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A multi-opportunity, risk vs. reward, play?eld-style gaming 
platform grants players the ability to evaluate gaming situ 
ations and decide whether to risk current assets for greater 
rewards throughout the course of a game. Players have 
multiple opportunities to make risk versus reward decisions 
that ultimately affect the ?nancial outcome of game play. 
Positive impact squares, negative impact squares and indif 

Appl. No.: 11/897,843 ferent impact squares are assigned to the game play?eld 
though the software platform based upon manufacturer and 
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value of game play. A status and information area legend is 
updated through the software platform and reports important 
game play information to players, allowing them to make 
more informed decisions throughout the course of their 
gaming experience. 

nal application No. 60/842,636, ?led on Sep. 

meme 

' @% 
MINI-POT '- l 5 552.85 

GEE] 
@WEEE 
@MQQQ 

Credlts E Multiplier [I] 

/-20 
K2 

/22 

Press BET to select your bet level. Press PLAY to start game. TOTAL SO FAR 

Press MAX BET to select the maxtmum bet level and start game pAm Cm 

Es" ourJUeu») ( mm BET ] (MAXBEI) Bet IE Chalces El SAFE E] RISK BANK 



Patent Application Publication Mar. 6, 2008 Sheet 1 0f 2 US 2008/0058089 A1 

E .2 i ME 8 .39 E .2555 E 235 @@@E@ @ESEEE EEEEEE @% ®®®® Eggg 
@DUUUU “ :mmu EEmE 

h 8.38 



Patent Application Publication Mar. 6, 2008 Sheet 2 0f 2 US 2008/0058089 A1 

FIG. 2 

AN ELECTRONIC VIDEO WAGERING SYSTEM IS PROVIDED 

A PLAYER PLACES AT LEAST A FIRST WAGER ON AN UNDERLYING 
WAGERING GAME 

MULTIPLE SELECT ABLE FRAMES OR MASKING SYMBOLS ARE PROVIDED 
THAT OVERLAY HIDDEN SYMBOLS 

THE PLAYER IS PROVIDED WITH A FIRST NUMBER OF SELECTIONS THAT CAN 
BE USED ON FRAMES OR MASKING SYMBOLS 

THE PROVIDED SELECTIONS COMPRISE TWO DIFFERENT CLASSES OF 
SELECTIONS - A FIRST CLASS SELECTION HAS A NEUTRAL IMPACT ON 

SYMBOLS AND A SECOND CLASS SELECTION HAVING A 
NEGATING EFFECT ON A NEGATIVE REVEALED HIDDEN SYMBOL 

THE PLAYER EXERCISING AT LEAST ONE SELECTION TO REVEAL AT LEAST 
ONE HIDDEN SYMBOL FOR EACH SELECTION 

THE PLAYER EVALUATING WIN LOSS ACCUMULATION RESULTS FROM 
EXERCISED SELECTIONS 

THE PLAYER ELECTING TO WITHDRAW FROM GAME PLAY, FORFEITING 
REMAINING SELECTIONS OR CONTINUING TO EXERCISE SELECTIONS 

GAME PLAY ENDING WHEN GAME ENDING EVENT OCCURS OR SELECTIONS 
ARE EXHAUSTED 
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MULTIWINNING OPPORTUNITIES IN PICK 
AND SELECT GAMING PLATFORM 

RELATED APPLICATION DATA 

[0001] This application claims priority from Us. Provi 
sional Application 60/842,636, ?led Sep. 6, 2006. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates generally to elec 
tronic casino games or networked games and more speci? 
cally it relates to a multi-oppor‘tunity, risk vs. reWard, 
play?eld-style gaming platform for creating a neW style of 
video-based casino game that delivers a more thrilling and 
entertaining gaming experience to players by granting them 
the ability to evaluate their situation and decide Whether to 
risk current assets for greater reWards throughout the course 
of the game, and as a result of this neW gaming concept, 
generate signi?cantly greater returns to casinos. 
[0004] 2. Background of the Art 
[0005] Electronic casino games have been in use for years. 
Typically, electronic casino games are mechanical and/or 
video-based forms of casino gaming devices such as slot 
machines, video poker, and multi-line video slot machines 
employing a Random Number Generator (RNG) for the 
purpose of determining random events that determine Win 
ning versus losing outcomes. 
[0006] A problem With conventional electronic casino 
games is that knoWledgeable players understand that the 
RNG Will immediately determine the outcome of the game, 
and that outcome is completely determined by the processor 
executing the RNG algorithm. Although video poker alloWs 
for some variance in outcome since it is based on a “virtually 
shu?led” deck of 52 cards, there are a limited number of 
Winning outcomes that can be attained after the ?rst ?ve 
cards have been electronically “dealt” to the player With 
only a maximum of ?ve additional cards to be used as 
replacements. Another problem With conventional electronic 
casino games is the majority of video-based casino gaming 
devices are merely variations of tWo standard software 
gaming platformsivideo poker and multi-line video slots. 
While there are a large variety of styles of each gaming 
platform, the game play is alWays basically the same, and 
both platforms have become stale over time, requiring game 
manufacturers to pay costly royalties to obtain licensed 
celebrity, movie and game shoW themes in order to maintain 
player interest. 
[0007] Another problem With conventional electronic 
casino games is that current video-based casino gaming 
technology offers players very feW choices and opportunities 
to in?uence and control the outcome of their game play, or 
even to give an appearance to actual player input. Mechani 
cal and multi-line video slots typically only alloW the player 
to select the number of pay lines and credits per line to bet. 
After these selections are made, the player has either Won or 
lost. Video poker typically offers the player only a single 
opportunity to in?uence game outcome by discarding up to 
?ve cards from their hand. 
[0008] While these devices may be suitable for the par 
ticular play events, they are not as suitable for creating a neW 
style of video-based casino game that delivers a more 
thrilling and entertaining gaming experience to players by 
granting them the ability to evaluate their situation and 
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decide Whether to risk current assets for greater reWards 
throughout the course of the game, and as a result of this neW 
gaming concept, generate signi?cantly greater returns to 
casinos. Mechanical and multi-line video slots typically only 
alloW the player to select the number of pay lines and credits 
per line to bet. After these selections are made, the player has 
either Won or lost. Video poker typically offers the player 
only a single opportunity to in?uence game outcome by 
discarding up to ?ve cards from their hand. 

[0009] Certain games, especially in bonus rounds, have 
provided What are referred to in the art as “pick-and-reveal” 
games in Which a limited number Ci) of hidden symbols are 
provided and a number of selections or picks (feWer than X) 
are provided. The player exhausts the feWer than X picks to 
reveal some, but not all, hidden symbols. 

[0010] Us. Pat. Nos. 6,102,798 and 6,572,471 (Bennett) 
describes a slot machine including a priZe display, a coin 
entry slot, a payout tray and internally mounted game 
control processor circuits. The game display means com 
prises a video display screen controlled to display a game 
image divided into a matrix of elements or player selectable 
Zones. The video screen is preferably of the touch sensitive 
variety, having an array of touch sensitive areas located on 
its display surface With one such area associated With each 
matrix element. The player may select one of the matrix 
elements by touching the screen Within the area of the 
respective element to be selected, thereby causing the image 
in the element to change to reveal Whether or not a priZe 
value is associated With that Zone. 

[0011] Us. Pat. No. 6,261,177 (Bennett) describes a slot 
machine that includes a priZe display, a coin entry slot, and 
payout tray and internally mounted game control processor 
circuits. The game display means comprises a video display 
screen controlled to display a game image divided into a 
matrix of elements or player selectable Zones. The video 
screen has an array of touch sensitive areas located on its 
display surface With one such area associated With each 
matrix element. The control processor causes an image to be 
displayed on the display means, such as a sportsman playing 
his sport and randomly selects one or more of the matrix 
elements to have a priZe associated With it. The player 
selects one of the matrix elements to have a priZe by 
touching the screen Within the area of the respective element 
to be selected, thereby causing the image in the element to 
change to reveal the associated priZe value. Additional 
player controls are implemented by displaying images cor 
responding to controls on the screen such that When the 
control images are touched, the associated function is caused 
to be performed. In the event that the player Wins the game, 
by selecting a Zone having associated priZe value, the 
machine Will pay him a priZe equivalent to the priZe value 
in the Zone selected by the player multiplied by the number 
of units bet. 

[0012] Us. Pat. Nos. 7,160,188; 6,602,137; and 6,899, 
620 (KaminkoW et al.) describes a gaming device having a 
multiple selection and aWard distribution bonus scheme. A 
selection is chosen from a group of selections. The game 
determines aWards for distribution to the selection. Once 
determined, the aWards are distributed to the selection and a 
player is provided With the aWards. The game preferably 
utiliZes a number of aWard pools in order to determine the 
aWard distribution. This aWard pool determination is based 
on, for example, a number of probability tables associated 
With the aWard pools. 
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[0013] US. Pat. No. 7,004,834 (Walker et al.) describes 
systems and methods facilitating play of a game With 
user-selected elements. According to one or more embodi 

ments of the present invention, a set of all possible elements 
of a game is determined. Each of the elements of the set is 
associated With at least one of a plurality of locations. A 
representation of the plurality of locations is displayed to a 
player, de?ning a set of selectable locations. At least one 
selection signal is received, With each selection signal indi 
cating a selectable location from the set of selectable loca 
tions, indicating at least one selected element. An outcome 
is determined based on at least one selected element. 

[0014] US. Pat. No. 6,958,013 (Mireau et al.) describes a 
gaming device and method Which includes a plurality of 
reels having multiple symbols on the reels. The symbols 
include at least one activator symbol. In one embodiment, if 
the player obtains an activator symbol on the reels, the 
activator symbol activates the symbols that are adjacent to 
the activator symbol. Activating the adjacent symbols 
reveals the aWards associated With the adjacent symbols. 
The player receives an aWard that equals the activator 
symbol aWard plus the aWards associated With each symbol 
that is adjacent to the activator symbol. 

[0015] US. Pat. No. 6,780,107 (Baerlocher et al.) 
describes a gaming device and method having a pick reduc 
tion game. Initially, a plurality of ?rst selections is displayed 
to the player. Also, a number of picks is displayed to the 
player Where the number of picks is greater than the number 
of ?rst selections. The player uses the number of picks to 
pick ?rst selections until the player picks a trigger selection. 
The number of picks is reduced after each pick by the player. 
When the player picks the trigger selection, the gaming 
device displays a plurality of second selections to the player. 
Each of the second selections is associated With an aWard. 
The player picks second selections and receives aWards for 
each picked second selection until there are no picks remain 
ing. 
[0016] US. Pat. No. 6,632,140 describes a system and 
method for facilitating participation by a player in a bonus 
event of a slot machine. A display grid associated With the 
slot machine is presented, Where the display grid includes a 
plurality of active display segments. Symbols are presented 
in each of the active display segments, such as by randomly 
selecting symbols and displaying a randomly selected sym 
bol in each of the active display segments. At least some of 
the symbols are discontinue symbols Which, if presented in 
a display segment, causes that display segment to be deac 
tivated, thereby eliminating that display segment from the 
bonus event. The presentation of symbols and subsequent 
deactivation of symbols associated With discontinue sym 
bols continues until all of the active display segments have 
been deactivated. 

[0017] US. Pat. No. 6,722,982 (KaminkoW et al.) 
describes a gaming device that provides a player With an 
opportunity to maximize a gaming device aWard. The gam 
ing device presents the player With a display having a 
plurality of symbols and enables the player to choose one or 
more of the symbols. The game reveals the aWard(s) asso 
ciated With the selected symbols but does not reveal Which 
aWards are associated With Which symbols. The game then 
provides the player With one or more opportunities to 
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upgrade the total aWard by deselecting one or more of the 
selected symbols and re-selecting another symbol for each 
deselected symbol. 

SUMMARY OF THE INVENTION 

[0018] A symbol display, pick and select Wagering game 
provides a ?eld of selectable areas, Zones, symbols, frames 
or positions to a player (collectively referred to as frames). 
Hidden symbols are revealed upon player selection of 
frames, the hidden symbols having the possibility of positive 
credit effects, potential positive credit impact, negative 
credit impact, partial negative credit impact and/or neutral 
credit impact. The player is aWarded different categories of 
selection choices that have different effects upon the impact 
of symbols revealed. A preferred potential of different 
impacts Would be a SAFE selection, Which Would neutraliZe, 
moderate or reduce any negative or potential negative sym 
bol selected, and a RISK selection that Would not alter the 
impact of any symbol selected. 
[0019] Upon placing a Wager at risk, the system Will 
provide the player With a number of selections to exercise on 
the available frames to expose symbols. The selections are 
provided With a combination of selections having at least 
tWo different properties, such as the SAFE selection and the 
RISK selection. The player then exercises the selections in 
a controlled manner, With the player being alloWed to 
decline use of remaining selections (intuitively only declin 
ing use of RISK selections) so that any accumulated aWards 
are retained Without placing those awards or Wagered value 
at risk in further selections. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0020] The present invention provides a neW multi-oppor 
tunity, risk vs. reWard, play?eld-style gaming platform con 
struction Wherein the same can be utiliZed for creating a neW 
style of video-based casino game that delivers a more 
thrilling and entertaining gaming experience to players by 
granting them the ability to evaluate their situation and 
decide Whether to risk current assets for greater reWards 
throughout the course of the game, and as a result of this neW 
gaming concept, generate signi?cantly greater returns to 
casinos. 
[0021] Various other objects, features and attendant 
advantages of the present invention Will become fully appre 
ciated as the same becomes better understood When consid 
ered in conjunction With the accompanying draWings, in 
Which like reference characters designate the same or similar 
parts throughout the several vieWs, and Wherein: 
[0022] FIG. 1 is a front vieW sample screen of the gaming 
platform employing the “Liquid Gold” theme. 
[0023] FIG. 2 is a How chart for play of one embodiment 
of the present technology. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0024] There are numerous aspects of the disclosed tech 
nology that constitute inventions that are novel, unobvious 
and establish inventive steps over prior art. Among the types 
of inventions described herein are gaming apparatus, game 
rules, betting procedures, game attributes, methods of play 
ing games, and the like. The folloWing description provides 
enabling disclosure of the various technologies supporting 
the inventions described herein. 
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[0025] A symbol display, pick and select Wagering game 
provides a ?eld of selectable areas, Zones, symbols, frames 
or positions to a player (collectively referred to as frames). 
In a pick-and-reveal Wagering game, events are usually 
played by providing a ?eld of selectable locations, the player 
selects a limited or de?ned number of individual selectable 
locations until an event ending triggering selection occurs, 
and any accumulated aWards are paid to the player. The 
selectable locations may be provided in any convenient 
manner and in any themed manner desired by a designer. For 
example, columns and roWs of squares may be provided, a 
honeycomb array of spaces, sections of a puZZle, randomly 
distributed spaces or objects, letters in a phrase or story, 
masking symbols, or any other manner of identifying a 
selectable location under Which a symbol is hidden. Hidden 
symbols (symbols Which are virtually positioned under 
selectable areas) are revealed upon player selection of frame 
locations, the hidden symbols having the possibility of 
positive credit effects, potential positive credit impact, nega 
tive credit impact, partial negative credit impact and/or 
neutral credit impact. The player is aWarded at least tWo 
different categories of selection choices that have different 
effects upon the impact of symbols revealed. A preferred 
potential of different impacts Would be a SAFE selection, 
Which Would neutraliZe, reduce, or moderate any negative or 
potential negative symbol selected, and a RISK selection 
that Would not alter the impact of any symbol selected. 
[0026] The effect of the different formats of selections can 
vary and need not be limited to tWo properties only. For 
example, the SAFE selection may nullify an entire adverse 
effect of a selection (e.g., a loss of all Wagers) or may merely 
reduce the impact of an adverse selection (e.g., a symbol 
indicating a loss of all Wagers Would be reduced to only a 
loss of or reduction of a portion of the Wagers, such as a loss 
of 1x Wagered unit, or a loss of a speci?c percentage or 
proportion of an initial Wager or the Winnings accumulated 
at the time of selecting a negative event With a SAFE Wager 
With the other units remaining in play). Alternatively, if a 
selection made under a SAFE selection Would ordinarily end 
the game (With or Without attendant loss of all or a portion 
of initial Wagers or accumulated Winnings), selection under 
a SAFE choice could result in only a loss ofa RISK selection 
or a SAFE selection, still alloWing some possibility of a 
Winning event to occur. These are some of the Ways in Which 
house hold percentages can be varied as Well as varying 
formats of game play. 
[0027] A non-limiting list of negative effects and possible 
impacts With SAFE selections might be described in accor 
dance With the folloWing table. The RISK selections Would 
have no impact on the negative effects, so they are not listed 
in the table. 

NEGATIVE IMPACT 
OF SYMBOL POSSIBLE EFFECTS OF SAFE SELECTION 

Loss of all 
accumulated Winnings 

No loss of Winnings. 
Reduction ofloss to a speci?c portion 

. Reduction of loss to absolute amount 

. Reduction of loss to initial Wager 

. Loss of Winnings but With an additional SAFE 

selection(s) added 
. Player option among moderating effects 

Loss of selection(s) 1. No loss of a selection(s) 
2. Loss of feWer selection(s) 
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-continued 

NEGATIVE IMPACT 
OF SYMBOL POSSIBLE EFFECTS OF SAFE SELECTION 

3. Conversion of SAFE selection(s) to RISK 

selection(s) 
4. Loss ofa portion ofinitial Wager and/or 

accumulated Winnings 
. Player option among moderating effects 
No immediate end of game 
Loss of selection(s) 

. Loss ofa portion ofinitial Wager and/or 
accumulated Winnings 

. Player option among moderating effects 
No loss of amount 

. Reduction of loss to a speci?c portion 

. Reduction of loss to smaller absolute amount 

. Reduction of loss to initial Wager or portion 
thereof 

5. Loss of amount but With an additional SAFE 

selection(s) added 
. Player option among moderating 
effects 

Any Other Negative 1. No negative effect 
Effect 2. Reduced negative effect 

End of Game 

Loss of Absolute 
Amount 

[0028] The aWard of the various types of selections may 
be performed according to various game play rules. For 
example, the number of selections and the distributions 
among the types of selections may be Wager dependent or 
?xed according to game rules. An example of ?xed provi 
sion of selections Would be that in every initial game to be 
played, upon placing an initial Wager amount Q() at risk, the 
player Will be given a ?xed number of selections, such as 
?ve (5) selections, tWo of Which are SAFE selections and 
three of Which are RISK selections. The amount of any ?nal 
aWard to the player Will be the result of symbols revealed 
multiplied by the Wager amount (usually as a multiple of 
minimum Wagers alloWed). For example, if during play of a 
selection game, the player successfully picks an aWard 
totaling three (3), the Win Would be 3x, three times the 
amount Wagered. If the player makes a Wager of l, 2, 3, 4 
or 5 times the minimum alloWed Wager, the selections Would 
still be tWo SAFE selections and three RISK selections in a 
?xed format. 
[0029] In a Wager-based provision format of selections, 
the number and type of selections may depend upon the siZe 
or frequency of Wagers. For example, ?ve selections may be 
offered for 1x, 2x, 3x, 4x and 5x Wagers, but there could be 
no SAFE selections (or 1 SAFE selection) for l><, only l>< 
SAFE selection for 1x and 2x Wagers, exactly tWo SAFE 
selections for 3x and 4x Wagers, and three SAFE selections 
for a 5x Wager. Alternatively, ?ve selections may be offered 
for 1x, 2x, 3x, and 4x Wagers, but there could be no SAFE 
selections (or 1 SAFE selection) for l><, only l>< SAFE 
selection for 1x and 2x Wagers, exactly tWo SAFE selections 
for 3x, 4x and 5x Wagers, and there Would be a total of six 
selections provided With a 5x Wager. There might altema 
tively be three SAFE selections and six selections total 
available With a 5x Wager. 

[0030] There may be a number of different formats for 
exercising the selections by the player. A fast method of 
exercise Would be for the player being required to select or 
the processor automatically selecting all SAFE Wagers as a 
?rst step in the selection process. This Would assure that a 
?rst selection (if any SAFE selections are available) could 
not be a losing selection or game ending selection. After all 
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SAFE selections have been made, the player can look at the 
preliminary results and determine if existing amounts of 
value shall be placed at risk or if additional amounts shall be 
placed at risk. For example, if With a Wager of 5x the ?rst 
tWo SAFE exposures produce a result of plus-tWo (+2) as an 
aWard or as a return of the 5x and an add-on of +2, the player 
may elect to keep the 7x result and not place that Win event 
at further risk. If the ?rst tWo disclosed symbols are tWo 
parts of a jackpot event, With no Winnings achieved at that 
point (e.g., the letters B and O are exposed and the jackpot 
is aWarded for exposure of B-O-N-U-S), the player Would 
likely continue With the game, as WithdraWing (not exercis 
ing the additional available selections) Would cause no more 
harm (the loss of the 5x Wager) than continuing With the play 
of the game. 

[0031] The amount and distribution of selections may also 
be a carryover aWard from a previous game. For example, in 
an earlier game an aWard or a partial aWard may be an 
indication to the player that in the next game played, the 
player Will receive three SAFE picks and three RISK picks 
With any Wager. This Would encourage maximum Wagers on 
those occasions. The game rules may provide that such 
bonus or aWard selection picks can only be Won With 
maximum Wagers or can be played With only maximum 
Wagers. The aWard could also be in the form that With the 
next game played, the distribution of selections Will shift to 
one more SAFE selection than is typically provided in a 
game. For example, if l>< receives no SAFE selections 
during normal play, the next play Will provide for one SAFE 
selection With a 1x Wager. Similarly, if a 2x and 3x Wager 
receives only a single SAFE Wager, the next play after the 
bonus aWard Would provide the player With tWo SAFE 
selections, etc. 
[0032] The exercise of the selections and the order of 
exercise of the selections may be more speci?cally con 
trolled by the player. For example, it Was described above 
that the SAFE selections could be exercised ?rst by the 
processor or the player. Instead, the player may select 
Whether the SAFE selection(s) Will be exercised in any step 
of the game or if the RISK selections Will be exercised at any 
step in the selection steps of the game. For example, if the 
player Wagers 5x as the initial Wager and receives 2 SAFE 
selections and 3 RISK selections, the player may choose 
Which type of selection Will be exercised in the next step, 
exercise that speci?c selection type, and then select What 
type of selection format Will be used in the next selection 
step. The player may elect to stop exercising selections at 
any time, but the player is committed to placing the original 
Wager amount at risk and can collect only accumulated 
aWards at that stage of the game. For example, if the player 
has been initially given 2 SAFE selections and 3 RISK 
selections, the existing status of aWards might Well deter 
mine hoW the player Will proceed. If the player has neither 
Won nor lost any value after using tWo SAFE selections and 
tWo RISK, the player Would elect to proceed as the original 
Wager Would be lost With a WithdraWal (failure to exercise 
the remaining RISK selection) and there may be no oppor 
tunity for the player to lose any more than the original Wager 
With any further play of the game. If the player has accu 
mulated an aWard at that stage, the player Would consider the 
risk versus potential value of going forWard With the next 
selection. For example, if the player has already Won tWice 
the initial Wager, and additional selections are unlikely to 
further improve the Winnings, but there are negative impact 
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symbols available that could cause a loss of the Winnings at 
that point, the player might elect to WithdraW and take the 
Winnings. There might be an incentive or disincentive in the 
game rules against not exercising available selections. For 
example, if a player has a Winning amount due after four 
selections (With one RISK selection remaining), and the 
initial Wager Was 5x, failure to exercise the remaining 
selection may incur a penalty of 1x or provide an aWard of 
IX. 

[0033] In events or rounds of play Where a last remaining 
selection(s) is a SAFE selection, there Would never be any 
reason for the player failing to exercise the SAFE selection 
as a Worst case scenario Would be a neutral result. As 

indicated earlier, the player may choose the order of exercise 
of the selections. The player may choose to use RISK 
selections ?rst, assuming that there are a higher number of 
favorable symbols and neutral symbols available during a 
?rst pick and then exercise the SAFE selections later. In 
game play Where only SAFE selections remain and the 
exposed symbols are not likely to provide a Winning result, 
the player may be offered an incentive to tum-in and not 
exercise the SAFE selections, such as returning l>< out of the 
5x Wager for each SAFE Wager that is not used. This 
minimiZes losses for the player and assures a Win for the 
casino. This type of play might be used Where the ?rst three 
selections produce neutral results and the likelihood of a 
positive result (seldom aWarded for a single exposed sym 
bol) are slight. 
[0034] The distribution of the symbols in the selectable 
frames or positions may be handled in a number of different 
formats. The spacing may be in various geometric distribu 
tions, hypergeometric distributions, shapes, patterns and the 
like. One format is to have the processor distribute the 
positive, negative and neutral symbols randomly on the 
array in advance of the player making any actual selections. 
The distribution Would be random and the player Would not 
have any indication of the location of individual symbols, so 
the game play Would be random, but if informed of the 
predetermined location of symbols, the player might be 
inclined to feel that some exercise of logic on the selection 
Would be a result of expertise or luck in Which the player’s 
action have some effect rather than the processor completely 
determining events, even if that processor determination is 
random as required by laW. 
[0035] Alternatively, the processor randomly can deter 
mine in Which order symbols Will be selected, Without 
regard to Which frames are selected and in What order. In the 
circumstance Where the player may exercise judgment in the 
choice of Which type of selection (SAFE or RISK) is to be 
used in each turn, the player might still believe that player 
actions are affecting results. 

[0036] A gaming apparatus useful in the practice of the 
various technologies and constituting an aspect of these 
inventions comprises a processor, player input controls, a 
video display and game control softWare in Which the video 
display provides selectable areas, player input controls alloW 
selection of individual selectable areas by the player and the 
processor providing the player With a limited number of 
selections, and Within selectable areas are hidden symbols 
that provide at least some positive outcome effects When 
selected or negative outcome effects When selected, Wherein 
the processor provides at least tWo classes of selections that 
have different effects on selection of a single class of 
negative outcome effects. 
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[0037] The electronic gaming machine suitable for use 
With an embodiment of the present invention may include a 
display and a number of input buttons, or touch screen 
functions to enable the player to initiate actions or make 
responses as required during the game. In a game Where the 
player is playing against the house, the player’s hand is 
displayed face up on the screen as it is dealt and the house 
hand is shoWn face doWn on the screen. Touch “buttons” can 
be provided on the screen in addition to or instead of the 
physical buttons. In a further non-limiting con?guration, one 
or more of the players can be located in separate locations, 
and the player terminals or hand-held devices or player 
screens in rooms can be connected to the controller via 

communication links (e.g., hardWired or Wireless). Standard 
protocols, softWare, hardWare and processor languages may 
be used in these communication links, Without any knoWn 
limitation. There are hundreds of available computer lan 
guages that may be used, among the more common being 
Ada; Algol;APL; aWk; Basic; C; C++; Cobol; Delphi; Eilfel; 
Euphoria; Flash; Forth; For‘tran; HTML; Icon; Java; Javas 
cript; Lisp; Logo; Mathematica; MatLab; Miranda; Modula 
2; Oberon; Pascal; Perl; PL/I; Prolog; Python; Rexx; SAS; 
Scheme; sed; Simula; Smalltalk; Snobol; SQL; Visual Basic; 
Visual C++; and XML. 
[0038] Any commercial processor may be used either as a 
single processor, serial or parallel set of processors in the 
system. Examples of commercial processors include, but are 
not limited to MercedTM, PentiumTM, Pentium IITM, Pentium 
IIITM, Pentium 4TM, Pentium DTM, Pentium MTM, Cen 
trinoTM, Core ZTM Duo, Core ZTM Quad, Dual CoreTM, 
Extreme EditionTM, ItaniumTM, VIIVTM, XeonTM, Cel 
eronTM, Pentium ProTM, Ef?ceonTM, Athlon, AMD, Sem 
pronTM, TurionTM 64, OpteronTM, X2 Dual-Core, Quad 
Core, Multi-Core, and the like. 
[0039] Display screens may include but are not limited to: 
segment display screens, analog display screens, digital 
display screens, CRTs, LED screens, Plasma screens, liquid 
crystal diode screens, and the like. 
[0040] It is also a possible format of play Within the 
generic concepts of the present technology that When a 
player has exhausted all selections, the player may elect to 
pay an additional non-Wager amount to continue With one or 
more additional selections. For example, if a player has 
made ?ve selections Without a game terminating event 
occurring (e.g., a catastrophic loss of all Wager and aWards 
event) and has a potential for a large Win (e.g., having 
selected B-O-N-U), the system Would alloW the player to 
purchase additional selections (either RISK selections or 
combinations of RISK and SAFE selections). The quantity 
of selections that may be further purchased may be limited 
and the type of selections that may be purchased may be 
limited. For example, With an initial Wager of 5x, the player 
may be able to purchase tWo (2) more selections for an 
additional 5x, and those selections may be limited to tWo 
RISK selections or a RISK selection and a SAFE selection 
With the order of use of the additional selections being ?xed 
or optional at the choice of the player. That is, if a SAFE and 
RISK selection are purchased, the RISK selection may be 
required to be used ?rst, the SAFE selection may be required 
to be used ?rst, or the player may choose Which is to be used 
?rst. 

[0041] Upon placing a Wager at risk, the system Will 
provide the player With a number of selections to exercise on 
the available frames to expose symbols. The selections are 
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provided With a combination of selections having at least 
tWo different properties, such as the SAFE selection and the 
RISK selection. The player then exercises the selections in 
a controlled manner, With the player being alloWed to 
decline use of remaining selections (intuitively only declin 
ing use of RISK selections) so that any accumulated aWards 
are retained Without placing those aWards or Wagered value 
at risk in further selections. 

[0042] The present invention provides a multi-opportu 
nity, risk vs. reWard, play?eld-style gaming platform on a 
communal, netWorked or standalone video-based casino 
gaming softWare platform that incorporates a unique play 
?eld-style design offering players multiple opportunities to 
make risk versus reWard decisions that ultimately affect the 
outcome of game play. The game is referred to as “risk 
versus-reWar ” because the player may have attained a level 
of aWard at some stage of play, and in seeking to attain a 
larger aWard, places existing Winnings at risk in making 
further selection. The platform can be customiZed With 
various gaming themes and casino speci?ed odds, payout 
ranges, and priZes. The softWare platform controls all func 
tions of the game including the player interface, Which 
alloWs the player to interact With the game, the gaming 
engine, Which controls hoW the game plays out based upon 
player input, and the management interface, Which alloWs 
the game manufacturer and casinos to customiZe various 
parameters of the game, employ security and game tracking 
measures, and access various reporting features. The player 
interface (e.g., touch screen function, button function, 
mouse function, joy-stick function, keyboard function, 
monitor, Wireless communication device such as a PDA or 
mobile phone and the like), gaming engine (processor, game 
controller, rules sets, Random Number Generator, image 
?les and the like), and management interface (I/O interface, 
database, security interface, credit management, comp man 
agement, and the like) are not necessarily individual com 
ponents, but rather may be functions of the softWare plat 
form as a Whole on one or more processors. Since player and 

management interfaces are relatively standardized through 
out the video-based casino gaming industry, the softWare 
platform component description Will concentrate on the 
unique, game play speci?c functions of the gaming engine. 
Positive impact squares are assigned to the game play?eld 
through the softWare platform based upon manufacturer and 
casino speci?ed odds for each “Coin-In” credit level and 
value of game play. Negative impact squares are assigned to 
the game play?eld through the softWare platform based upon 
manufacturer and casino speci?ed odds for each “Coin-In” 
credit level and value of game play. Indifferent squares are 
assigned to the game play?eld through the softWare platform 
based upon manufacturer and casino speci?ed odds for each 
“Coin-In” credit level and value of game play. The status and 
information area (Which may for example include any or all 
of at least credit status, game status, selection status, jackpot 
status, probability status on speci?c potential game out 
comes, HELP functions and the like) legend is updated 
through the softWare platform and reports important game 
play information to players, thereby alloWing them to make 
more informed decisions throughout the course of their 
gaming experience. Game themes may comprise graphics, 
sound effects, animations, multi-media presentations and 
physical displays Which may be applied to the softWare 
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platform and areas surrounding the game to attract players, 
maintain their interest, and provide a unique, fun-?lled 
gaming experience. 
[0043] The present technology may include a method of 
providing a Wagering game on a video Wagering system 
comprising a player placing value at risk in exchange for a 
?rst number of player usable selections. The selections 
comprise at least tWo categories of selections: A ?rst cat 
egory of selection having a ?rst effect upon at least some 
selection results and a second category of selection having 
a second effect upon at least some selection results. The 
player exercises at least some but less than all selections of 
frames to reveal at least one symbol for each selection made. 
The symbols are able to provide a player With potentially 
positive aWard results, positive aWard results, potential 
negative results, negative results or neutral results; Wherein 
at least the ?rst effect of the ?rst category of selection can 
at least reduce a negative effect or potential negative effect 
by at least some degree. 
[0044] A potentially positive aWard result is a symbol that 
may be combined With other symbols to provide a speci?c 
aWard or value. A positive aWard result is an symbol that 
provides an immediate value to the player. A potential 
negative result is a symbol that may be combined With other 
symbols to provide a speci?c aWard loss or value reduction. 
A negative result is a symbol that immediately causes a loss 
of a speci?c amount, a speci?c value or an end to the game. 
A neutral result is a result that does not have an immediate 
or potential effect on value or aWards, such as a blank frame. 

[0045] The method may be practiced Wherein a selection 
of a negative effect is made and the ?rst e?fect nulli?es the 
negative effect completely. The method may be practiced 
Wherein a selection of a negative effect is made and the ?rst 
e?fect reduces the negative effect by a ?xed degree. The 
method may be practiced Wherein after making at least one 
selection, the player may forfeit at least one additional 
Wager. The method may be practiced Wherein all ?rst 
category of selections must be used before any of the second 
category of selections are exercised. The method may be 
practiced Wherein the player may elect Which category of 
selection to use on each selection. The method may be 
practiced Wherein at any time during play, if a player has 
accumulated an aWard amount, the player may forfeit any 
remaining second category selections and retain all aWard 
amounts accumulated at that time. The method may be 
practiced Wherein the second category of selections has no 
impact on any effects of selections. The method may be 
practiced Wherein the player is given a number of selections 
feWer than a total number of frames from Which selections 
may be made. The method may be practiced Wherein there 
are at least ?ve or at least ten frames from Which selections 
may be made. The method may be practiced Wherein there 
are at least 25 frames and the player receives at least tWo, 
three, four or ?ve selections and at least one selection is a 
?rst category of selection and at least one selection is a 
second category selection. The method may be practiced 
Wherein there are at least 10, 25, 50 and no more than 150, 
250 or 1,000 frames Which may be selected by a player. 
[0046] It is to be understood that the invention is not 
limited in its application to the details of construction and to 
the arrangements of the components set forth in the folloW 
ing description or illustrated in the draWings. The invention 
is capable of other embodiments and of being practiced and 
carried out in various Ways. Also, it is to be understood that 
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the phraseology and terminology employed herein are for 
the purpose of the description and should not be regarded as 
limiting. 
[0047] The present invention grants players the ability to 
evaluate their situation and decide Whether to risk current 
assets for greater reWards throughout the course of the game, 
and as a result of this neW gaming concept, generate 
signi?cantly greater returns to casinos. 
[0048] Another method of game play is to provide a 
Wagering game on a video Wagering system comprising: a 
player placing value at risk in exchange for a ?rst number of 
player usable selections; the selections comprising tWo 
categories of selections, a ?rst category of selection having 
a ?rst effect upon at least some selection results and a second 
category of selection having a second effect upon at least 
some selection results; the player exercising at least some 
but less than all player usable selections of frames to reveal 
at least one symbol for each selection made, symbols being 
able to provide a player With potentially positive aWard 
results, positive aWard results, potential negative results, 
negative results or neutral results; at least the ?rst effect of 
the ?rst category of selection can at least reduce a negative 
effect or potential negative effect by at least some degree; 
Wherein the player makes an election to forfeit at least one 
player usable selection after having exercised at least some 
of the player usable selections, Whether or not an aWard has 
been accumulated. 

[0049] Still another method of providing a Wagering game 
on a video Wagering system comprises: a player placing 
value at risk in exchange for a ?rst number of player usable 
selections; the selections comprising tWo categories of selec 
tions, a ?rst category of selection having a ?rst effect upon 
at least some selection results and a second category of 
selection having a second effect upon at least some selection 
results; the player exercising at least some but less than all 
selections of frames to reveal at least one symbol for each 
selection made, symbols being able to provide a player With 
potentially positive aWard results, positive aWard results, 
potential negative results, negative results or neutral results; 
Wherein at least the ?rst effect of the ?rst category of 
selection can at least reduce a negative effect or potential 
negative effect by at least some degree; and after exercise of 
some player usable selections but before termination of the 
game, a player may make additional Wagers to be provided 
With additional player usable selections, Wherein at least 
some of the player usable selections are a second category 
of selection that does not at least reduce a negative effect or 
potential negative effect by at least some degree. 
[0050] Still yet another method of providing a Wagering 
game on a video Wagering system comprises: a player 
placing value at risk in exchange for a ?rst number of player 
usable selections; the selections comprising tWo categories 
of selections, a ?rst category of selection having a ?rst effect 
upon at least some selection results and a second category of 
selection having a second effect upon at least some selection 
results; the player exercising at least some but less than all 
selections of frames to reveal at least one symbol for each 
selection made, symbols being able to provide a player With 
potentially positive aWard results, positive aWard results, 
potential negative results, negative results or neutral results; 
at least some symbols being images of playing cards; 
Wherein at least the ?rst effect of the ?rst category of 
selection can at least reduce a negative effect or potential 
negative effect by at least some degree. The selection of a 
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negative e?fect may be made and the ?rst e?fect allows 
replacement of a selected symbol after the symbol is 
revealed to the player. The selection of a negative e?fect may 
be made and the ?rst effect may alloW replacement of a 
selected symbol after the symbol is revealed to the player, 
but With an alteration in aWards provided by a pay table for 
ranked poker hands. That is, even though the player has 
exercised a SAFE selection and replaces a disclosed symbol 
using that SAFE selection, there is a reduction in potential 
aWard amounts for given poker hands because of the addi 
tional bene?ts provided to the player. For example, if a pay 
table Without replacement of cards has ?rst aWards, a pay 
table With replacement of cards may have some or all 
payments for higher ranked hands adjusted because of the 
more favorable player possibilities for ranked hands, as 
shoWn beloW. 

HAND RANK NO REPLACEMENTS ONE REPLACEEMENT 

Royal Flush 1000 x Ante 750 x Ante 
Straight Flush 500 x Ante 400 x Ante 
Four-of-a-Kind 150 x Ante 100 x Ante 

Full House 40 x Ante 25 x Ante 
Flush 7 x Ante 5 x Ante 

Straight 5 x Ante 4 x Ante 
Three-of-a-Kind 3 x Ante 2 x Ante 

TWo Pair 2 x Ante 2 x Ante 
Jacks or Better 1 x Ante 1 x Ante 

[0051] The multi-opportunity, risk vs. reWard, play?eld 
style gaming platform may reveal the entire game play?eld 
at the end of game play, thereby alloWing players to knoW 
the exact location of every positive and negative impact 
square. Even though this revelation has no impact on future 
distributions, the display is of interest to players Who are 
more inclined to believe that past events in?uence future 
probabilities, even though that is not the actuality of the 
performance of a processor. 

[0052] This invention may be embodied in the form illus 
trated in the accompanying draWings, attention being called 
to the fact, hoWever, that the draWings are illustrative only, 
and that changes may be made in the speci?c construction 
illustrated. 

[0053] Referring noW to the draWings, FIG. 1 generally 
illustrates a display screen on a gaming device 10 of one 
embodiment of the present invention, Which is preferably a 
slot machine having the controls, displays and features of a 
conventional slot machine (Which includes Within the art any 
electronic or electromechanical gaming device such as video 
screens, mixed reels and video screens), such as credit 
control, credit input, player controls, processor, random 
number generation, game control, display screen, and 
optionally external communication capability such as to a 
central computer, communal screen, Wireless player access 
and the like. Gaming device 10 is constructed so that a 
player can operate gaming device 10 While standing or 
sitting. HoWever, it should be appreciated that gaming 
device 10 can be constructed as a pub-style table-top game 
(not shoWn) that a player can operate preferably While sitting 
or be part of a multiplayer platform or bank of gaming 
apparatus. Gaming device 10 can also be implemented as a 
program code stored in a detachable cartridge for operating 
a hand-held video game device or be provided as an internet 
service or game. Also, gaming device 10 can be imple 
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mented as a program code stored on a disk or other memory 
device Which a player can use in a desktop or laptop personal 
computer or other computerized platform. Gaming device 
10 can incorporate any game such as slot, poker, poker 
variants, blackjack, baccarat, pick-and-reveal symbol dis 
plays or keno. The symbols used on and in gaming device 10 
may be in mechanical, electrical or video form or combi 
nations of these. 
[0054] As illustrated in FIG. 1, gaming device 10 includes 
a coin slot 12 and bill acceptor 14 Where the player inserts 
money, coins or tokens. The player can place coins in the 
coin slot 12 or paper money in the bill acceptor 14. Other 
devices could be used for accepting payment such as readers 
or validators for credit cards or debit cards or the increas 
ingly common ticket-in-ticket-out technology. When a 
player inserts money in gaming device 10, a number of 
credits corresponding to the amount deposited is shoWn in a 
credit display 16. The present invention preferably employs 
or uses credits, hoWever, the present invention is not limited 
to the use of inserted credits and contemplates employing 
other units of value such as money or access to a player 
account in a central storage for player credit. For purposes 
of describing and claiming this invention, the term “credit” 
includes any unit of value such as a gaming device credit or 
actual money. 
[0055] After depositing the appropriate amount of money 
or establishing credit to risk for a game, a player can begin 
the game by pulling arm 18 or by pushing play button 20, 
touching a touch screen Wager function or by automated 
entry at time intervals or upon placing a maximum number 
of credits at risk for a game. Play button 20 can be any play 
activator used by the player Which starts any game or 
sequence of events in the gaming device. 
[0056] Referring to FIG. 1, gaming device 10 also 
includes a bet display 22 and a bet one button 24. The player 
places a bet by pushing the bet one button 24. The player can 
increase the bet by one credit each time the player pushes the 
bet one button 24. When the player pushes the bet one button 
24 or after the bet button has been pressed and the actual 
game play begins, the number of credits shoWn in the credit 
display 16 decreases by one or the number of credits entered 
in the Wager, as by depressing the single bet button multiple 
times or by depressing a maximum bet button, and the 
number of credits shoWn in the bet display 22 increases by 
one or the Wagered amount. 

[0057] Gaming device 10 also has a video display 28 
Which contains a plurality of frames 30, preferably at least 
four by six or three by ?ve columns and roWs (or any other 
number combinations, such as 10x12, 12x12, 12x30 and the 
like) in video form to display the masking symbols and then 
the player selects individual ones of the displayed masking 
symbols in the frames. Each frame 30 displays at least one 
symbols such as bells, hearts, martinis, fruits, cactuses, 
numbers, cigars, letters, bars, poker cards, letters, Words or 
other images, Which preferably correspond to a theme asso 
ciated With the gaming device 10. If the collection of frames 
displayed are provided by reels or frames 30 preferably are 
in video form, the gaming device 10 preferably displays the 
video reels 30 in the display device. Furthermore, gaming 
device 10 preferably may include speakers 34 for making 
sounds or playing music. 

[0058] A player may “cash out” and thereby receive a 
number of coins corresponding to the number of remaining 
credits by pushing a cash out button 26. When the player 



US 2008/0058089 A1 

“cashes out,” the player receives the coins in a coin payout 
tray 36. The gaming device 10 may employ other payout 
mechanisms such as credit slips redeemable by a cashier or 
electronically recordable cards that keep track of the play 
er’s credits. 

[0059] With respect to electronics, the controller of gam 
ing device 10 preferably includes the electronic con?gura 
tion that may generally have a processor; a memory device 
for storing program code or other data; a display device (i.e., 
a liquid crystal display, CRT, ?at screen, plasma screen, 
light-emitting diode, or any other image display); a plurality 
of speakers; and at least one input device. The processor is 
preferably a microprocessor or microcontroller-based plat 
form that is capable of displaying images, symbols and other 
indicia such as images of people, characters, places, things 
and faces of cards. The memory device can include random 
access memory (RAM) for storing event data or other data 
generated or used during a particular game. The memory 
device can also include read only memory (ROM) for 
storing program code, Which controls the gaming device 10 
so that it plays a particular game in accordance With appli 
cable game rules and pay tables. 
[0060] The player preferably uses input devices, such as 
an arm, play button, the bet one button and the cash out 
button to input signals into gaming device 10. Atouch screen 
and an associated touch screen controller are preferably used 
in conjunction With a display device described in detail 
beloW. Touch screen and touch screen controller are con 

nected to a video controller and processor. A player can 
make decisions and input signals into the gaming device 10 
by touching the touch screen at the appropriate places. The 
processor can be connected to coin slot or bill acceptor or 
any other credit device. The processor can be programmed 
to require a player to deposit a certain amount of money in 
order to start the game. 

[0061] It should be appreciated that although a processor 
and memory device are preferable implementations of the 
present invention, the present invention can also be imple 
mented using one or more application-speci?c integrated 
circuits (ASlC’s), FPGAs (Field Programmable Gated 
Arrays) or other hard-Wired devices, or using mechanical 
devices (collectively referred to herein as a “processor”). 
Furthermore, although the processor and memory device 
preferably reside on each gaming device 10 unit, it is 
possible to provide some or all of their functions at a central 
location such as a netWork server for communication to a 

playing station such as over a local area netWork (LAN), 
Wide area netWork (WAN), lntemet connection, microWave 
link, and the like. For purposes of describing the invention, 
the controller includes the processor and memory device. 

[0062] Referring to FIG. 1, to operate the gaming device 
10, the player must insert the appropriate amount of money 
or tokens at a coin slot or bill acceptor and then pull the arm 
or push the play button. The frames Will then be available for 
selection. Eventually, at least some of the frames Will be 
selected to expose symbols as part of the game. As long as 
the player has selections remaining, the player can select 
frames again. Depending upon What the frames reveal, the 
player may or may not Win additional credits. 

[0063] In addition to Winning credits in this manner, 
gaming device 10 preferably may also give players the 
opportunity to Win credits in a bonus round. This type of 
gaming device 10 Will include a program that Will automati 
cally begin a bonus round When the player has achieved a 
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qualifying condition in the game. This qualifying condition 
can be a particular arrangement of indicia on the display 
WindoW. The gaming device 10 also includes a display 
device such as a display device shoWn in FIG. 1 enabling the 
player to play the bonus round. Preferably, the qualifying 
condition is a predetermined combination of indicia appear 
ing on a plurality of frames such as those provided by reels 
30. As illustrated in the three reel slot game shoWn in FIG. 
1, the qualifying condition could be the text “BONUS!” 
appearing in the same location on three adjacent frames. 

[0064] Turning noW descriptively to the draWings, in 
Which similar reference characters denote similar elements 
throughout the several vieWs, the attached ?gures illustrate 
a multi-opportunity, risk vs. reWard, play?eld-style gaming 
platform, Which comprises a standalone video-based casino 
gaming softWare platform that incorporates a unique play 
?eld-style design offering players multiple opportunities to 
make risk versus reWard decisions that ultimately affect the 
outcome of game play. The platform can be customiZed With 
various gaming themes and casino speci?ed odds, payout 
ranges, and priZes. The softWare platform controls all func 
tions of the game including the player interface, Which 
alloWs the player to interact With the game, the gaming 
engine, Which controls hoW the game plays out based upon 
player input, and the management interface, Which alloWs 
the game manufacturer and casinos to customiZe various 
parameters of the game, employ security and game tracking 
measures, and access various reporting features. The player 
interface, gaming engine, and management interface are not 
individual components, but rather functions of the softWare 
platform as a Whole. Since player and management inter 
faces are relatively standardized throughout the video-based 
casino gaming industry, the softWare platform component 
description Will concentrate on the unique, game play spe 
ci?c functions of the gaming engine. Positive impact squares 
are assigned to the game play?eld though the softWare 
platform based upon manufacturer and casino speci?ed odds 
for each “Coin-In” credit level and value of game play. 
Negative impact squares are assigned to the game play?eld 
though the softWare platform based upon manufacturer and 
casino speci?ed odds for each “Coin-In” credit level and 
value of game play. Indifferent squares are assigned to the 
game play?eld though the softWare platform based upon 
manufacturer and casino speci?ed odds for each “Coin-In” 
credit level and value of game play. The status and infor 
mation area legend is updated through the softWare platform 
and reports important game play information to players, 
thereby alloWing them to make more informed decisions 
throughout the course of their gaming experience. Game 
themes consist of graphics, sound effects, animations, mul 
timedia presentations and physical displays Which may be 
applied to the softWare platform and areas surrounding the 
game to attract players, maintain their interest, and provide 
a unique, fun-?lled gaming experience. 
[0065] By using a SAFE choice, the symbol revealed by a 
SAFE choice, all effects of a negative impact square are 
neutraliZed. Once SAFE choices are gone, the player may 
collect existing payments or proceed With the exercise of 
RISK choices Which place some or all of the accumulated 
aWards at risk. Player can determine When to stop placing 
funds at risk. 

[0066] The softWare platform controls all functions of the 
game including the player interface, Which alloWs the player 
to interact With the game, the gaming engine, Which controls 
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hoW the game plays out based upon player input, and the 
management interface, Which allows the game manufacturer 
and casinos to customize various parameters of the game, 
employ security and game tracking measures, and access 
various reporting features. The player interface, gaming 
engine, and management interface are not individual com 
ponents, but rather functions of the software platform as a 
Whole. Since player and management interfaces are rela 
tively standardized throughout the video-based casino gam 
ing industry, the softWare platform component description 
Will concentrate on the unique, game play speci?c functions 
of the gaming engine. While the RNG remains a necessary 
component of slot machine and video-based casino gaming, 
it can be used in a different manner to produce a neW style 
of casino game With far-reaching appeal. Consider the 
folloWing promotional marketing concept: “Every Game 
Can WinliThe Choice Is Up To You . . . Feeling Lucky?” 
Players Will soon discover that the RNG can be used to setup 
initial game play, rather than calculate a ?nal outcome, 
thereby alloWing players to be more in control of hoW their 
game play progresses. The softWare platform utiliZes the 
RNG to populate the game play?eld at the start of the game 
and manages player interaction, choices and outcomes. 
Software platform functions include establishing the layout 
of the game play?eld, the level of player interaction based 
upon allocated credits, the population of the game play?eld, 
and the management and execution of game play results. 
Casinos Will experience neW revenue streams backed by the 
security of programmable game play odds. Example Game 
LayoutiFor example, as illustrated in FIG. 1, the game may 
consist of a 10 by 12 “play?eld area” grid, yielding 120 
individual cells or squares. These squares are “marked” by 
the RNG at the beginning of game play to either remain 
empty or hold a speci?c content. The player is then 
instructed to select one square from the “play?eld” of 120. 
Upon con?rmation of the player’s selection, the result of the 
square is revealed. Hence the “play?eld is set” at the very 
beginning of the game and the resultsipositive, negative or 
indi?ferentiare determined entirely by the player’ s choices. 
Players are alloWed to continue selecting squares based upon 
casino selectable values speci?ed at each “Coin-In” credit 
level of play. In addition to the game play?eld, as illustrated 
in FIG. 1, 2, is a status and information area displaying a 
legend of the available contents in the remaining unselected 
squares, the number of player selections remaining, and 
game play messages and con?rmations. Example Game 
“Coin-In” Credit Levels of PlayiWhile this game may be 
deployed using a variety of credit denominations, this 
example Will employ a $1.00 credit value. Like most forms 
of mechanical and video-based casino games, multiple cred 
its may be played to enhance possible outcomes. This 
example uses a 1-5 credit per play style familiar to Video 
Poker enthusiasts: l Credit-3 “protected” or SAFE selec 
tions folloWed by 1 optional “unprotected” or RISK selec 
tion(s); 2 Credits-4 “protected” or SAFE selections folloWed 
by 2 optional “unprotected” or RISK selections; 3 Credits-5 
“protected” or SAFE selections folloWed by 3 optional 
“unprotected” or RISK selections; 4 Credits-6 “protected” or 
SAFE selections folloWed by 4 optional “unprotected” or 
RISK selections; and 5 Credits-7 “protected” or SAFE 
selections folloWed by 5 optional “unprotected” or RISK 
selections. The contents of a square may be positive, nega 
tive, or indi?ferent, hoWever; When a player makes a “pro 
tected” or SAFE selection, the contents of negative impact 
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squares are rendered inactive. Only When a player makes an 
“unprotected” or RISK selection can their game play be 
adversely affected. With each credit allocated to the game, 
increases in the number of positive impact squares and 
additional types of positive impact squares Will be assigned 
to the play?eld and re?ected in the status and information 
area legend. 

[0067] Positive impact squares are assigned to the game 
play?eld though the software platform based upon manu 
facturer and casino speci?ed odds for each “Coin-In” credit 
level and value of game play. Types or categories of positive 
impact squares contain bene?ts and/or aWards Which posi 
tively affect the outcome of game play for the player. The 
softWare platform Will employ positive impact squares 
including: (I) Credit Squares, (II) Credit Match-Up Squares, 
(III) “WILD” Credit Match-Up Squares, (IV) Credit Mul 
tiplier Squares, (V) Spell-Out Squares in the forms of (A) 
Spell-Out PriZe With Multiples of Component Squares, and 
(B) Spell-Out PriZe With Single Component Squares With (1) 
W-I-N Feature, (2) G-A-M-E Feature, (3) B-O-N-U-S Fea 
ture, (4) J-A-C-K-P-O-T Feature, and (5) J-A-C-K-P-O-T 
With B-O-N-U-S Feature, (VI) Sequential Cash AWard 
Squares, (VII) Instant Win PriZe AWard Squares, (VIII) 
Remove “Empties” Squares, and (IX) “Make Safe” Selec 
tion Squares. (I) Credit Squares4Contain a positive numeri 
cal value of game play credits to be added to the player’s 
“credit bank” at the end of game play. This is an independent 
Win square; meaning that additional squares are not required 
to be selected in order for the contents of the credit square 
to be aWarded to the player. The value of credit squares 
range from one credit to the casino speci?ed maximum. In 
this example game, credit square values Will include 1, 2, 3, 
4, 5, l0, and 25 credits. The quantity of each value of credit 
square and the total number of credit squares is established 
by the casino for each “Coin-In” credit level of play. (II) 
Credit Match-Up SquaresiContain a positive numerical 
value of game play credits to be added to the players “credit 
bank” at the end of game play, provided the player can match 
tWo or more of the same credit match-up squares. This is a 
dependent Win square; meaning that in order for the player 
to collect the credits indicated in the square, tWo or more 
matching squares must be selected by the player before the 
end of game play. Values of credit match-up squares along 
With the number of matching squares required to aWard the 
value of the squares are speci?ed by the casino. In this 
example game, credit match-up square values Will include 
Match-25 (2 required, 4 available), Match-50 (2 req., 4 
avail.), and a Tri-Match-lOO (3 req., 3 avail.). If a player 
selects more than the required number of the same credit 
match-up square, the player Will receive the same match-up 
value for each additional match-up square as a bonus. For 
example, if a player uncovers four Match-25 and 3 Match-50 
credit match-up squares, the player Will be aWarded 25 
credits for the 2 required Match-25 squares With a 50 credit 
bonus for the tWo additional Match-25 squares, and 50 
credits for the 2 Match-50 squares With a 50 credit bonus for 
the one additional Match-50 square. The variety, value, 
number required, and number available of credit match-up 
squares is established by the casino for each “Coin-In” credit 
level of play. While credit match-up squares can and should 
be included on every “Coin-In” credit level of play, it is 
suggested that larger match-up values and extra matching 
squares be reserved for 3 “Coin-In” credit or higher levels of 
play. (III) “WILD” Credit Match-Up SquaresiThis square 
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can match with any credit match-up square and will imme 
diately take on the value of the ?rst credit match-up square 
revealed. If a player has uncovered two or more different 

credit match-up squares prior to revealing the WILD match 
up square, it will be matched with the highest value credit 
match-up square that produces a credit award. If a higher 
value credit match-up square is revealed, the WILD match 
up square will change to match the higher value square as 
long as the match produces a credit award. For example, if 
a player has revealed one Match-25 and one Tri-Match-l00 
followed by a WILD-Match square, the WILD-Match 
square would pair with the Match-25, the highest value 
match-up square that produces a credit award. If the player 
then reveals one Match-50, the WILD-Match square would 
change value to pair with the Match-50. If the player then 
reveals another Tri-Match-l00, the WILD-Match square 
would change value to match the two Tri-Match-l00 squares 
to form the required 3 match-up squares necessary to award 
the match-up credit. The number of available “WILD” 
match-up squares is established by the casino for each 
“Coin-In” credit level of play. It is suggested that “WILD” 
match-up squares begin to appear on the 3 “Coin-In” credit 
level of play, with extra “WILD” match-up squares on 4-5 
“Coin-In” credit levels of play. (IV) Credit Multiplier 
Squares4Contain a positive numerical value that acts as a 
multiplier to be applied to game play credits accumulated 
during the round at the end of game play. This is a dependent 
win square, meaning that credit squares and/or credit match 
up squares meeting match-up requirements are required to 
be selected in order for the contents of the credit multiplier 
square to be awarded to the player. In essence, a credit 
multiplier square with no credits to multiply has no indi 
vidual intrinsic value. Values of credit multiplier squares 
along with the number of available multiplier squares are 
speci?ed by the casino. In this example game, credit mul 
tiplier square values will include Credits-><2 (with up to 3 
Credit-><2, available). If a player selects one or more credit 
multiplier squares, the credit multiplier value is increased 
accordingly and applied to the total number of credits won 
from credit and/or credit match-up squares at the end of the 
game. For example, if a player uncovers two Credit-><2, a 5 
credit, and two Match-25 squares, at the end of the round, 30 
credits will be multiplied by 4 for a total of 120 credits won. 
The variety, value, and number of available of credit mul 
tiplier squares is established by the casino for each “Coin 
In” credit level of play. It is suggested that credit multipliers 
begin to appear on the 2 “Coin-In” credit level of play, with 
larger and extra credit multiplier squares reserved for 3-5 
“Coin-In” credit levels. (V) Spell-Out Squares-Contain 
portions of an easily identi?able word, phrase, abbreviation, 
acronym, etc. that requires the player to uncover all com 
ponent squares before the end of the round in order to 
acquire the corresponding award. Spell-out squares are 
dependent win squares resulting in an all or nothing outcome 
and possess no individual intrinsic value. Spell-out squares 
typically range from 3 to 7 component squares in length and 
can be assigned values according to the “theme” and credit 
value of the game. Component squares are not interchange 
able between prizes, for example, if two or more spell-out 
square prizes contain the letter “O”, the component square 
for each is unique and marked accordingly with graphics 
indicating to which prize the component “0” belongs. To 
avoid confusion and build excitement, the legend will 
update an image of the prize as each component square is 
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revealed. Some spell-out square prizes may have multiples 
of certain component squares, while others populate only a 
single square for each component. (A) Spell-Out Prize with 
Multiples of Component Squares-For example, the spell 
out phrase “How Sweet It Is” is a 4-component square prize 
resulting in the award of a theme-speci?c prize (such as a 
gold bracelet), a casino-speci?ed credit bonus, or a theme 
speci?c bonus round. The components of the phrase are 
“How”, “Sweet”, “It” and “Is”. During game play, two 
“How”, one “Sweet”, two “It”, and two “Is” component 
squares may populate the ?eld. Regardless of how many 
“How”, “It”, and “Is” components the player acquires, the 
single “Sweet” component is required to win. Every game, 
the components are randomized so only one becomes a 
single instance component while the remaining components 
are assigned to multiple squares. This keeps game play fresh 
as the player is unaware if they have revealed the single 
instance component square of the spell-out prize. (B) Spell 
Out Prize with Single Component Squares-There are cer 
tain common words ideal for spell-out prizes, including 
certain auto manufacturers and models such as C-H-E-V-Y, 
D-O-D-G-E, C-A-M-R-Y, and H-U-M-M-E-R to name a 
few. Even T-R-I-P, T-R-U-C-K or J-E-T-S-K-I can be used 
for prizes at the casino’s discretion based upon credit value 
and “Coin-In” level of play. There are several reserved 
spell-out prizes with single component squares that invoke 
additional “bonus rounds” of game play or a progressive 
payout. These terms are W-I-N, G-A-M-E, B-O-N-U-S, and 
J-A-C-K-P-O-T, which become available at the 2nd, 3rd, 
4th, and 5th “Coin-In” levels of play respectively. Option 
ally, graphical elements may be used in place of each of the 
individual Spell-Out Prize Component Square letters to 
streamline the appearance of the legend and the play?eld 
and reduce potential player confusion. When a player uncov 
ers the ?nal component of the spell-out prize W-I-N, a 
special feature is activated. (1) W-I-N Feature-Each letter 
appears to “spin”, displaying random credit values between 
a casino-established maximum and minimum range, based 
on the “Coin-In” level of play. The player is instructed to 
choose one of the “spinning W-I-N” squares, which locks in 
a randomly selected number of credits. This continues until 
each W-I-N square displays a locked-in number of credits. 
These credits are then added to the round total credits, which 
can be affected by credit multiplier squares, and normal 
game play resumes. In this example game, the minimum and 
maximum ranges for each “Coin-In” level of play are 10-40 
for 2 credits, 30-60 for 3 credits, 50-80 for 4 credits, and 
70-100 for 5 credits. In lieu of the W-I-N Feature, a 
micro-progressive or ?xed amount jackpot may be awarded 
at the casino’s discretion, based on the credit value of the 
associated games. An alternative W-I-N feature will launch 
a separate bonus screen from which the player may choose 
from a variety of graphic elements on the screen to reveal 
their W-I-N bonus. After the player receives their revealed 
bonus, the remaining graphic elements reveal the unselected 
bonus amounts, the play?eld is restored, and game play 
continues. When a player uncovers the ?nal component of 
the spell-out prize G-A-M-E, a special round and play?eld 
is immediately launched. (2) G-A-M-E Feature-The new 
G-A-M-E play?eld consists of a grid of ?fteen squares, each 
containing random credit values based upon the “Coin-In” 
level of play. Nine of the squares will contain average 
random credit values, four of the squares will contain above 
average random credit values, and the remaining two 
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squares Will contain large random credit values. The player 
is instructed to pick one square at a time up to the number 
of credits played. In other Words: 3 selections for 3 credits; 
4 selections for 4 credits; and 5 selections for 5 credits. After 
each selection, the credit value for the selected square is 
revealed. After all selections have been made, the credits 
from the selected squares are added to the round total 
credits, Which can be affected by credit multiplier squares, 
the remaining G-A-M-E squares are brie?y revealed to the 
player, the original game play?eld returns, and normal game 
play resumes. In this example game, the minimum and 
maximum G-A-M-E play?eld square credit value ranges for 
each “Coin-In” level of play are: 25-50 (average), 50-75 
(above avg.), and 100-150 (large) for 3 credits; 50-75 
(average), 75-100 (above avg.), and 150-200 (large) for 4 
credits; 75-100 (average), 100-125 (above avg.), and 200 
250 (large) for 5 credits. When a player uncovers the ?nal 
component of the spell-out prize B-O-N-U-S, the game is 
immediately frozen, and a “summon attendant” signal is 
issued. (3) B-O-N-U-S FeatureiUpon arrival, the attendant 
noti?es the player of the magnitude of the B-ON-U-S prize, 
unfreezes the game, and remains to assist the player With any 
questions concerning the completion of the game play 
round. At the end of the round, if the player has not lost or 
otherWise forfeited the B-O-N-U-S prize by making an 
“unprotected” or RISK selection of a negative impact 
square, the player is escorted to a VIP area and prepared to 
participate in the B-O-N-U-S game. The B-O-N-U-S game 
consists of a physical display located in close proximity to 
the game, and decorated in accordance With the game’s 
underlying design them. At a pre-scheduled time, the player 
is escorted to the display With abundant fanfare and cheering 
from on-looking casino patrons Who have been earlier 
noti?ed of the event. The player is introduced to the croWd 
and prompted to select one of tWenty game-themed “boxes”. 
The prize, of signi?cant value in accordance With the credit 
value of the game, and chosen speci?cally to match the 
theme of the game, is removed from the selected box and 
revealed to the player and attending audience. The entire 
event is captured on video, Which Will be displayed as part 
of the “attract mode” of the games, used for casino promo 
tion, and given to the player as a gift and memory of their 
“big Win”. Should the player elect to not participate in the 
B-O-N-U-S game or refuse sign the release forms necessary 
to record and replay the event, a cash aWard equal to the fair 
market value of the smallest prize Will be alternately 
aWarded. In lieu of the B-O-N-U-S Feature, a mini-progres 
sive or ?xed amount jackpot may be aWarded at the casino’s 
discretion, based on the credit value of the associated games. 
When a player uncovers the ?nal component of the highest 
level spell-out prize J -A-C-K-P-O-T, both the game and 
Progressive Jackpot meter are immediately frozen, and a 
“summon attendant” signal is issued. (4) J -A-C-K-P-O-T 
FeatureiUpon arrival, the attendant noti?es the player of 
the immense magnitude of the J -A-C-K-P-O-T prize, 
unfreezes the game, and remains to assist the player With any 
questions concerning the completion of the game play 
round. At the end of the round, if the player has not lost or 
otherWise forfeited the J -A-C-K-P-O-T prize by making an 
“unprotected” or RISK selection of a negative impact 
square, the player is escorted to a VIP area and aWarded the 
amount of the Progressive Jackpot. The presentation of an 
over-sized check made out to the player in the amount of the 
Progressive Jackpot is captured on video, Which Will be 
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displayed as part of the “attract mode” of the games, used for 
casino promotion, and given to the player as a gift and 
memory of their “big Win”. (5) J-A-C-K-P-O-T With B-O 
N-U-S FeatureiAvailable only on the 5th “Coin-In” level 
of play, this feature requires all seven J -A-C-K-P-O-T and 
all ?ve B-O-N-U-S letters to be revealed. This is the most 
dif?cult aWard to achieve, and upon Winning, the player 
receives the opportunity to participate in the B-O-N-U-S 
game, the Progressive Jackpot, and a $5,000,000 Super Prize 
aWarded in either a lump sum or annual installments. The 
entire event, including the B-O-N-U-S game and the pre 
sentation of both over-sized Progressive Jackpot and 5 
Million Dollar checks, is captured on video, Which Will be 
displayed as part of the “attract mode” of the games, used for 
casino promotion, and given to the player as a gift and 
memory of their “big Win”. In lieu of the J-A-C-K-P-O-T 
With B-O-N-U-S Feature, a multi-tier progressive jackpot 
system may be employed With “Mini-Pot”, “Midi-Pot”, and 
“Mega-Pot” progressive jackpot meters or ?xed amount 
jackpots (corresponding to 5, 6, and 7 letter Spell-Out Prize 
With Single Component Squares) to be aWarded at the 
casino’s discretion, based on the credit value of the associ 
ated games. In such case, the player Would receive multiple 
jackpots for revealing all necessary squares for multiple 
Spell-Out prizes. (VI) Sequential Cash AWard Squaresi 
Contain a single-digit positive numerical value that sequen 
tially ?lls the Cash Prize in the legend from right to left. 
These squares begin to appear on the 3 “Coin-In” credit level 
of play With one square for each “Coin-In” credit played. 
The values of each square range from 1 to the “Coin-In” 
credit level played. In other Words, for our example game: 
On the 3 “Coin-In” credit level there are 3 squares contain 
ing the numbers 1-3; On the 4 “Coin-In” credit level there 
are 4 squares containing the numbers 1-4; On the 5 “Coin 
In” credit level there are 5 squares containing the numbers 
1-5. Each time a sequential cash aWard square is revealed, 
the Cash Prize gains an additional digit based on the value 
of the square revealed. The Cash Prize is aWarded at the 
successful completion of the game play round and selection 
of the cash-out button either as a redeemable “dispensed 
ticket” or by attendant payout depending upon the size of the 
cash prize. Sequential Cash AWards are cash prizes and, 
unlike credits acquired through credit and credit match-up 
squares, are not affected by credit multiplier squares. In our 
example, a 3 “Coin-In” game can generate the folloWing 
Cash Prizes: $0.10, $0.20, $0.30, $1.20, $1.30, $2.10, $2.30, 
$3.10, $3.20, $12.30, $13.20, $21.30, $23.10, $31.20 & 
$32.10. A 4 “Coin-In” game Would have maximum Cash 
Prize of $432.10 and a 5 “Coin-In” game Would have a 
maximum Cash Prize of $5,432.10. The quantity and 
numeric value of sequential cash aWard squares can be 
customized according to credit value. For example, a $0.50 
credit value game may utilize only three sequential cash 
aWard squares beginning With one square at the 3 “Coin-In” 
level of play, and adding additional squares on 4-5 “Coin-In” 
levels for maximum payouts of $0.30, $3.20, and $32.10 
respectively. A $5 credit value game Would feature the full 
?ve sequential cash aWard squares With no decimal places 
and values randomly ranging from 1-9 for a maximum 
potential payout of $99,999. (VII) Instant Win Prize AWard 
SquaresiContain a graphic representation of a prize to be 
aWarded to the player at the end of game play. This is a 
single Win square; meaning that additional squares are not 
required to be selected in order for the contents of the instant 
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Win prize square to be awarded to the player. Instant Win 
Prizes are typically property speci?c awards, such as casino 
branded merchandise, dining and spa gift certi?cates, shoW 
tickets, rounds of golf, and transportation and room vouch 
ers. Basically, anything the casino typically uses as a “comp” 
can be integrated as an Instant Win Prize, thereby alloWing 
both the casual and dedicated player the opportunity of 
Winning reWards that are typically reserved for table game 
players. Availability and frequency of Instant Win Prizes are 
assigned based upon “Coin-In” credit level of play and 
credit value of the game. The legend Will re?ect the number 
of included Instant Win Prizes; hoWever, the player Will not 
knoW Which prizes have been assigned to the game round. 
Higher “cost” Instant Win Prizes may populate less fre 
quently than prizes Whose “value” greatly exceeds their 
internal “cost” to the casino. For example, a $0.50 credit 
value game may offer T-shirts, leather jackets, poker chip 
sets, bulfet vouchers and room upgrades as Instant Win 
Prizes With the loWer “cost” T-shirts and bu?fet vouchers 
appearing most frequently. A $5 credit value game may offer 
premium seating at popular on-property shoWs, complete 
meals at signature dining venues, full-day spa experiences, 
value-speci?ed shopping sprees at on-property merchants, 
and return trip airfare and accommodations for a future 
on-property stay, With the loWer “cost” full-day spa experi 
ence, signature dining, and return trip With accommodations 
appearing most frequently. Instant Win Prizes are not subject 
to credit multiplier squares; hoWever, they can be adversely 
affected by negative impact squares. For casinos not Wishing 
to offer physical prizes, comp points may be aWarded either 
by posting directly to an inserted Player’s Card or printed on 
a redeemable “dispensed ticket”. This feature may also be 
disabled With no Instant Win squares appearing in the game. 
(VII) Remove “Empties” Squares4Contain a single-digit 
positive numerical value of empty squares to be revealed 
and removed from the current round of game play. This is an 
action square, meaning that it holds no intrinsic value to be 
Won or lost, and upon selection, empty squares are randomly 
removed immediately, and the player is instructed to select 
again, as revealing a Remove “Empties” square does not 
cost the player a selection. The removal of empty squares 
increases the odds that the player Will select a positive 
impact square While making their “protected” or SAFE 
selections. Squares that are marked to contain negative 
impact results When the selections become “unprotected” or 
RISK selections Will not be affected. Removing a quantity of 
empty squares aids the player during their “protected” or 
SAFE selection stage, yet also increases the general odds of 
the player selecting a negative impact square during the 
“unprotected” or RISK selection stage. In our example 
game, a Remove-5 “Empties” square Will be added at each 
“Coin-In” level of play from 1-4 for a maximum possible 
total of 5, l0, l5, and 20 empty squares to be removed on 
each level respectively. To increase the speed of game play, 
this feature may be disabled. (IX) “Make Safe” Selection 
Squares4Contain a single-digit positive numerical value of 
“unprotected” or RISK selections to convert to “protected” 
or SAFE selections during the current round of game play. 
This is an action square, meaning that it holds no intrinsic 
value to be Won or lost, and upon selection, the speci?ed 
number of “unprotected” or RISK selections is immediately 
converted to “protected” or SAFE selections, the player is 
noti?ed of the change (i.e. “You noW have 8 protected or 
SAFE and 4 unprotected or RISK selections”) and instructed 
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to select again as revealing a “Make Safe” Selection square 
does not cost the player a selection. It simply converts a 
speci?ed number of remaining “unprotected” or RISK selec 
tions into “protected” or SAFE selections. These squares 
begin to appear on the 3 “Coin-In” credit level of play, and 
the number and value of available “Make Safe” Selection 
squares should not meet or exceed the quantity of “unpro 
tected” or RISK selections on each level. For example: The 
3 “Coin-In” credit level contains 2 Safe-I Selection Squares; 
The 4 “Coin-In” credit level contains 3 Safe-l Selection 
Squares; The 5 “Coin-In” credit level contains 2 Safe-l and 
l Safe-2 Selection Squares. In this con?guration, even if all 
“Make Safe” Selection squares are revealed, the player Will 
still have the opportunity to make at least one “unprotected” 
or RISK selection during game play. If a player reveals a 
“Make Safe” Selection square on an “unprotected” or RISK 
selection, they are prompted to select again, only this time 
as a “protected” or SAFE selection. After the “Make Safe” 
Selection has been made, the player returns to their remain 
ing “unprotected” or RISK selections. If a player reveals a 
Safe-2 “Make Safe” Selection square on their last selection, 
they Will be prompted to select again as a “protected” or 
SAFE selection. HoWever, since there are no remaining 
“unprotected” or RISK selections to convert to “protected” 
or SAFE status, the second “Make Safe” Selection remains 
unused, and the round ends. To increase the speed of game 
play, this feature may be disabled. 

[0068] Negative impact squares are assigned to the game 
play?eld though the software platform based upon manu 
facturer and casino speci?ed odds for each “Coin-In” credit 
level and value of game play. Types or categories of negative 
impact squares contain draWbacks and/or forfeitures Which 
adversely affect the outcome of game play for the player and 
are active only When the player makes an “unprotected” or 
RISK selection. The softWare platform Will employ negative 
impact squares including: (I) End Round Squares, (II) Lose 
Spell-Out Squares, (III) Lose Credit Multiplier Squares, (IV) 
Lose Sequential Cash AWard Squares, (V) Lose Instant Win 
Prize AWard Squares, (VI) Lose 1/2 Acquired Credits 
Squares, (VII) Lose ALL Acquired Credits Squares, (VIII) 
Variations of Negative Impact Squares. (I) End Round 
SquaresiContain a themed graphic indicating the round has 
come to an end. This is an action square, meaning that its 
effect is immediate. Of all the negative impact squares, this 
is the least damaging, merely forcing the player to lose any 
remaining “unprotected” or RISK selections. The round 
terminates With any Winnings being delivered to the player. 
(II) Lose Spell-Out Squares4Contain a themed graphic 
indicating that the player must forfeit all Spell-Out squares 
accumulated. This is an action square, meaning that its effect 
is immediate. If a player has a completed Spell-Out square 
prize, it is also immediately forfeited. The player may 
continue to acquire remaining Spell-Out squares after 
uncovering this square; hoWever, any previously selected 
Spell-Out squares that are lost as a result cannot be recov 
ered in this round. (III) Lose Credit Multiplier Squaresi 
Contain a themed graphic indicating that the player must 
forfeit all Credit Multiplier squares accumulated. This is an 
action square, meaning that its effect is immediate. The 
player may continue to acquire remaining Credit Multiplier 
squares after uncovering this square; hoWever, any previ 
ously selected Credit Multiplier squares that are lost as a 
result cannot be recovered in this round. (IV) Lose Sequen 
tial Cash AWard SquaresiContain a themed graphic indi 
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cating that the player must forfeit all Sequential Cash Award 
squares accumulated. This is an action square, meaning that 
its effect is immediate. The player may continue to acquire 
remaining Sequential Cash AWard squares after uncovering 
this square; however, any previously selected Sequential 
Cash AWard squares that are lost as a result cannot be 

recovered in this round. (V) Lose Instant Win Prize AWard 
Squares4Contain a themed graphic indicating that the 
player must forfeit all Instant Win Prize AWard squares 
accumulated. This is an action square, meaning that its effect 
is immediate. The player may continue to acquire remaining 
Instant Win Prize AWard squares after uncovering this 
square; hoWever, any previously selected Instant Win Prize 
AWard squares that are lost as a result cannot be recovered 
in this round. (VI) Lose 1/2 Acquired Credits Squaresi 
Contain a themed graphic indicating that the player must 
forfeit 1/2 of their accumulated credits. This includes credits 
received through Credit and Credit Match-Up squares, as 
Well as the W-I-N and G-A-M-E features. This is an action 
square, meaning that its effect is immediate. The player may 
continue to acquire credits after uncovering this square. 
Credit Match-Up squares continue to function normally, 
even if 1/2 of the credits aWarded for an existing match are 
lost. (VII) Lose ALL Acquired Credits SquaresiContain a 
themed graphic indicating that the player must forfeit ALL 
of their accumulated credits. This includes credits received 
through Credit and Credit Match-Up squares, as Well as the 
W-I-N and G-A-M-E features. This is an action square, 
meaning that its effect is immediate. The player may con 
tinue to acquire credits after uncovering this square. Credit 
Match-Up squares continue to function normally, even if 
ALL of the credits aWarded for an existing match are lost. 
(VIII) Variations of Negative Impact SquaresiContain 
combinations of tWo or more types of negative impact 
squares at the discretion of the casino (i.e. Lose it ALL). 
Negative impact squares are initially deployed by the RNG 
at the beginning of the round; hoWever, they remain inactive 
until the player reaches their ?rst “unprotected” or RISK 
selection. At the casino’s discretion, negative impact squares 
may be completely or partially deployed throughout the 
“unprotected” or RISK selections according to each “Coin 
In” credit level of play. In our example game, negative 
impact squares are deployed as folloWs: The l “Coin-In” 
credit level 100% on 1st and only “unprotected” or RISK 
selection; The 2 “Coin-In” credit level 50% each on lst-2nd 
“unprotected” or RISK selections; The 3 “Coin-In” credit 
level 33% each on lst-3rd “unprotected” or RISK selections; 
The 4 “Coin-In” credit level 25% each on lst-4th “unpro 
tected” or RISK selections; and The 5 “Coin-In” credit level 
20% each on lst-5th “unprotected” or RISK selections. At 
the casino’ s discretion, the game can inform the player of the 
number of active negative impact squares and/or risk per 
centage of selecting a negative impact square prior to each 
“unprotected” or RISK selection. If a player selects a 
negative impact square during a “protected” or SAFE selec 
tion or an inactive negative impact square during an “unpro 
tected” or RISK selection, the “penalty” is revealed to the 
player and the square is “destroyed” rendering it harmless. 
While neither helping nor harming the player, the player’s 
overall odds of Winning are slightly a?fected. It should also 
be noted that a player is not required to make any “unpro 
tected” or RISK selections. Electing to risk losing the value 
associated With prior “protected” or SAFE selections is 
completely voluntary. The player may choose to end the 
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game after making all of their “protected” selections or prior 
to making any “unprotected” or RISK selection. To increase 
the speed of game play and reduce potential player confu 
sion, a single type of negative impact square may be 
employed and populated throughout the play?eld at the 
beginning of game play. All instances of this negative impact 
square become immediately active after the player ?nishes 
making their “protected” or SAFE selections. Revealing any 
negative impact square during an “unprotected” or RISK 
selection results in the player losing all accumulated Win 
nings and immediately ends the round of game play. 
[0069] Indifferent squares are assigned to the game play 
?eld though the softWare platform based upon manufacturer 
and casino speci?ed odds for each “Coin-In” credit level and 
value of game play. Types or categories of indifferent 
squares neither help nor harm the player. The primary 
purpose of these squares is to adjust the player’s overall odds 
of Winning. The softWare platform Will employ indifferent 
squares including: (I) Empty Squares and (II) Inactive 
Negative Impact Squares. (I) Empty SquaresiContain a 
themed graphic indicating an empty square. There is no 
value or action associated With this square. Upon being 
revealed as empty, the square is “destroyed”. (II) Inactive 
Negative Impact SquaresiContain a themed graphic indi 
cating the speci?c draWback and/or forfeiture assigned. 
Upon being revealed, the player is noti?ed that the square is 
inactive, either due to their selection being “protected” or 
SAFE or an “unprotected” or RISK selection of a negative 
impact square that has yet to be activated, and the square is 
“destroyed” rendering it harmless. The calculated deploy 
ment of positive impact, negative impact and indifferent 
squares alloWs the casino to custom-tailor the odds of 
Winning speci?c prizes, as Well as the general odds of 
Winning on each “Coin-In” credit level of play. Even so, the 
player Will be made Well aWare of the fact that their gaming 
experience is not an RNG predetermined Win or loss, but an 
intricate interplay of their oWn luck coupled With their 
decision to risk current Winnings to potentially unlock even 
greater reWards. 
[0070] The play?eld approach may also be adapted to 
video poker as Well, With the entire deck of 52 electronic 
cards making up the play?eld, and the player selecting their 
initial ?ve card hand and discard replacements from all 
available choices on-screen. At the end of game play, the 
play?eld is revealed. Unlike traditional video poker, Where 
the player Will only be exposed to a maximum of the ?rst ten 
cards of the “shu?led” deck, our play?eld approach puts 
every possible choice in front of the player throughout the 
entire game. At the end of game play, the player sees Where 
everything is on the play?eld and, unlike traditional video 
poker, isn’t left Wondering “What Would have happened if I 
had played my hand differently?” Additionally, bonuses 
such as credit multipliers, bonus games, etc. may be hidden 
Within the play?eld, appearing either as extra “cards” on the 
play?eld or as “attachments” to speci?c cards on the play 
?eld. The bonuses and attachments may also be associated 
With the frames in Which the cards are provided, Within the 
frames, adjacent the frames, under the frames and the like. 
This adds yet another exciting dimension to traditional video 
poker by alloWing the player to “discover” these bonuses by 
physically making their card selections from the play?eld. In 
a Video Poker type format, for the purpose of this example, 
bonuses Will be “attachments” to speci?c cards on the 
play?eld. By utilizing this approach, bonuses may be lost or 
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forfeited if the player discards a card to Which the bonus is 
“attached”. Bonuses “attached” to cards may include but are 
not limited to: (I) Credit Multipliers, (II) Bonus Games, and 
(III) Instant Win Prizes. The game of video poker itself 
becomes revitalized, as players Will no longer be able to rely 
on their strategy cards to make the right move for the highest 
possible return on their game play. Cards in their hands that 
they Would normally discard in favor of building a stronger 
hand may suddenly be seen as intrinsically more valuable if 
a particular bonus happens to be “attached” to them. 

[0071] (I) Credit MultipliersiContain a positive numeri 
cal value that acts as a multiplier to be applied to game play 
credits accumulated during the round at the end of game 
play. This is a dependent Win bonus, meaning that the player 
must acquire a Winning poker hand as de?ned in the pay 
table in order for the associated Winning hand value (also 
de?ned in the pay table) to be multiplied by the value of the 
credit multiplier(s). In essence, credit multiplier bonuses 
Without a Winning hand value to multiply have no individual 
intrinsic value. Values of credit multiplier bonuses along 
With the number of available multiplier bonuses are speci 
?ed by the casino. In this example game, credit multiplier 
values include Credit Multiplier [x2]-[><3] With tWo Credit 
Multiplier [x2] and tWo Credit Multiplier [x3] bonuses 
available. If a player selects one or more cards With credit 
multiplier bonuses attached, the credit multiplier value is 
increased accordingly and applied to the total number of 
credits Won for a Winning poker hand as de?ned in the pay 
table at the end of the game. For example, if a player 
uncovers tWo cards With Credit Multiplier [x2] and Credit 
Multiplier [x3] attached, and at the end of the round the 
player has a Winning poker hand containing the tWo “bonus 
attached” cards that aWards 20 credits, those 20 credits Will 
be multiplied by the Bonus Multiplier value, Which in this 
case is 5 (the multiplier values are added to arrive at the 
Bonus Multiplier valueithus 2+3I5) for a total of 100 
credits Won. The variety, value, and number of available 
credit multiplier bonuses is established by the casino for 
each “Coin-In” credit level of play. Typical deployment 
scenarios Would set the maximum Bonus Multiplier value at 
10 With up to ?ve Credit Multiplier “bonus attachments” in 
play at a given time. HoWever, these values may be altered 
at the casino’s discretion. It is suggested that credit multi 
pliers be reserved for the highest “Coin-In” credit levels of 
play, With the option of charging additional credits beyond 
the video poker standard maximum of 5 “Coin-In” credits 
for the addition of Credit Multiplier bonuses to the game. In 
our example, one Credit Multiplier [x2] bonus and one 
Credit Multiplier [x3] bonus become available at the 6 
“Coin-In” credit level of play for a maximum Credit Mul 
tiplier value of 5. The remaining Credit Multiplier [x2] and 
Credit Multiplier [x3] bonuses become available at the 7 
“Coin-In” credit level of play for a maximum Credit Mul 
tiplier value of 10. 
[0072] (II) Bonus Games4Contain a graphic representa 
tion indicating a speci?c Bonus Game to be aWarded to the 
player at the end of game play should the player obtain a 
Winning poker hand as de?ned in the pay table. In order for 
the Bonus Game to be aWarded, the card to Which the Bonus 
Game is “attached” must remain in the player’s hand at the 
end of the game play. The number and type of bonus games 
available may be selected by the casino With property 
speci?c customization options available. Further, at the 
casino’s discretion, the Bonus Game may employ either a 
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static or variable aWard valuation mechanism. In other 
Words, if a static approach is used, regardless of the rank or 
the player’s Winning hand, the minimum and maximum 
aWard values of the Bonus Game remain constantithe same 
values are used if the player Wins With a pair of Jacks or 
four-of-a-kind. If a variable valuation mechanism is 
selected, the rank of the player’s Winning hand is factored 
into determining the minimum and maximum aWard values 
of the Bonus Game. A player aWarded a Bonus Game based 
upon a Royal Flush Winning hand Will have a signi?cantly 
higher value Bonus Game than a player With a Winning hand 
of tWo-pair. In this example, the Bonus Game consists of a 
play?eld containing 20 face-doWn cards corresponding to 
the 10, Jack, Queen, King, and Ace of each Suit. The player 
is instructed to select ?ve cards from the play?eld to 
generate their Bonus Game hand. Nearly every possible 
hand, given the cards in play, Will result in a Bonus Game 
aWard based upon the rank of the hand the player creates in 
the Bonus Game. Again, the aWards may be further affected 
by the rank of the player’s Winning hand that launched the 
Bonus Game if the variable valuation mechanism is 
employed to determine the minimum and maximum levels 
of the Bonus Game aWard. In other Words, credits Would be 
aWarded for a pair of Jacks or better, tWo-pair, 3-of-a-kind, 
straight, full house, 4-of-a-kind, and a Royal Flush based 
upon rank. The only hand not resulting in a Bonus Game 
aWard Would be a pair of l0’s, in Which case either no credits 
or a consolation bonus may be aWarded at the casino’s 
discretion. Ranked Bonus Game Winning hands may also be 
further sub-divided by card values or suit, resulting in even 
more potential aWard combinations (i.e. pairs of Kings or 
Aces ranking higher than Jacks or Queens and a Spade 
suited Royal Flush ranking higher than Hearts, Clubs, or 
Diamonds). At the end of the Bonus Game, the credits 
aWarded are added directly to the player’s bank. Since the 
Bonus Game is played as a separate round after the player 
has Won their video poker hand With the Bonus Game 
“attachment”, credits aWarded as a result of Bonus Game 
play are not subject to the Credit Multiplier. It is suggested 
that the Bonus Game be reserved for the highest “Coin-In” 
credit levels of play, With the option of charging additional 
credits beyond the video poker standard maximum of 5 
“Coin-In” credits for the addition of Bonus Game function 
ality. In our example, the Bonus Game becomes available at 
the 7 “Coin-In” credit level of play. 
[0073] (III) Instant Win Prizes4Contain a graphic repre 
sentation of a prize or “mystery prize” to be aWarded to the 
player at the end of game play should the player obtain a 
Winning poker hand as de?ned in the pay table. In order for 
an Instant Win Prize to be aWarded, the card to Which the 
Instant Win Prize is “attached” must remain in the player’s 
hand at the end of the game play. At the Casino’s discretion, 
the variable valuation mechanism may be employed, result 
ing in the value of the Instant Win Prize aWard increasing 
With the rank of the player’s Winning poker hand. For 
example, a Winning hand of four-of-a-kind Would result in a 
signi?cantly higher value Instant Win Prize than for a pair of 
Jacks. OtherWise, a static approach may be used in Which the 
rank of the Winning hand plays no role in the selection of the 
Instant Win Prize aWarded. Instant Win Prizes are typically 
property speci?c aWards, such as casino-branded merchan 
dise, dining and spa gift certi?cates, shoW tickets, rounds of 
golf, transportation and room vouchers. Basically, anything 
the casino typically uses as a “comp” can be integrated as an 
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Instant Win Prize (even “comp points” awarded directly to 
the player’s card or by a printed redeemable ticket), thereby 
allowing the casual as Well as dedicated player the oppor 
tunity of Winning aWards typically reserved for table game 
players. Availability and frequency of Instant Win Prizes are 
assigned based upon “Coin-In” credit level of play and 
credit value of the game. Higher “cost” Instant Win Prizes 
may populate far less frequently than prizes Whose “value” 
greatly exceeds their internal “cost” to the casino. For 
example, a $0.50 credit value game may offer casino 
branded T-shirts and jackets, poker chip sets, bu?fet vouchers 
and room upgrades as Instant Win Prizes With the loWer 
“cost” T-shirts and bu?fet vouchers appearing most fre 
quently. A $5 credit value game may offer premium seating 
at popular on-property shoWs, vouchers for meals at featured 
dining venues, signature spa treatments, value-speci?ed 
shopping sprees at on-property merchants, and return trip 
airfare and accommodations for future on-property stays, 
With the loWer “cost” signature spa treatments, featured 
dining and return trip vouchers appearing most frequently. It 
is suggested that Instant Win Prizes be reserved for the 
highest “Coin-In” credit levels of play, With the option of 
charging additional credits beyond the video poker standard 
maximum of 5 “Coin-In” credits for the addition of Instant 
Win Prizes. In our example, Instant Win Prizes become 
available at the 7 “Coin-In” credit level of play. As an 
optional feature to be implemented at the casino’s discre 
tion, the Instant Win Prize to be aWarded may be selected by 
the player via a bonus-round style display Where the player 
makes their choice from a variety of on-screen graphics, 
each corresponding to a hidden Instant Win Prize. Instant 
Win Prizes are not subject to credit multipliers. 

[0074] This unique concept of randomly “attaching” vari 
ous bonuses to the cards may be applied to the current 
installed base of video poker machines, or virtually any 
version of a card-based game for that matter. This enhance 
ment alloWs players to choose betWeen traditional video 
poker play, or for an extra credit or tWo, a revitalized video 
poker experience in Which the player has neW choices and 
decisions to make to heighten their overall enjoyment of a 
neW, novel approach to game play. This approach alloWs us 
to capitalize on a tremendous installed base of existing video 
poker machines. Rather than replacing them With neW 
games With neW rules to master, We can instead offer players 
a neW Way of playing their favorites by incorporating the 
play?eld approach to video poker, the bonus “attachments” 
to randomly selected cards, or both of these novel concepts. 
The result is an enhanced player experience featuring neW 
and exciting Ways of Winning on classic, proven games, 
coupled With signi?cantly improved casino revenues gener 
ated from the slight increase in cost of play to take advantage 
of these neW bonus methods. 

[0075] Additional customization options to further 
enhance game play may include but are not limited to: (I) 
Pay to Continue Playing Your Game, (II) Single Press or 
Double-Touch Selection Instead of Con?rm Button and (III) 
Random Pick Button. 

[0076] (I) Pay to Continue Playing Your GameiThis 
option becomes available at the end of game play and may 
be con?gured to appear on Winning games, losing games or 
not at all. At the end of game play, prior to the reveal of the 
play?eld, the player is offered the option of reselecting their 
“draW” cards to replace their discards by paying a casino 
speci?ed amount of credits up to their maximum bet. The 
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selected and discarded cards remain visible on the play?eld 
While the remaining unselected cards are reshul?ed and 
dispersed across the play?eld. The player is then granted the 
opportunity to select their “draW” cards again from the 
play?eld. Based upon odds calculations, the Pay to Continue 
Playing Your Game option may be offered once or multiple, 
successive times on the same round of game play, or not at 
all. This approach may also be used to integrate the play?eld 
approach into triple, ?ve, and ten play versions of video 
poker. 
[0077] (II) Single Press or Double-Touch Selection 
Instead of Con?rm ButtoniIn the interest of increasing the 
overall speed of game play, the Con?rm Button functionality 
may be deactivated, resulting in the immediate selection of 
the card With a single press of the screen by the player. While 
resulting in a faster game, accidental or inaccurate screen 
presses may result in player annoyance. A Double-Touch 
Selection process may then be employed With the ?rst screen 
press highlighting the selected card folloWing by a subse 
quent press of the same card for con?rmation. While actu 
ally resulting in more screen presses than using the Con?rm 
Button, less overall hand movement is required, Which may 
result in reduced player fatigue and longer play sessions. 
Given that most computer-savvy players are familiar With 
the “double-click” of a mouse, the Double-Touch Selection 
method is an easy concept to master and affords an extra 
level of safety against accidental player screen touches. The 
Double-Touch Selection method may also be used in con 
junction With an active Con?rm Button, thereby allowing 
players to use either method to make their selections. 

[0078] (III) Random Pick ButtoniIn the interest of 
increasing the overall speed of game play and adding a novel 
approach to the selection process, a Random Pick button 
may be employed to randomly make one or more selections 
from the displayed deck. The number of random selections 
made is determined by the number of cards the player has 
already selected during the Deal as Well as during the DraW. 
Naturally, the player may manually or randomly select only 
the same number of discards during the DraW. For example, 
if the player is in the process of making their Deal selections 
and has already selected three cards from the displayed deck, 
pressing the Random Pick button Will result in tWo random 
cards being selected. Pressing the Random Pick button When 
no cards have been selected during the Deal Will result in all 
?ve cards being selected randomly. Since DraW selections 
are made based upon the number of discards, pressing the 
Random Pick button during the DraW selection results in the 
same number of cards discarded being selected. The player 
still has the option of selecting one or more DraW cards 
manually up to the total number of cards discarded and/or 
using the Random Pick button to complete their selection or 
not at all. The Random Pick button may be pressed repeat 
edly, resulting in the random reselection of the same number 
of cards that Were randomly selected. This alloWs the player 
the option of selecting desired cards, if any, and pressing the 
Random Pick button any number of times until such time as 
they are aesthetically pleased With the “pattem” of selected 
cards in the play?eld deck. The feature opens the door to 
enhanced playability for players Who have a “gut feel” on 
hoW they Want their card selections distributed across the 
play?eld as Well as those players Who folloW certain beliefs 
or superstitions based upon numbers or touching the 
machine in a speci?c manner or number of times. In this 
con?guration, the Con?rm button must still be pressed to 
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accept and validate the card selections made. As an option, 
the Random Pick button may be con?gured to randomly 
choose and con?rm the card selections in a single button 
press, thereby allowing for only a single press of the 
Random Pick button. The Random Pick button may be 
enabled or disabled at the casino’s discretion. 

[0079] The status and information area legend is updated 
through the softWare platform and reports important game 
play information to players, thereby alloWing them to make 
more informed decisions throughout the course of their 
gaming experience. The status and information area legend 
corresponds to a portion of the screen reserved to notify the 
player of various game statistics as Well as prompt the player 
for action. In certain situations, games may be deployed With 
a secondary screen to display this information With the 
primary screen reserved for the game play?eld, animation 
and multimedia sequences. The softWare platform Will ini 
tially populate the status and information area legend With 
data based upon the players selected “Coin-In” credit level 
of play and perform updates after each selection is made by 
the player. Displayed information may include but is not 
limited to: (I) Selections Remaining, (II) Positive Impact 
Squares, (III) Negative Impact Squares, (IV) Indifferent 
Squares, (V) Bet, Total So Far, Paid, and “Bank” Credits, 
(VI) Multiplier Status, (VII) Prize Status, and (VIII) Selec 
tion Odds. (I) Selections RemainingiDisplays the number 
of “protected” or SAFE and “unprotected” or RISK selec 
tions the player has remaining. (II) Positive Impact 
SquaresiDisplays the total and individual number of each 
corresponding type of positive impact square available on 
the play?eld, as Well as those selected by the player. (III) 
Negative Impact SquaresiDisplays the total number of 
active negative impact squares on the play?eld, as Well as 
those selected by the player. (IV) Indifferent Squaresi 
Displays the total number of empty and inactive negative 
impact squares on the play?eld, as Well as those selected by 
the player. (V) Bet, Total So Far, Paid, and “Bank” Creditsi 
Displays the total number of credits the player has bet, has 
accumulated during the round, has Won and been paid at the 
end of the round, and has remaining in their “credit bank” to 
continue playing or cash out, (VI) Multiplier StatusiDis 
plays the value of the credit multiplier for the current round 
based upon player selections, (VII) PriZe StatusiDisplays 
any priZes the player may have accumulated during the 
current round, and (VIII) Selection OddsiDisplays the 
odds of the player’s next selection resulting in a positive, 
negative, or indifferent result. To increase the speed of game 
play and reduce potential player confusion, (II) Positive 
Impact Squares, (III) Negative Impact Squares, (IV) Indif 
ferent Squares, (VII) Prize Status, and (VIII) Selection Odds 
may be displayed only When the player selects an Info/ Stats 
button to vieW this information, or not displayed at all at the 
casino’s discretion. 

[0080] Game themes consist of graphics, sound effects, 
animations, multi-media presentations and physical displays 
Which may be applied to the softWare platform and areas 
surrounding the game to attract players, maintain their 
interest, and provide a unique, fun-?lled gaming experience. 
Game themes are the exterior packaging or “skin” that 
encloses the softWare platform and surrounding hardWare 
displays. They compliment the mechanics behind the soft 
Ware With storyline, background, sights and sounds, and 
various other elements that enrich the gaming experience 
and appeal to and attract players. The softWare platform may 
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be “Wrapped” in a variety of themes including but not 
limited to the folloWing unique and someWhat Whimsical 
themes: (I) Liquid Gold, (II) Buried Treasure Hunt, (III) 
Inside Job, and (IV) Safe Cracker. (I) Liquid GoldiThis 
game is themed around a beehive, With the play?eld 
“squares” in the form of hexagons making up a honeycomb. 
When the player makes and con?rms a selection the fol 
loWing animated results are displayed: Positive impact 
squares “ooZe” With golden honey or royal jelly, depending 
upon value, Which then “morphs” into a representation of the 
square’s contents. Negative impact squares reveal an angry 
bee, Which proceeds to “attack” the player by revealing the 
draWback or forfeiture if the square is active. If the square 
is inactive, the angry bee is sWatted, squashed, sprayed With 
bug-spray, or otherWise dispatched. Empty squares reveal 
dust, cobWebs, a “room-for-rent” sign, or other amusing 
representations of the square having no signi?cant contents. 
PriZes are themed around gold and golden items Which may 
include gold coins, gold jeWelry, “Gold Coast” vacations, 
and possibly even a gold-painted Hummer. The B-O-N-U-S 
game physical display Will resemble a honeycomb With 20 
large hexagonal “cells” from Which the player may select. 
Each cell randomly contains gold bars Weighing betWeen a 
casino-speci?ed minimum and maximum amount. The game 
also features a display shoWing the current gold market price 
per ounce. (II) Buried Treasure HuntiThis game is themed 
around ?nding pirate’s buried treasure Where “X” marks the 
spot for hidden pirate booty. The play?eld consists of a 
sandy beach With dunes and palm trees, and a variety of “X” 
marks in the sand. The “X” marks may be draWn, formed by 
shells, sticks, sand-dollars, coconuts, skulls, crossed trees, 
bones, sWords, etc. With each “X” corresponding to a 
play?eld square. When the player makes and con?rms a 
selection, the folloWing animated results are displayed: 
Positive impact squares dig up a chest that opens to reveal 
gold coins, jeWels, etc., depending upon value, Which then 
“morph” into a representation of the square’s contents. 
Negative impact squares reveal a cleverly placed pirate’s 
trap Which is sprung on the player by revealing the draWback 
or forfeiture if the square is active. If the square is inactive, 
the trap is sprung but fails to snare or otherWise damage the 
player. Example traps can include bloW darts, falling boul 
ders, trap-doors, spring launching platforms, octopus ten 
tacles, hidden spikes, and even a pirate’s ghost. Empty 
squares dig up old boots, a laughing skull, a “Wilson® 
volleyball” With a face on it, ?sh bones, an “ocean-vieW for 
sale” sign, or other amusing representations of the square 
having no signi?cant contents. PriZes are themed around 
pirate’ s buried treasure Which may include doubloons, gems, 
actual recovered shipWreck booty, Caribbean or tropical 
island vacations, and possibly even a boat or pair of jet-skis 
?ying the “jolly roger”. The B-O-N-U-S game physical 
display Will resemble a small tropical island With 20 large 
treasure chests from Which the player may select. Each chest 
randomly contains a treasure (i.e., gold coins, gold-link 
chains, silver bars, gems, jeWelry, etc.) valued betWeen a 
casino-speci?ed minimum and maximum amount. In addi 
tion to the priZe, each chest is ?lled With sand, so the player 
must actually dig With their hands to “unearth” the treasure 
beneath that aWaits them. (III) Inside JobiThis game is 
themed around having free access to open safety deposit 
boxes in a bank vault. Many movies have presented this 
scenario to the delight of audiences. The play?eld consists of 
a Wall of safety deposit boxes of varying siZes, With each box 
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corresponding to a play?eld “square”. When the player 
makes and con?rms a selection, the following animated 
results are displayed: Positive impact squares sWing open to 
reveal cash, valuables, stocks and bonds, etc., depending 
upon value, Which then “morph” into a representation of the 
square’s contents. Negative impact squares reveal a Watch 
dog, security guard, an alarm, or police lights and sirens, 
Which proceed to “harass” the player by revealing the 
drawback or forfeiture if the square is active. If the square 
is inactive, the Watch dog is offered a bone or steak, the 
security guard falls back asleep or decides to Watch TV, the 
alarm Wires are cut or the alarm is otherWise silenced, and 
the police are sent on a different “call” or ordered to take a 

meal break at the local donut shop. Empty squares open to 
reveal dust, cobWebs, a “deed” to the Brooklyn bridge, 
“Enron” stock certi?cates, a stack of IOU’s, a Florida 
sWamp land contract, or other amusing representations of 
the square having no signi?cant contents. Prizes are themed 
around valuables typically stored for safe keeping such as 
cash, “family” jeWels, U.S. savings bonds, rare collectibles 
(i.e., expensive baseball cards), and possibly even the “pink 
slip” to a vintage vehicle. The B-O-N-U-S game physical 
display Will resemble the interior of a bank vault With 20 
large safety deposit boxes from Which the player may select. 
Each box randomly contains valuables (i.e. cash, rare coins 
or collectibles, jeWelry, U.S. savings bonds, a deed to a neW 
Las Vegas condominium, etc.) valued betWeen a casino 
speci?ed minimum and maximum amount. Should a “fam 
ily” of casinos insist upon exclusivity of a theme across their 
properties, a variation of the Inside Job theme titled Safe 
Cracker may be employed. (IV) Safe CrackeriThis varia 
tion of Inside Job is themed around opening safes of various 
shapes and siZes. The play?eld consists of a group of safes 
of various styles (i.e. key, dial tumbler, numerical, digital 
keypad, etc.), With each safe corresponding to a play?eld 
“square”. Given the similarities betWeen safety deposit 
boxes and safes, the animated sequences for positive impact, 
negative impact and empty squares, as Well as the type of 
priZes available, Will be quite similar to those described in 
the Inside Job theme With minor variations. The B-O-N-U-S 
game physical display Will resemble the interior of a Well 
decorated study that could be found in a typical mansion. 
Throughout the study are 20 safes of different shapes and 
siZes, including several large freestanding safes, Wall safes, 
and perhaps even a child’s toy safe from Which the player 
may select. Each safe randomly contains valuables akin to 
those described in the Inside Man theme valued betWeen a 
casino-speci?ed minimum and maximum amount. 

[0081] Additional customiZation options to further 
enhance game play include: (I) Pay to Continue Playing 
Your Game, (II) User-Selectable Number of Safe vs. Risk 
Choices, (III) Single Press or Double-Touch Selection 
Instead of Con?rm Button and (IV) Random Pick Button. (I) 
Pay to Continue Playing Your GameiThis option becomes 
available at the end of game play and may be con?gured to 
appear on losing games, Winning games, or not at all. At the 
end of game play, prior to the reveal of the play?eld, the 
player is offered the option of continuing to play their game 
by paying a casino-speci?ed amount of credits up to their 
maximum bet. The player is then granted a casino-speci?ed 
number of additional “protected” or SAFE selections and/or 
“unprotected” or RISK selections Which they may use to 
continue playing their game, taking advantage of all “posi 
tive-impact” squares that they have already revealed. Based 
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upon odds calculations, the Pay to Continue Playing Your 
Game option may be offered once or multiple, successive 
times on the same round of game play or not at all. (II) 
User-Selectable Number of Safe vs. Risk ChoicesiThis 
option offers the player additional control over their game 
play experience by alloWing them to select the Number of 
Safe vs. Risk Choices via a slider control on the screen. The 
slider Would be adjustable from left or SAFER to right or 
RISKIER. At the far left position, the player Would receive 
the maximum number of “protected” or SAFE selections 
and minimum number of “unprotected” or RISK selections 
based upon their coin-in level of play. In this example, as the 
slider is moved one position from left to right, the player 
“exchanges” one of their “protected” or SAFE selections for 
tWo “unprotected” or RISK selections. The slider can con 
tinue to be moved from left to right until such time as the 
player has “exchanged” all of their “protected” or SAFE 
selections for tWice as many “unprotected” or RISK selec 
tions. Based upon our example, at the 5 coin-in level of 
game play, the leftmost or safest position affords the player 
With 7 “protected” or SAFE selections and 5 “unprotected” 
or RISK selections, While the rightmost or riskiest position 
offers NO “protected” or SAFE selections and 19 “unpro 
tected” or RISK selections. Players favored by an abundance 
of good luck may opt for the riskier game in Which they have 
more chances to reveal positive impact squares. The ratio of 
“unprotected” or RISK selections offered for each “pro 
tected” or SAFE selection “exchanged” is an operator 
adjustable setting selected by the casino. (III) Single Press or 
Double-Touch Selection Instead of Con?rm ButtoniIn the 
interest of increasing the overall speed of game play, the 
Con?rm Button functionality may be deactivated, resulting 
in the immediate selection of the cell With a single press of 
the screen by the player. While resulting in a faster game, 
accidental or inaccurate screen presses may result in player 
annoyance. A double-touch selection process may then be 
employed With the ?rst screen press highlighting the 
selected square folloWing by a subsequent press of the same 
square for con?rmation. While actually resulting in more 
screen presses than using the Con?rm Button, less overall 
hand movement is required, Which may result in reduced 
player fatigue and longer play sessions. Given that most 
computer-savvy players are familiar With the “double-click” 
of a mouse, the Double-Touch Selection method is an easy 
concept to master and affords an extra level of safety against 
accidental player screen touches. The Double-Touch Selec 
tion method may also be used in conjunction With an active 
Con?rm Button, thereby alloWing players to use either 
method to make their selections. (IV) Random Pick But 
toniIn the interest of increasing the overall speed of game 
play and adding a novel approach to the selection process, 
a Random Pick button may be employed to randomly make 
one or more selections from the play?eld. The number of 
random selections made is determined by Whether the player 
is making SAFE or RISK selections and the number of 
selections the player has already made. For example, if the 
player is in the process of making seven SAFE selections 
and has already made three SAFE selections from the 
play?eld, pressing the Random Pick button Will result in 
four random, additional SAFE selections being made. Press 
ing the Random Pick button When no SAFE selections have 
been made Will result in all SAFE selections being made 
randomly. Since RISK selections are made individually, 
pressing the Random Pick button during a RISK selection 












