
(19) United States 

Jackson 

US 20050051952A1 

(12) Patent Application Publication (10) Pub. No.: US 2005/0051952 A1 
(43) Pub. Date: Mar. 10, 2005 

(54) SEQUENTIAL FRAME PAYLINE SYSTEM 
AND GAMES USING THAT SYSTEM 

(76) Inventor: 

Correspondence Address: 
MARK A. LITMAN & ASSOCIATES, P.A. 
York Business Center 
Suite 205 
3209 W. 76th St. 
Edina, MN 55435 (US) 

(21) Appl. No.: 

(22) Filed: 

10/935,267 

Sep. 7, 2004 

Kathleen Nylund Jackson, Scituate, 
MA (US) 

Related US. Application Data 

(60) Provisional application No. 60/501,152, ?led on Sep. 
8, 2003. 

Publication Classi?cation 

(51) Int. Cl? ...................................................... ..A63F 1/18 
(52) Us. 01. ....................................... ..273/13s.1;273/139 

(57) ABSTRACT 

A pay line system has a novel type of pay line that can be 
provided in a variety of different display systems, including 
at least 3x3 reel-type displays, 3x4, 4x3, 3x5, 5x3, 4x5 and 
5x4 displays. The pay lines are preferably displayed on 3x5 
or 5x3 Window formats and comprise a predetermined 
number of frames (e.g., at least three or at least four frames) 
that are in an ordered or sequential adjacent relationship 
With other frames, there is a Winning payline established. 
The length of a payline is limited only by the total number 
of frames in the display. 
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SAMPLE PAYOUTS: 
3 FRAMES . . . . . . .LESS THAN BET 

4 FRAMES . . . . . . . . .SAME AS BET 

5 FRAMES . . . . . . . . . . .SMALL WIN 

6-7 FRAMES . . . . . . .LARGER WINS 

8+ FRAMES . .WIN + BONUS ROUND 
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SEQUENTIAL FRAME PAYLINE SYSTEM AND 
GAMES USING THAT SYSTEM 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to gaming equipment, 
especially multi-line and multicolumn Wagering displays, 
particularly reel-type Wagering apparatus and displays, and 
most particularly to the pay lines that are used on such 
gaming apparatus and displays. 

[0003] 2. Background of the Art 

[0004] Gaming apparatus Where symbols are randomly 
displayed and predetermined sets of symbols are aWarded 
priZes have been used for entertainment for over one hun 
dred years. These types of systems are generally referred to 
as slot machines or slot-type machines and the like. These 
machines had originally been limited to their style and 
format to the available physical structures that could be used 
to provide and display the symbols, relying primarily upon 
the mathematical relationships of a) Wagering odds/payouts 
and the b) statistical distribution of symbols to control the 
amount of aWards provided to players. 

[0005] Even prior to 1900, machines Were available With 
three reels With symbols provided on each reel at various 
positions Where the reel Was alloWed to stop spinning 
(referred to as “stop positions” in the art), rotating pointers 
that Would identify symbols or aWards, rotating racks of 
cards that Would display one card in each of ?ve WindoWs 
(much like the original “digital” clocks With each number on 
a panel), cash machine displays Where cards Would pop-up 
just as sales amounts Would pop-up in a cash register and 
spinning Wheels that Would stop at a pointer. The classic slot 
machine format of three axially aligned reels having mul 
tiple sets of images on each reel became the standard in the 
industry for many years and still receives the majority of 
play in today’s casinos. 

[0006] The advent of video gaming technology and touch 
screens has advanced the theoretical limits of the types of 
games and displays that can be used on gaming apparatus. 
Initially, there Was some resistance to the neWer video 
format games, except in the venue of poker-type video 
games. It has become lore in the industry that the main 
reason for this is that players Wanted the machines to look 
and act the same as the old machines as a matter of trust in 
the old gaming apparatus and technical inertia. 

[0007] Video games are Widely accepted in the industry 
across many different game styles, from poker games, 
blackjack, three-reel slots, keno, 3><5 slots (three roWs and 
?ve columns), bonus events on gaming apparatus and the 
like. The industry has been sloW, hoWever, to take advantage 
of all the potential opportunities and formats available on 
gaming apparatus. 

[0008] US. Pat. No. 5,580,053 describes a series of pay 
lines for use in video gaming. That invention consists in a 
gaming machine having display means arranged to display 
a plurality of symbols in an array of a predetermined number 
of roWs and columns of symbol locations, game control 
means arranged to control images displayed on the display 
means, the game control means being arranged to pay a priZe 
When a predetermined combination of symbols is displayed 
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on a predetermined line of symbol locations of the array 
characteriZed in that the number of possible predetermined 
lines recogniZed by the control means is greater than the 
number of roWs plus a number of diagonals of the array, 
there being at least n+1 lines that use no symbols in at least 
1 roW, Where n is the number of roWs. 

[0009] US. Pat. No. 6,604,999 describes a gaming 
machine that has a display and a game controller arranged to 
control images displayed on the display. The game controller 
is arranged to play a game Wherein at least one random event 
is caused to be displayed on the display and, if a prede?ned 
Winning event occurs, the machine aWards a priZe. Amatrix 
of symbol positions is displayed on the display and at least 
one payline is associated With the matrix. The payline is 
comprised of an equal number of symbol positions as there 
are columns in the matrix but passes through feWer than all 
of the columns. A typical payline is a T-shaped set of 
contiguous frames or irregularly-shaped set of ?ve frames. 

[0010] Copending and commonly-assigned US. patent 
application Ser. No., ?led August, 2003 and bearing attor 
ney’s docket number 311.010US1 and titled “PAYLINE 
SYSTEM AND GAMES USING THAT SYSTEM” 
describes a pay line system is provided in Which at least one 
pay line does not extend across all columns in a gaming 
display. This type of pay line can be provided in a variety of 
different display systems, including at least 3x3 reel-type 
displays, 3x4, 4x3, 3x5, 5x3, 4x5 and 5x4 displays. The pay 
lines are preferably displayed on 3x5 or 5x3 WindoW for 
mats and comprise “horseshoe” arrays of frames. The horse 
shoe arrays may be provided With the horseshoe opening at 
0°, 90°, 180°, 270° With respect to vertical on the screen or 
With respect to the vertical orientation of a column, and the 
horseshoe may have three adjacent frames parallel to three 
of the four sides of the rectangular display created by the 
columns and roWs. In a 3x5 display format, this alloWs for 
the horseshoe pay lines to provide tWelve neW pay lines. 
These tWelve neW pay lines may be in addition to other pay 
lines or as alternatives to other pay lines. The preferred pay 
line is a series of three lines of equal dimensions (e.g., three 
frames along each line) in Which only one line is perpen 
dicular to tWo lines and only tWo lines are parallel to each 
other (forming a horseshoe or U-shape, or forming an 
H-shape). 
[0011] It is still desirable in the industry to provide addi 
tional formats and variations so that manufacturers can offer 
the player neW games to maintain and stimulate their interest 
and enjoyment in play. 

SUMMARY OF THE INVENTION 

[0012] Avideo gaming display is provided With images in 
an array of adjacent frames (e.g., in columns and roW, 
especially 3x3, 3x4, and 3x5 columns and roWs) and the 
individual frames have the potential for an ordered relation 
ship With respect to other frames. Whenever a predetermined 
number of frames are in an ordered or sequential adjacent 
relationship With other frames, there is a Winning payline 
established. The length of a payline is limited only by the 
total number of frames in the display. It is the ordered 
content of symbols and their adjacency that determines 
Winning sequences, not mere repetition of the same symbols. 

BRIEF DESCRIPTION OF THE FIGURES 

[0013] FIG. 1 shoWs a blank 3><5 screen according to the 
present invention. 
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[0014] FIG. 2 shows ?fteen consecutive screen shots of a 
screen according to the invention as it ?lls one frame at a 

time, randomly. 
[0015] FIG. 3 shoWs a display screen of video gaming 
equipment after all ?fteen frames have been ?lled Without a 
Winning combination. 

[0016] FIG. 4 shoWs the display screen of video gaming 
equipment after it has stopped its virtual spin to display a 
neW screen arrangement of symbols. 

[0017] FIG. 5 shoWs the display screen of video gaming 
equipment as a particular pay line of a sequence of four 
ordered frames has been found for Wins and a Winning 
arrangement of symbols is highlighted. 

[0018] FIG. 6 shoWs the display screen of video gaming 
equipment With a Winning pay line highlighted With an 
animation of the actual original frames in the display shoW 
ing an ordered sequence of events. 

[0019] FIG. 7 shoWs the display screen of video gaming 
equipment With a number of frames in a continuous ordered 
sequence, With a three-run sequence and a nine-run sequence 
shoWn. 

[0020] FIG. 8 shoWs a display of tWo Winning sequences 
of frames, With a three-run sequence and a nine-run 
sequence shoWn. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0021] In addition to game formats, the present invention 
provides a neW format for pay lines that can be used on both 
a mechanical reel slot machine and a video slot machine 
Wagering system. The system may be used on any siZe of 
frame display (e.g., 3x3; 3x4; 4x3; 4x4; 3x5; 5x3; 4x5; and 
5x4, but is preferably used in a 3x5 or 5x3 frame array (that 
is 3 roWs and 5 columns or ?ve roWs and 3 columns). The 
game may be played With a single unit Wager or multiple 
units of Wagers. With certain game plays or certain levels of 
Wagers, there may be aWards that are less then than the total 
Wager (including) up to a portion of the original total Wager 
or a ?xed amount), equal to the total Wager, and/or greater 
than the total Wager. 

[0022] The symbols selected for a game or games must 
have some order or sequence or predetermined order of 
relationships among the symbols. The simplest ordering is to 
have the (e.g., 15) images that are displayed on the frames 
(there may be a number of images equal to, less then or 
greater than the number of available frames) numbered or 
subtitled With numbers, or lettered or subtitled With letters 
for ease of visual veri?cation of orders or sequences. Other 
order sequences can be differences in siZes among the 
images (from larger to smaller; smaller to larger; the Well 
knoWn artistic rendition of the small ?sh getting eaten by a 
larger ?sh Which is in turn eaten by a still larger ?sh, or other 
food chain progression); differences in colors (e.g., varia 
tions from the rainboW going in shades and tones from red, 
orange, yelloW, green, blue indigo and violet; moving from 
black-to-White through various shades of grey or vice versa); 
a series of images morphing from one shape to another (e.g., 
a circle morphing to a square, With approximately thirteen or 
other number of intermediate images Which may also con 
tain color variations to assist in distinguishing amongst and 
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de?ning the order; Dr. Jekyll morphing to Mr. Hyde, or Lon 
Chaney morphing to a WereWolf); and scenes from a story, 
such as Sisyphus seeing a rock at the bottom of a hill and 
pushing it up the hill; a progressing scene from a movie or 
clip; an artistic rendering of a comic book sequence; or any 
other still screen clip images in a discernible sequence. Any 
series of frames that can be provided in a ?xed order or 
sequence of events can be used as the images, With the 
proper order or sequence available for display in a help 
screen or on a panel on the screen or on a belly board or 

sheet attached to the machine. 

[0023] The games of the present invention and the pay 
lines of the present invention may be played on mechanical 
reels or video displays. The visual display may be any image 
display system, by Way of non-limiting examples being CRT 
displays, plasma displays, Liquid Crystal displays, LED 
displays, and any other digital or analog display system. The 
processor system used in the present invention may be a 
unique game synthesiZed processor (hardWare and soft 
Ware), or the Wide range of commercially available and 
modi?able hardWare and softWare systems on the market (by 
Way of non-limiting examples, PC-based hardWare and 
softWare, MAC-based hardWare and softWare, LINUX sys 
tems, UNIX systems, and any other hardWare and softWare 
and processors) may be used. Player controls may include 
buttons, touch-screens, mouse, joy stick, light rod, voice 
control, roller ball, throttle or any other user interface 
user-active control knoWn to the computer industry. 

[0024] The systems of the invention may use value in the 
play of the games derived from coins, currency, credit cards, 
ticket-in/ticket-out systems, player control cards, central 
computeriZed record systems, or any other acceptable source 
of value. Various in-machine and machine-external security 
systems may be available With the systems of the invention 
such as bio-recognition systems (by Way of non-limiting 
examples, facial recognition, retinal scans, voice recogni 
tion, ?ngerprints, etc.), validation and veri?cation softWare 
and hardWare for the transmission of data, security cameras, 
security personnel and the like. 

[0025] The actual use of the pay lines of the invention in 
the play of Wagering games is further enabled and described 
by reference to the Figures. Although the examples in the 
Figures use the preferred mode of a visual display, almost of 
the features in that play can be mechanically reproduced in 
a mechanical reel system, With halo or highlight effects 
being provided by lighting arrangements or a teleprompter 
panel or liquid crystal panel over the mechanical reels. 

[0026] FIG. 1 shoWs a monitor 2 having a blank 3x5 
screen 4 according to the present invention. There are ?fteen 
frames (10, 12, 14, 16, 18, 20, 22, 24, 26, 28, 30, 32, 34, 36 
and 38) shoWn on the screen 4. All ?fteen individual frames 
6 are shoWn, as are a line of user input buttons or touch 
screen panels 8. 

[0027] FIG. 2 shoWs ?fteen consecutive screen shots (AB 
C D E F G H I J K L M N and O) of screens according to 
the invention as it ?lls one frame at a time, randomly, until 
all frames are ?lled as in image O. 

[0028] FIG. 3 shoWs a display screen 4 of video gaming 
equipment after all ?fteen frames 6 have been ?lled Without 
a Winning combination. Apaytable is shoWn to the right of 
the screen. 
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[0029] FIG. 4 shows the display screen 4 of video gaming 
equipment 2 after it has stopped its virtual spin to display a 
neW screen arrangement of symbols 6. 

[0030] FIG. 5 shoWs the display screen 4 of video gaming 
equipment 2 as a particular pay line of a sequence of four 
ordered frames has been found for Wins and a Winning 
arrangement of symbols is highlighted 100. 

[0031] FIG. 6 shoWs the display screen 4 of video gaming 
equipment 2 With a Winning pay line highlighted 100 With an 
animation of the actual original frames in the display shoW 
ing an ordered sequence of events 110. In this ?gure, the 
ordered sequence of events 110 is shoWn as a moving 
picture, shadoW, halo or phantom image over the individual 
frames 6 of the game display. 

[0032] FIG. 7 shoWs the display screen 4 of video gaming 
equipment 2 With a number of frames (frame images 10, 11 
and 12) 100 in a continuous ordered sequence. Abonus pay 
event of a popping champagne cork is shoWn in frame 36, 
Which may also be a scatter bonus event, Without speci?c 
ordered combinations of frames and symbols required. 

[0033] FIG. 8 shoWs a display of tWo Winning sequences 
of frames, With a three-run sequence (456) and a nine-run 
sequence (7891011121314 and 15) shoWn. Note that the 
sequence may cross over other lines that form sequences, 
may reverse directions, and go up or doWn. As long as each 
frame symbol is adjacent to the last frame symbol in the 
order evaluated, the symbols are available for determination 
if they are in sequence. Where a Wild symbol is available, the 
Wild symbol may operate under various rules or protocols. 
For example, it may be that a Wild symbol may be used only 
once in evaluation symbols, or that it may be used only 
tWice, or that it may be used only 3, 4 or unlimited numbers 
of times. It may also be limited in direction, Where a Wild 
symbol or a special Wild symbol may be used only in a 
vertical direction, horiZontal direction, up, doWn, left-to 
right, right-to-left, +45 degrees, +135 degrees, —45 degrees, 
or —135 degrees from a positive X-axis in the center of a 
frame. By placing such limitations on the symbols, more 
Wild symbols may be provided on the screen for the player 
to see Without having to pay out too large of payouts. 

[0034] A Wagering system of the invention may provide 
symbols and predetermined arrangements of symbols are 
used to determine Wins or losses along pay lines. The system 
should have at least one pay line of four sequential frames. 
It is another aspect of the invention that With a three-symbol 
sequence, there may be a payout that is less then the initial 
total Wager. This payout may be limited to larger Wagers, so 
that the calculation of the payout may be easier. For 
example, When there are three units Wagered, a 3-symbol 
sequence may return one unit. When four units are Wagered, 
a 3-symbols sequence may return tWo units to the player, and 
Where a S-unit Wager is placed, three units may be returned 
to the player. This provides an incentive to playing higher 
unit Wagers, since the return on this less than push Wager is 
33.3%, 40% and 60% respectively. 

[0035] A bonus event or challenge event may also be 
played With the screen as described. For example, after a 
Win, the player may elect to go into a challenge round Where 
the player Wagers against various odds that the next screen 
Will have a sequence of at lest a ?xed number. The payout 
in the challenge round may be higher then the loWer payout 
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rates in the underlying game, but loWer then the payout rate 
at the higher end of symbol sequences. For example, if a run 
of four frames is 1:1 and run of ?ve frames pays 2:1 in the 
underlying game, the player may Wager all of his Winnings 
from a previous game, a portion of his Winnings from a 
previous game, or his Wager amount in the challenge round 
(after any Win, after at least a Win at greater than 1:1 payout, 
or after a predetermined sequence occurs, such as frames 8, 
9, 10, 11 and 12 shoWing a particular scene). 

[0036] Although many speci?c examples have been pro 
vided in the description of the invention, there are options, 
alternatives and equivalents that have been and Will be 
recogniZed by those skilled in the art With respect to ele 
ments of the practice of the invention and it is the intent of 
this description to include those elements Within the scope of 
the invention as described and claimed. For example, scatter 
pay symbols may also be used With the pay lines of the 
invention, bonus events may be used With the practice of the 
invention on the same display, mechanically attached dis 
play, or separate video screen. 

What is claimed: 
1. AWagering system in Which symbols are provided and 

predetermined sequences of at least a minimum number of 
adjacent symbols are used to determine Wins or losses along 
unde?ned pay lines. 

2. The Wagering system of claim 1 Wherein the system 
provides a display that comprises a 3x5 array of frames. 

3. The Wagering system of claim 2 Wherein the system 
provides a display that comprises a 3 roW><5 column array of 
frames. 

4. The Wagering system of claim 2 Wherein the display is 
a video display. 

5. The Wagering system of claim 3 Wherein the display is 
a video display. 

6. The Wagering system of claim 3 Wherein the display is 
a mechanical reel system. 

7. The Wagering system of claim 5 Wherein at least one 
pay line comprises at least four frames that contain a 
sequence of ordered symbols in a continuous line of adjacent 
symbols. 

8. The Wagering system of claim 5 Wherein at least one 
pay line comprises a three symbol sequence of ordered 
symbols that may return less than 1:1 on an initial Wager. 

9. The Wagering system of claim 7 Wherein the continuous 
line includes a line that crosses over itself When passing 
among at least four adjacent symbols. 

10. The Wagering system of claim 1 Wherein an aWard is 
determined according to a paytable in Which at least some 
returns on Wagers increase as a number of frames increas 
ingly appear in the sequence. 

11. The Wagering system of claim 1 Wherein each symbol 
Within a Winning sequence has a number or letter associated 
With a frame containing each symbol. 

12. The Wagering system of claim 2 Wherein each symbol 
Within a Winning sequence has a number or letter associated 
With a frame containing each symbol. 

13. The Wagering system of claim 3 Wherein each symbol 
Within a Winning sequence has a number or letter associated 
With a frame containing each symbol. 

14. The Wagering system of claim 4 Wherein each symbol 
Within a Winning sequence has a number or letter associated 
With a frame containing each symbol. 
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15. The Wagering system of claim 5 wherein each symbol 
Within a Winning sequence has a number or letter associated 

With a frame containing each symbol. 

16. The Wagering system of claim 7 Wherein each symbol 
Within a Winning sequence has a number or letter associated 
With a frame containing each symbol. 

17. A game event on a video gaming apparatus in Which 
there are no ?xed pay lines available for play, but in Which 
any sequence of frames that appear in a predetermined order 
in a continuous line betWeen frames de?nes a Winning event. 

Mar. 10, 2005 

18. The game event of claim 17 Wherein an aWard is 
determined according to a paytable in Which at least some 
returns on Wagers increase as a number of frames increas 
ingly appear in the sequence. 

19. The game event of claim 17 Wherein the Winning 
event is for any sequence of the ordered frames that exceeds 
or equals at least a minimum number of sequential frames. 

20. The game event of claim 17 played as a bonus event. 
21. The game event of claim 18 played as a bonus event. 
22. The game event of claim 19 played as a bonus event. 

* * * * * 


