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(57) ABSTRACT 

A skill game operates according to the look and feel of a 

game of chance. The skill game is, for example, a traditional 
game of chance modi?ed so that a player’s skill substantially 

determines the outcome of the game. In one embodiment, 
the skill game is a card game With face doWn cards and the 

chance elements of the card game are reduced or eliminated 

by providing a player of the skill game information about the 
face doWn cards. An example embodiment is Wager accep 
tance, random priZe determination, then skill game play. In 
one embodiment, the amount of skill required is adjustable 
to meet varying regulatory and gaming guidelines and/or 
operator goals. In one embodiment, the skill game pits 
players against each other and is played on a skill game 
machine that does not resemble a slot machine. 
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METHOD AND APPARATUS FOR SKILL GAME 
PLAY AND AWARDS 

CROSS REFERENCE 

[0001] This application is a Continuation In Part of US. 
patent application Ser. No. 10/125,975, ?led Apr. 19, 2002 
and entitled SYSTEMS AND METHODS FOR SKILL 
GAME AWARDS. 

COPYRIGHT NOTICE 

[0002] Aportion of the disclosure of this patent document 
contains material Which is subject to copyright protection. 
The copyright oWner has no objection to the facsimile 
reproduction by anyone of the patent document or the patent 
disclosure, as it appears in the Patent and Trademark Of?ce 
patent ?le or records, but otherWise reserves all copyright 
rights Whatsoever. 

BACKGROUND OF THE INVENTION 

[0003] 1. Field of Invention 

[0004] The present invention relates to gaming devices 
and particularly to skill games. The present invention also 
relates to systems and methods for providing aWards to 
players of skill games, and more particularly, to systems and 
methods for providing aWards to players of skill games 
Where the aWards are selected, based upon various factors, 
prior to playing the skill game. 

[0005] 2. Discussion of Background 

[0006] Casino gaming has offered games of chance that 
can be played upon a machine for many years. Generally and 
typically said gaming machines employ some method of 
randomly selecting a game result and presenting it to a 
player. In the USA, a distinction has been made at the level 
of the Federal Government as to Whether a gaming apparatus 
generates game outcomes based upon a random selection or 
Whether player skill can in?uence game outcome to some 
degree. Games that depend solely upon random selection for 
generation of game outcomes are classi?ed as Class III and 
those in Which player skill can in?uence game outcome may 
otherWise be classi?ed as not being subject to regulation. 
Said classi?cation is a regulatory matter, but can have very 
signi?cant economic rami?cations. For example, Class III 
gaming may be relegated to casinos and Indian Tribes that 
have suitable compacts With state governments. Class III 
gaming is highly regulated and requires large economic 
resources in order to comply With regulations in operation 
and reporting. Class II gaming or games of skill may, 
hoWever, be currently permitted upon any Indian reservation 
Whether or not an agreement exists With the state in Which 
they are located and reporting and compliance With regula 
tion is considerably simpli?ed. 

[0007] Skill games may be classi?ed as non-regulated 
games, but aWard to a player must depend to some degree 
upon player skill. A signi?cant risk to an operator exists if 
game outcome depends entirely upon player skill as a very 
skillful player can Win every game With disastrous economic 
results for the operator. If game outcome is made to depend 
upon skill in such manner that skill level is beyond the 
bounds of normal human competence then said game out 
come essentially becomes a process of random selection, the 
game is classi?ed as Class III, and is not permitted to be 
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legally operated in a Class II venue. The aforesaid is very 
important and has been the subject of many court actions. 

[0008] Several gaming machines that alloW skill games to 
be played currently exist. Most of said gaming machines 
depend upon a video representation of a spinning reel and 
require a player to stop certain symbols at a given position 
in order to accomplish a Winning result. The aforesaid 
method depends upon player skill to in?uence a game 
outcome, but in nearly all cases number of symbols is huge 
and/or speed at Which symbols are presented to a player is 
much greater than can be expected to be processed Within 
even the boundaries of superhuman capabilities. If game 
outcome can be in?uenced by normal human capabilities the 
operator of said game is in danger of losing money. Unfor 
tunately the outcome of a game that uses aforesaid method 
is more or less a random process and the operator of said 
game is violating statutes if it is to be operating as a skill 
game. 

[0009] A considerable market exists in the US. for a 
method of implementing a gaming device that alloWs an 
operator to maintain a pro?t and player skill to signi?cantly 
in?uence aWard to a player. 

SUMMARY OF THE INVENTION 

[0010] The present inventor has realiZed the need for 
improved presentation and display of skill games. 

[0011] The present invention provides a method of imple 
menting a skill game that employs random selection, mys 
tery pay and re?exive pay determination. The present inven 
tion applies these principles in a manner and sequence that 
is unique and makes an exciting skill game play While 
staying Within the boundaries of skill game regulations. 

[0012] It is established that an operator of a game has a 
right to a pro?t that may be gained from players playing said 
game. This may be termed a management fee and generally 
and typically is derived from player’s losses of games 
played. In a Class III game the management fee or “operator 
hold” is derived from player losses based upon stochastic 
outcome of random game results generated by said Class III 
gaming apparatus. In a skill game of the present invention, 
game outcome is determined primarily by player skill, but an 
aWard that can be Won for successful completion of a skill 
game is randomly selected prior to game play. A predeter 
mined portion of a player Wager may be deducted for 
management fee. 

[0013] In the gaming machine industry, an aWard that is 
based upon or determined by machine pro?tability or 
“machine hold” may be termed a re?exive pay and is 
generally and typically not permitted due to its use to reduce 
player Win amount. Re?exive pay is normally used in gray 
area games to forcefully decrease player Win until machine 
hold is greater than or equal to a predetermined amount. In 
the present invention, re?exive pay is used to increase 
amount of aWard to a player rather than decrease it. In the 
present invention, if machine hold is greater than a prede 
termined amount said excess machine hold is placed in an 
adjustment pool that can be used to increase player aWards. 
A portion of the excess machine hold is randomly selected 
and added to a randomly selected aWard a player can Win 
thus increasing the potential payout amount and keeping 
machine hold Within predetermined boundaries; this process 
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is not a mystery pay, but is applied in the present invention 
to act to adjust machine hold downward and to increase 
player enjoyment. 
[0014] The skill game method of the present invention is 
comprised of numerous processes. The aforesaid processes 
are employed in manners that are novel and unique. Certain 
methods of crafting a skill portion of an entire game that are 
not in normal and general usage Will be described later. 

[0015] An embodiment of the method of the present 
invention may be summariZed generally as folloWs: 

[0016] 1) Player pays a buy-in amount to alloW him to 
play a game. 

[0017] 2) Apparatus generates a randomly selected 
aWard amount for the current game that a player may 
Win by successfully completing a game of skill. 

[0018] 3) Apparatus generates a randomly selected 
amount that is to be added to the aWard amount 
generated in (2) if an amount greater than or equal to 
said randomly selected amount exists in an adjustment 
pool. Add the amount so determined to aWard amount 
generated in (2) and subtract the amount from the 
adjustment pool. 

[0019] 4) Display total aWard amount that can be Won 
by successfully completing a skill game by a player. 

[0020] 5) Begin a game of skill that can be completed 
successfully by an average person. If said game of skill 
in (5) is completed successfully by a player, pay the 
displayed aWard amount. If the game of skill is not 
completed successfully, so indicate and player loses 
amount of buy-in. 

[0021] A second method of skill game play may be 
described as: 

[0022] 1) Player pays a buy-in amount to alloW him to 
play a game. 

[0023] 2) Apparatus generates a randomly selected 
aWard amount for the current game that a player may 
Win by successfully completing a game of skill. 

[0024] 3) Apparatus determines if amount returned to 
players over multiple games is less than a predeter 
mined amount. If said amount returned to players is less 
than said predetermined amount then reduce skill 
requirements to complete a predetermined game of 
skill. If the amount returned to players is greater than 
or equal to the predetermined amount then provide no 
adjustment to said skill requirements to complete a 
predetermined game of skill. 

[0025] 4) Display total aWard amount that can be Won 
by successfully completing a skill game by a player. 

[0026] 5) Begin a game of skill that can be completed 
successfully by an average person. 

[0027] 6) If said game of skill in (5) is completed 
successfully by a player, pay the displayed aWard 
amount. If the game of skill is not completed success 
fully, so indicate and player loses amount of buy-in. 

[0028] Thus, in a broad sense, the present invention pro 
vides a method of playing a skill game by at least one player. 
The method includes paying, by the player, a buy-in fee and 
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selecting an aWard, the player plays the skill game and is 
provided the aWard if he successfully completes the skill 
game. 

[0029] A skill game comprises, for example, a gaming 
apparatus that comprises means for a player to buy into a 
game With anticipation that he can successfully complete a 
game of skill, means for generating and displaying game 
progress and outcome and means for paying a predetermined 
aWard to a player based upon results of game outcome. 
Means for generating and displaying game progress gener 
ally and typically is a microcomputer running a predeter 
mined program that algorithmically realiZes a method pre 
viously outlined. Said algorithmic process may comprise 
means for accepting a current player buy-in, generating an 
aWard amount for said current buy-in that a player can Win 
upon successful completion of a skill game, generating a 
secondary amount from an adjustment pool and adding to 
the aWard amount generated, displaying a sum of the pre 
viously calculated aWard amount and said secondary 
amount, and beginning a game of skill that may be success 
fully completed by an average person. The gaming apparatus 
comprises means for evaluation of successful completion of 
said game of skill, comprises means for displaying results of 
said evaluation, and comprises means for payment of a 
previously displayed aWard due a player upon satisfactory 
completion of the game of skill. 

[0030] The method described above is different from 
general and typical skill games in that an aWard amount is 
calculated for each buy-in from Which a management fee 
may be subtracted. Generally and typically an aWard amount 
is predetermined and ?xed for completion of a skill game 
and said skill game is made to be extremely difficult to 
successfully complete. The skill game described in the 
present invention does not rely upon a player not being able 
to successfully complete the game of skill and therefore does 
not require that the game be nearly impossible to complete 
successfully by a person of average capability. Additionally, 
if machine hold exceeds a certain threshold amount in the 
present invention, provision is made to make said threshold 
amount available to players for aWards. The skill game in the 
present invention can be made reasonably simple for an 
average player to successfully complete since operator pro?t 
is assured by management fee and means of subtracting said 
fee for each game. Player aWard is assured by the aforesaid 
and randomly draWing amounts from the adjustment pool to 
supplement calculated aWard amounts for successful 
completion of each game adds an element of excitement and, 
additionally, assures that payback to players Will alWays be 
a guaranteed amount. 

[0031] Portions of the invention as embodied in either a 
device or method may be conveniently implemented in 
programming on a general purpose computer, or netWorked 
computers, and the results may be displayed on an output 
device connected to any of the general purpose, netWorked 
computers, or transmitted to a remote device for output or 
display. In addition, any components of the present inven 
tion represented in a computer program, data sequences, 
and/or control signals may be embodied as an electronic 
signal broadcast (or transmitted) at any frequency in any 
medium including, but not limited to, Wireless broadcasts, 
and transmissions over copper Wire(s), ?ber optic cable(s), 
and co-ax cable(s), etc. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

[0032] Amore complete appreciation of the invention and 
many of the attendant advantages thereof Will be readily 
obtained as the same becomes better understood by refer 
ence to the following detailed description When considered 
in connection With the accompanying drawings, Wherein: 

[0033] FIG. 1 is a perspective vieW of a skill game 
apparatus; 

[0034] FIG. 2 is a ?oWchart representation of basic opera 
tion of a skill game described in the invention; 

[0035] FIG. 3 is a ?oWchart representation of a spinning 
reel game operation according to the present invention; FIG. 
4 is a ?oWchart representation of a means of selecting an 
aWard to a player according to the present invention; 

[0036] FIG. 5 is a ?oWchart representation of an interrupt 
timer according to an embodiment of the present invention; 

[0037] FIG. 6 is a ?oWchart representation shoWing a 
method of alloWing a player to purchase more time to 
complete a game according to the present invention; 

[0038] FIG. 7 is a ?oWchart representation of a method of 
alloWing a player to purchase aid to successfully complete a 
skill game according to the present invention; FIG. 8 is a 
perspective vieW of another skill game apparatus described 
in a preferred embodiment; 

[0039] FIG. 9 is a ?oWchart representation of a program 
running oh a microcomputer that alloWs a player to manu 
ally buy into a bonus pool; 

[0040] FIG. 10 is a ?oWchart of a process according to an 
embodiment of the present invention; 

[0041] FIG. 11 is a flow chart illustrating a process of 
generating aWards according to an embodiment of the 
present invention; 

[0042] FIG. 12 is a flow chart illustrating aWard display, 
time to play increments, and cumulative aWard processes 
according to an embodiment of the present invention; 

[0043] FIG. 13 is a flow chart illustrating aWard genera 
tion and interactions With a bonus pool according to an 
embodiment of the present invention; and 

[0044] FIG. 14 is a draWing of skill games and a central 
computer according to various embodiments of the present 
invention. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0045] Referring noW to the draWings, Wherein like ref 
erence numerals designate identical or corresponding parts, 
and more particularly to FIG. 1 thereof, there is illustrated 
a perspective vieW of a gaming machine 10. Said gaming 
apparatus may be comprised of a game display 50, and 
means for player interaction With a game played upon the 
gaming apparatus. Said game display may comprise 
mechanical or video means of shoWing game progress and 
results to a player and may indicate requirement for player 
decision and input. Generally and typically the gaming 
apparatus is controlled by a microcomputer running a pro 
gram to present a particular game to a player. Using FIG. 1 
as an eXample, a player buys credits that may be used to 
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purchase play upon gaming apparatus 10 and said credits 
that may be used to purchase play are shoWn to a player upon 
credit display 21. A player buys a game play by means of 
pressing button 26 and initiates game play by means of 
pressing button 28. A management fee is deducted from the 
amount paid by a player to play a game and an aWard that 
said player Will Win upon successful completion of a game 
of skill is generated by a random selection algorithm and is 
shoWn on pay table 36. In a particular game shoWn in this 
eXample, reels 40, 42 and 44 upon Which are superimposed 
symbols—begin to rotate. Said rotation may be a mechani 
cal rotation or a representation thereof. Successful comple 
tion of said game of skill is, in this eXample, by means of 
stopping Winning symbols superimposed upon the reels in 
such a manner that said Winning symbols are directly 
beneath Winline 30 and correspond in arrangement to a 
payline that Was previously selected by an algorithm running 
on a microcomputer, in this eXample said payline is indi 
cated by icon 38. Successful completion of the game of skill 
results in a player having credits added to the total 21 and 
unsuccessful completion of the game of skill results in a 
player losing the entire amount of his buy in to play the 
game. 

[0046] Turning noW to FIG. 2, Which is a ?oWchart 
representation of the aforesaid process and may be repre 
sentative of a program running on a microcomputer con 
trolling a game on gaming machine 10, program begins at 60 
Where initialiZation of said program is performed. The 
program proceeds to step 62 Where a determination is made 
as to Whether a game has been purchased and the amount of 
purchase a player desires to make, after Which program 
proceeds to step 64 to check if a player Wants to begin game 
play. If game play is not selected, program proceeds back to 
62 to alloW a player to increase the amount of buy in and also 
the amount of potential aWard. If game play is desired, 
program proceeds to 66 Where an aWard is generated in 
accordance With a random selection procedure and said 
aWard is displayed to a player in step 68. At step 70 the 
program Waits to start a skill game that is possible to 
complete With an ordinary amount of skill. The program 
proceeds to step 72 at Which said game of skill is played by 
a player and any aWard due is paid at step 74 after Which the 
program returns to 60 and is ready for a neW game. 

[0047] Turning noW to FIG. 4, Which is a ?oWchart 
representation of a program running on a microcomputer for 
purpose of generating an aWard available to a player after 
said player has purchased a game and has signi?ed that game 
play is desired. The method presented here is one of many 
random pay determinations that could be used and is as 
presented in US. Pat. No. 5,380,008. Another method of 
generating an aWard to a player is as described in US. Pat. 
No. 6,053,813. Program begins at 97 Where constants such 
as seed are recovered and said process is initialiZed. At step 
98 a random number is generated and said random number 
is checked at 100 to see if it falls Within a predetermined 
range. If the random number generated is not Within bounds 
of said predetermined range, the process continues to step 
106. If the random number generated is Within bounds of the 
predetermined range, the process continues to 102 Where a 
second random number is generated. Said second random 
number generated is compared to a predetermined table of 
values or ranges of values at 104 and a determination of an 
aWard is made. The process continues to 106 Where a 
determination as to amount of available credits in a bonus 
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pool is made. If available credit in said bonus pool is not 
greater than Zero, the process continues to 114, if available 
credit in the bonus pool is greater than Zero, the process 
continues to 108 Where a random number is generated, 
continues to 110 Where said random number generated at 
108 is compared to a predetermined range of values to 
determine an amount to draW from the bonus pool. The 
amount draWn from the bonus pool is deducted from the 
bonus pool and the amount draWn from the bonus pool is 
added to the aWard available to a player at 112. An aWard, 
minus management fee, available for successful completion 
of a game of skill that is presently being played is displayed 
at 114. Process continues to 116 Where it exits. 

[0048] Turning noW to FIG. 3, Which is a ?oWchart 
representation of a program running on a microcomputer 
operating gaming apparatus 10, said program may be a skill 
game portion of a spinning reel representation of a 3 reel slot 
machine on display 50. The ?oWchart represents skill game 
play and as such may be contained Within block 70 of FIG. 
2. Program begins at 76 and continues to 78 Where physical 
reels or a representation thereof begin to rotate simultaneous 
With setting a count-up background timer cumulative count 
to Zero. The program continues to 80 Where it pauses Waiting 
for a stop indication from a player, said stop indication may 
be by means of a player depressing sWitch 20, 22, or 24 or 
by other means such as pressing a representation of a sWitch 
on a touch panel covering a video monitor. Program con 
tinues to 81 to see if said background timer has accumulated 
time greater than or equal to maximum time allowed to 
complete the skill game. If the background timer’s cumu 
lative count has not exceeded maximum time alloWed to 
complete the skill game, the program continues back to 80 
to Wait for the player to stop a reel. If the reel is stopped, the 
program continues to 82 Where it reads reel position and 
relates said reel position to a symbol that is beneath Winline 
33. Said symbol directly beneath said Winline is used as the 
basis for a payline 38 in aWard table 36 and all subsequent 
symbols for the remaining tWo reels must be stopped 
beneath the Winline and be in order and of proper value as 
shoWn in 38 to alloW successful completion of the skill 
game. Program continues to 84 Where it checks to see if the 
player has attempted to stop one of tWo reels still rotating. 
At 85 a check is made to see if a background timer has 
accumulated time greater than maximum time alloWed to 
complete the skill game. If a predetermined time has not 
been exceeded, the program returns to 84 to Wait for the 
player’s reel stop command. Upon receiving a reel stop 
command at 84, the program proceeds to 88 to check to see 
if the player has attempted to stop the remaining rotating 
reel. At 89 a check is made to see if a background timer has 
accumulated time greater than maximum time alloWed to 
complete the skill game. If a predetermined time has not 
been exceeded, the program returns to 88 to Wait for the 
player’s reel stop command. Upon receiving a reel stop 
command at 88, the program proceeds to 90 to compare the 
position of each stopped reel to payline 38 in aWard table 36. 
If the position of each stopped reel compares exactly to an 
alloWed sequence as shoWn in 38, the program proceeds to 
92 Where successful completion of the skill game is indi 
cated to the player and an aWard is credited to the player’s 
account. The program exits game play at 94. If the position 
of each stopped reel does not compare to an alloWed 
sequence as shoWn in 38, the program proceeds to 96 Where 
it is indicated to the player that the skill game Was not 

Feb. 9, 2006 

completed successfully and the entire cost of the game is 
deducted from the player’s account at 96. The program exits 
game play at 94. 

[0049] Turning noW to FIG. 5, Which is a ?oWchart 
representation of method of selecting time alloWed to play a 
game according to the present invention, the program begins 
at 118 Where any required initialiZation is performed and 
proceeds to 120 Where a check is made to determine if a 
player has pressed a button alloWing purchase of additional 
time to complete a skill game. If said button has not been 
pressed, the program continues to 130 Where it exits. If the 
button requesting purchase of additional time to complete 
said skill game has been pressed, the program continues to 
122 Where a determination is made as to Whether a prede 
termined time to complete the game of skill has been 
exceeded and, if not, program continues to 124. If the 
predetermined time to complete the skill game has expired, 
the program proceeds to 130 Where it exits. At 124 the 
program checks the player’s account to determine that a 
charge for time can still be alloWed and if the amount in the 
player’s account minus charge for additional time to play the 
skill game is greater than or equal to Zero, the program 
continues to 126 Where a charge for additional time to play 
the skill game is deducted from the player’s account, the 
program continues to 128 Where the additional time to play 
the skill game is added an internal TimeToPlay register and 
is also displayed to the player; the program exits at 130. If, 
at 124, there are not sufficient funds in the player’s account 
to alloW him to buy extra time to play the skill game, the 
player is noti?ed of such and the program continues to 130 
Where it exits. 

[0050] Also illustrated in FIG. 5 is a ?oWchart represen 
tation of a background timer that typically runs under timer 
interrupt. Said background timer may be used for many 
purposes, but is illustrated here as a timer of the time 
alloWed to play the skill game. Generally and typically timer 
tics are divided into small units and are accumulated in a 
register. At 131 a determination is made as to Whether a 
memory ?ag called GameTimeZero is at a logic one or Zero; 
if GameTimeZero is at logic one program continues to 139 
Where it exits the interrupt routine, it GameTimeZero is at 
logic Zero, program continues to 132. At 132 a determination 
is made as to Whether said register has accumulated a 
sufficient number of timer tics to correspond to a 1 second 
interval, if not, the timer exits interrupt at 139. If a 1 second 
interval is indicated, the program continues to 134 Where a 
time period of 1 second is subtracted from a TimeToPlay 
register and displayed on a TimeToPlay display to the player. 
The program continues on to 136 Where it compares the 
value in the TimeToPlay register to Zero and if not Zero, the 
program continues to 139 Where it exits interrupt. If the 
TimeToPlay register is Zero, the program continues to 138 
Where a register ?ag, GameTimeZero, indicating that game 
time has expired is set and the program exits interrupt at 139. 

[0051] Turning noW to FIG. 6, Which is a ?oWchart 
representation of a program running on a microcomputer 
contained Within game apparatus 10, said program provides 
for automatic deduction from an available aWard to a player 
as a predetermined time alloWed for playing a game of skill 
is exceeded. Program begins at 140 Where initialiZation of 
memory locations is performed. Said program continues to 
142 Where a memory location that accumulates time taken to 
complete a skill game is initialiZed to Zero time. The 
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program continues to 144 Where a determination is made as 
to Whether said game of skill has been completed by a player 
and if the game of skill has been completed, the program 
continues to 156, Where a memory location is updated to 
re?ect conditions existing at time of exit and the program 
continues to 158 Where it exits. If, at 144, the game of skill 
has not been completed by a player the program continues 
to 146 to determine if a predetermined time to play the game 
of skill has been exceeded; if not, the program returns to 
144. If said predetermined time to play the game of skill has 
been exceeded, the program continues to 148, Where a 
determination is made as to Whether the aWard available to 
the player is greater than or equal to a predetermined amount 
to be charged as a penalty for exceeding a predetermined 
time allotted to complete a game of skill; if the amount of 
aWard available minus a charge for a time increment is 
greater than or equal to Zero, the available aWard to said 
player is decreased by a predetermined amount at 150, the 
program continues to 152 at Which an audio and visual 
indication is given to the player that the aWard available has 
been decreased and the program continues to 154 Where an 
adjusted time alloWed to complete the game of skill is 
loaded; program then proceeds to 144. If, at 148, the aWard 
available minus a charge for a time increment is not greater 
than Zero, the program continues on to 156 Where a memory 
location is updated to re?ect conditions existing at time of 
exit and the program continues to 158 Where it exits. 

[0052] Turning noW to FIG. 7, Which is a ?oWchart 
representation of a program running on a microcomputer 
contained Within game apparatus 10, said program provides 
for a method of alloWing a player to buy advice to complete 
a game of skill from a program running on said microcom 
puter. Program begins at 160 Where registers may be ini 
tialiZed and proceeds to 162 at Which a determination is 
made as to Whether a player has selected an auto play 
feature, if auto play is not selected, program proceeds to 164 
to determine if game hint feature is selected and, if not, 
program proceeds back into a main game program at 166 
from Whence it proceeds to 162. If, at 162, a player selects 
said auto-play feature, the program proceeds to 172 Where 
determination is made as to Whether an aWard available to 
the player for successful completion of a game of skill minus 
an amount that Will be assessed against said aWard for cost 
of auto-play is greater than or equal to Zero and if not greater 
than or equal to Zero, the program proceeds to 178 Where the 
player is informed that sufficient credit does not exist to 
alloW auto-play and then on to 166. If, at 172, suf?cient 
credit exists to alloW auto-play, the program proceeds to 174 
Where an amount assessed for auto-play is deducted from the 
aWard available, the program proceeds to 176 Where the 
aWard available is displayed to the player and then to 166 to 
continue game play. If, at 164, the player has indicated that 
a hint is desired to complete the skill game, the program 
proceeds to 168, Where determination is made as to Whether 
an aWard available to the player for successful completion of 
a game of skill minus an amount that Will be assessed against 
said aWard for cost of a hint is greater than or equal to Zero 
and if not greater than or equal to Zero, the program proceeds 
to 178; if aforesaid inequality results in a solution greater 
than or equal to Zero, the program continues to 170 Where an 
amount assessed for a hint is deducted from the aWard 
available, the program proceeds to 176 Where the aWard 
available is displayed to the player and then to 166 to 
continue game play. Auto-play alloWs a program running on 
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a microcomputer controlling the game to make a single 
selection that Will result in the best solution for the point in 
the game cycle at Which auto-play is applied; hint alloWs the 
player to make a decision or to give the player an advantage 
to complete the game at a point in the game cycle at Which 
hint is applied. 
[0053] Turning noW to FIG. 9, Which is a ?oWchart 
representation of a program that may be running on a 
microcomputer to provide for a player-elected buy-in to an 
aWard from a bonus pool, said program begins at 180 Where 
initialiZation may be performed. The program continues to 
182 Where a determination that an amount in said bonus pool 
is greater than Zero and if greater than Zero, proceeds to 184 
Where an icon beneath a touch screen is shoWn to the player 
to alloW purchase of a portion of the bonus pool; if a decision 
is made by the player to purchase a randomly selected 
portion of the bonus pool at 186, the program continues to 
188 Where a determination is made as to Whether the player 
has sufficient credit to afford a cost of purchasing a portion 
of the bonus pool. If the player’s credit is not sufficient, the 
program continues to 196 Where the player is informed that 
sufficient credit does not exist and then to 62, Where buy-in 
decisions are performed. If, at 188, the player has sufficient 
credit to purchase a portion of the bonus pool the program 
continues to 190 Where the cost of purchasing a portion of 
the bonus pool is deducted from the player credit available 
and then on to 192 Where a random number is generated to 
determine a portion of the bonus pool to allot to the player 
during the present game and the amount of said portion of 
the bonus pool is added to the aWard available to the player 
for completion of the skill game. The portion of the bonus 
pool that is determined for the player at 192 Will alWays be 
greater than Zero, this is important as the buy-in to the bonus 
pool is then a transaction rather than a chance. Program 
continues to 194 Where the aWard available to the player is 
displayed to him on 35; program continues to 62. At 182, if 
the bonus pool is not greater than Zero, the program con 
tinues to 198, Where the bonus icon is hidden from the player 
and a computer memory ?ag called BonusPoolZero is set to 
signal to the main program that offering of bonus pool 
buy-in by a player should not be alloWed; program continues 
to 62. If, at 186, the player elects not to purchase a portion 
of the bonus pool the program continues to 62. 

[0054] In a preferred embodiment, gaming apparatus 10 
may comprise any Well-knoWn electronic gaming apparatus 
controlled by a microcomputer or microcontroller. Amethod 
of choosing a random game outcome as taught in US. Pat. 
No. 5,380,008 and as shoWn in a ?oWchart in FIG. 4 is 
employed here. Another method of choosing a random game 
outcome is as described in Us. Pat. No. 6,053,813. For 
purposes of simplicity in illustration, assume the folloWing: 
skill game is a three-reel multiplier type game, 50% man 
agement fee is deducted from each coin played. Calculations 
are for a single coin played, but since said game is a 
multiplier said calculations Will apply to multiple coin plays 
and aWards. The folloWing demonstrates that a skill game 
requiring an average level of human dexterity and skill to 
complete incorporating the principles of the current inven 
tion can return a pro?t to an operator of a game. 

Payline 1 Pay 2 
Payline 2 Pay 5 

Hit Frequency = 0.1500 

Hit Frequency = 0.0300 


































