the pay line(s) symbol combinations, the player has 
one or more Winning combinations or losing combinations. 
For Winning combinations, the player receives an aWard 
based upon an established pay schedule (referred to as the 
“pay table”). 
[0004] Modernly it has been knoWn to provide a second 
ary bonus screen for electro-mechanical slot machines, 
embodied, for example, as a plasma screen disposed apart 
from the game display or as and electromechanical device or 
lit display. Based upon a triggering event, the bonus screen 
selects a bonus for the player. 

[0005] In addition to the electromechanical slot machines, 
video slot machines are Well knoWn and are quite popular 
With players. In a basic form, the player makes a Wager to 
play the game and enables one or more pay lines on a video 
display. Upon prompting play, a processor selects and dis 
plays game symbols on the display in a matrix form. The 
symbols on enabled pay line(s) are compared to the estab 
lished pay table of Winning outcomes to determine if a 
Winning or a losing outcome have been obtained. Where a 
Winning outcome is obtained the player receives an aWard 
based upon an established pay table for the game. The player 
then makes another Wager, enables one or more pay lines 
and plays another game (often referred to as a “hand” or 
“spin”). 
[0006] To make such video games more entertaining, it is 
knoWn to provide certain con?gurations of bonuses. The 
bonus may be triggered by a certain combination of symbols 
on a pay line or scattered on the display (a “scatter prize”) 
during the play of the base game. It is also knoWn to provide 
secondary screens or devices for issuing a bonus. That is, 
When the player obtains a certain, predetermined outcome 
during play of the base game, the game processor controls 
the display to remove the base game matrix display and 
display a secondary screen Where the player can select from 
certain options to obtain their bonus. Alternatively a sec 
ondary bonus device or display is activated to determine a 
bonus for the player. 
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[0007] Many of these games are “themed” and the sym 
bols and bonuses are con?gured to be consistent With the 
theme of the game. 

[0008] Many of these games also offer a jackpot priZe. 
HoWever, to encourage players to Wager a maximum amount 
in the game, to Win the jackpot the player is required to 
Wager a maximum amount. Thus players Wagering less than 
the maximum amount have no opportunity to Win the 
jackpot. 

[0009] A draWback of these devices is that, if a player 
selection is provided, only one bonus type may be provided. 
Further, for any bonus aWarded, such aWards are issued once 
and the player is then returned to the base game. That is, in 
the bonus phase, once a player selects the bonus and the 
bonus is aWarded, that bonus feature is concluded Without 
the player having the opportunity to receive and additional 
or repeat bonus aWard. 

[0010] Still further, such bonus selection often provide the 
player With one bonus selection (from an inventory of 
selections). It is submitted that providing multiple selec 
tions, each of Which commands different aWards and dis 
plays, Would result in a more exciting and attractive bonus 
game format. 

[0011] Further, there is a need for game device and method 
Which provides for different bonus events. 

[0012] Still further, there is a need for a game device and 
method Which offers a jackpot to all players, regardless of 
the level of Wagering 

SUMMARY OF THE INVENTION 

[0013] There is, therefore, set forth according to the 
present invention an electronic device and method having a 
theme and for playing a casino game of the type including 
a video display, apparatus for accepting a Wager and an 
apparatus for randomly selecting and presenting a base game 
outcome at the display representing combinations of game 
symbols. A processor is con?gured to compare selected 
game symbol combinations to determine Winning or losing 
combinations and to issue an aWard for obtaining a Winning, 
base game combination. The device further includes con 
?guring the processor to detect an outcome including a ?rst 
bonus trigger Which may- be preselected symbols selected 
and displayed at the display in a scattered fashion of a 
predetermined number and/or arrangement of designated 
symbols on an enabled pay line for the device and/or 
designated symbols in adjacent positions, e.g. three symbols 
on adjacent reels. A ?rst data structure such as a memory 
device is provided for storing data representing a plurality of 
images consistent With the selected theme of the game. The 
images may be, for example, images derived from video 
clips of a motion picture, cartoon or other desired images to 
impress the theme of the device on the player. In response 
to detection of a ?rst bonus trigger outcome, the processor 
is con?gured to control the display to display ?rst and 
second selection sets, each set including a plurality of player 
selections. For example, Where the game has a boxing 
theme, the processor may control the display to display a set 
of right hand and a set of left hand boxing gloves. The 
processor is further con?gured to assign to each selection of 
the sets an associated bonus value. The assigned bonus value 
may be a multiplier to be applied to the game base Wager or 
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pay line Wager or the assigned values may be simply prize 
aWard values such as a number of game credits. A player 
selection device is provided for the player to input a selec 
tion from each of said ?rst and second selection sets. In this 
regard the selection device may be a touch screen, button, 
keyboard, mouse or the like. As but an example, the player 
may input a selection of a right hand boxing glove and a left 
hand boxing glove. The processor, in response to said player 
input of his selections, controls the display to display an 
action sequence associated With each selection and to dis 
play said associated bonus aWard and to aWard said bonus 
aWard to the player. As but an example, the processor may 
control the display to display a boxer hitting a punching bag 
With a right hand and in response thereto display the aWard 
for the right hand boxing glove selection set and then With 
the left hand to reveal the aWard for the other selection set 
for the selected left hand boxing glove. 

[0014] In a further embodiment, the processor randomly 
selects a number to repeat the aWard for at least one selection 
set. As but an example, if the processor selects to repeat the 
aWard for the right hand boxing glove N times, an action 
sequence is displayed Where the boxer repeats the punch 
With the right hand to repeat and/or increase the aWard from 
the ?rst selection set selection of the right hand boxing 
glove. 

[0015] In another embodiment, there may be provided a 
jackpot aWard Which if randomly selected by the processor 
and selected by the player results in a jackpot aWard. 

[0016] In addition to a ?rst bonus, additional and further 
bonuses may be provided based upon the player obtaining 
predetermined outcomes such as pay line symbol combina 
tions and scattered symbol combinations. 

[0017] The method and device of the present invention is 
adapted to convey the theme of the game, such as, for 
example, a game having a theme based upon a Well knoW 
motion picture and Wherein said images are selected, and 
Well knoWn, scenes from the motion picture. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0018] These and other features and advantages Will 
become appreciated as the same becomes understood With 
reference to the claims, description and draWings Wherein: 

[0019] FIG. 1 shoWs an example of game display for the 
play of the device of the present invention shoWing a base 
game outcome; 

[0020] FIG. 2 shoWs a further example of a display of a 
base game outcome; 

[0021] FIG. 3 shoWs a ?rst bonus display offering the 
player bonus selections and illustrating the display of 
selected images as background images; 

[0022] FIGS. 4-7 shoW displays of various ?rst bonus 
outcomes; 

[0023] FIGS. 8-10 shoW other examples of a ?rst bonus 
selection displays With selected images during a second 
chance sequence; 

[0024] FIGS. 11-20 shoW various examples of selected 
images for display Wit the ?rst bonus display and according 
to the theme of the game; 
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[0025] FIG. 21 shoWs a logic diagram for the play of the 
game is a further logic diagram for the bonus sequences for 
the game; 

[0026] FIG. 22 shoWs a display for initiation of the 
selection of a second bonus; 

[0027] FIGS. 23 and 24 illustrate the virtual reel stop or 
mapping arrangement for the game second bonus; 

[0028] FIGS 25-32 illustrate the sequence for selecting a 
?rst bonus according to another embodiment of the present 
invention; 
[0029] FIG. 33 shoWs a logic diagram for issuance of 
bonus illustrated in FIGS. 25-32; and 

[0030] FIGS. 34-39 illustrate a second bonus feature 
according to another embodiment of the present invention. 

DESCRIPTION 

FIRST ILLUSTRATIVE EMBODIMENT OF THE 
INVENTION 

[0031] Turning to FIG. 1 there is shoWn a device 10 
including a video, base game, display 11 for the apparatus 
and method game of the present invention. The display 11 
may be embodied as a video, plasma or other electronic 
display 11 for a casino gaming device or computer monitor, 
Where the game of the present invention is played for 
entertainment or over the Internet. 

[0032] While the folloWing description is directed to a 
casino gaming apparatus Where monetary units or their 
equivalent, such as accumulated gaming credits, are 
Wagered and Won, it should be understood that the method 
can be practiced as a novelty game Where ?ctitious gaming 
credits are Wagered and Won. 

[0033] The display 11 is contained in a supporting housing 
(not shoWn) Which includes the various components includ 
ing a controlling computer processor 12 (including a random 
number generator) and Wager accepting means of a type 
knoWn in the art such as a coin acceptor, cash acceptor, script 
acceptor or the like. Associated With the processor 12 is a 
?rst data structure 14 (FIG. 21) Which may be embodied as 
a read-only memory (ROM) or other data storage device as 
is knoWn in the art. In an alternative optional embodiment 
the display 11 may communicate With a remotely located 
processor 12, such as at a remote server With the device 10 
acting as a “smart” terminal. Preferably, the display 11 is 
embodied as a touch screen display Which also provides 
means for the player to control the play of the game and 
input selections as hereinafter described. Alternatively, the 
play control means may be any suitable data input means 
such as game control buttons, keyboard, mouse or the like. 
For purposes of the folloWing description, these data input 
means Will be referred to as a touch screen display 11. 

[0034] To issue aWards to the player, the device 10 
includes a pay out apparatus (not shoWn) Which may be 
embodied as a hopper to receive coins/tokens and dispense 
the same into a tray, means for accumulating game play 
credits, apparatus for Writing to a credit voucher, credit card 
device or the like as is knoWn in the art. 

[0035] With continuing reference to FIG. 1, the processor 
12 controls the display 11 and play of the game of the 














