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(54) Title: GAMING DEVICE HAVING WAGER DEPENDENT BONUS GAME PLAY
(57) Abstract: Gaming device (100), a base game, starts and has first bonus game (102). Once a player has inserted an appropriate
amount of money, a player spins the reels (104). The gaming device (10) determines whether a bonus triggering event is generated
For a first bxnus game (106), second bonus game (112), or a third bonus game (118). The gaming device then determines whether
at least a first predefined number of paylines are wagered (108), at least a second predefined number of paylincs are wagered (114),
or whether at least a third predefined number of paylines are wagered (120). If the gaming device determines that a first predefined
number of paylines are wagered (108) then a first bonus game is initiated having a first average payout per credit bet (110). If the
gaming device determines that a second predefined number of paylines are wagered (114) then a second bonus game is initiated
having a second average payout per credit bet (116). If the gaming device determines that a third predefined number of paylines are
wagered (120) then a third bonus game is initiated having a third average payout per credit bet (122).

GAMING DEVICE HAVING WAGER DEPENDENT

O

BONUS GAME PLAY

FIELD OF THE INVENTION
The present invention relates in general to a gaming device, and more
particularly to a gaming device having an apparatus and method for
oo

compensating a player who does not play a sufficient number of paylines or
does not otherwise make a wager that is sufficient to qualify the player for
primary bonus game play.

SBACKGROUND

OF THE INVENTION

Gaming device manufactures have long provided gaming machines
and particularly slot machines employing a plurality of reels, wherein the reels
each have a plurality of symbols. In these games, the player spins a number
of reels to produce a random generation of a combination of symbols. If the
generated combination, or a portion of the combination, matches one of a
number of predetermined award producing or winning combinations, the
player receives an award.
To increase player enjoyment and excitement, and to increase the
popularity of the gaming machines, gaming device manufacturers constantly
strive to provide players with new types of gaming machines that attract the
player and keep the player entertained. One proven way manufacturers use
to make their machines more popular is to increase the number and variety of
winning combinations and provide more opportunities for the player to win.
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Providing more variety and opportunities holds the player's interest for a
longer time and also enables the manufacturer to have a larger range of
payouts for the winning combinations. The larger range increases the size of
the largest possible payout of the gaming device.

Large payouts tend to

attract players.
One avenue that manufacturers have taken to provide more variety,
opportunity, enjoyment and excitement has been to increase the number of
paylines.

Paylines are the lines of symbol positions or paystops that the

machine analyzes to determine if the player has won an award.

Original

gaming machines had only one payline. Modern machines, sometimes called
"line" machines, have multiple paylines that form combinations of reel symbols
for the gaming device to analyze.
Machines having at least three reels and displaying at least three rows
of symbols can have diagonal paylines.

Machines having five reels and

displaying at least three rows have many possible paylines, wherein the only
criterion is that each symbol of a payline must be adjacent to at least one
other symbol of the payline. Consequently, certain known gaming machines
can have twenty-five different paylines, wherein a player can make up to
twenty-five different bets each time the player spins the reels.
Multiple paylines present multiple opportunities for the player to obtain
a winning combination of symbols. Usually, players have to wager more to
obtain the benefit of the multiple lines. Many games provide a bonus jackpot
for playing the maximum number paylines ("max lines") and/or the maximum
number of coins per payline ("max coins").

Many newer games that have

bonus games also require that the player wager max lines or max credits to
be eligible for or to qualify for the bonus game or a jackpot. Certain players,
however, do not wish to wager an amount necessary to play max lines or max
credits.
As bonus games, in particular, have become and will continue to
become more popular and more prevalent, they have taken and will continue
to take up more of the overall payout percentage for the gaming device. That
is, a game designer must account for the average bonus game payout and
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the percentage of the time that the player obtains this average payout in
determining the overall payout percentage for the machine.

It is not

unreasonable that a bonus game can account for thirty percent of the total
payout percentage. This number is also likely to increase.
A player who does not wager enough to qualify for bonus game play
therefore loses this potentially increasing slice of the payout percentage.
Such players play the gaming machine at what is commonly termed the
"base" payout percentage, which equals the total winning percentage less the
payout percentage of the bonus game. Requiring max lines or max credits for
the bonus rewards a higher payout percentage to a player making such a
wager.

A need therefore exists for a game scheme that enables game

designers to provide a fun and valuable bonus game to the player, require
that the player wager max lines or max credits to qualify for the bonus game
and provide a desired but not excessive disparity in the payout percentage
between eligible and non-eligible players.
One solution has been to provide a payout to the player who wagers
less than max lines or max credits but achieves the symbol combination along
an active payline that would otherwise trigger the bonus game. For example,
if three cherries trigger the bonus game when the player wagers max lines,
the game employing the known solution would pay a certain amount times the
coins wagered when the player plays less than max lines.

The amount is

calculated in the following manner. If a bonus game, for example, pays out
twenty coins or credits per coin wagered, on average, then the bonus
triggering combination pays out preferably slightly less than twenty coins, e.g.,
eighteen coins, per coin wagered when less than all lines are wagered. In this
way, the game adds a percentage,

90%, of the bonus game's contribution

back to the overall payout percentage.
The problem inherent in this known solution is that wagering less than
all paylines guarantees the above described payout, while many bonus
games come with no such guarantee. Certain bonus games involve risk and
chance and in many cases very high payouts with very low winning
percentages. The player may therefore achieve a payout significantly less

0 Sthan
C

average in the bonus game. In such a case, the player would have been
better off to wager less than max credits or max lines.

This creates a

disincentive to play max coins or max lines to qualify for the bonus game,
which in turn deprives the player of the enjoyment and excitement of playing
such game.
If the game designer attempts to guarantee a certain payout
o

sixteen coins per coin wagered, then the

percentage in the bonus game,

average payout for the bonus game rises, an even larger slice of the total
payout percentage now comes from the bonus game, and the player not
wagering max lines is again disadvantaged. Accordingly, another solution is
needed.

SUMMARY OF THE INVENTION
According to one aspect of the invention there is provided a gaming
device comprising:
a primary game;
a processor that controls the primary game and enables a plurality of
different wagers to be made on the primary game; and
a plurality of bonus games controlled by the processor including:
a first bonus game having a first average payout per credit
wagered and triggered upon the occurrence of:
a first bonus game trigger symbol or symbol combination
when a first wager has been made by the player in the primary
game, and
a second different bonus game having a second average payout
per credit wagered and triggered upon the occurrence of either of:
a

second

bonus game

trigger

symbol

or symbol

combination when a second wager has been made by the player
in the primary game, wherein the first wager and the second
wager are different, and
(ii)

the

combination

first

bonus

when

the

game
second

trigger
wager

symbol

or

symbol

has

been

made,

IND

wherein the first average payout and the second average payout are

0

different, and the first bonus game trigger symbol or symbol combination and

O

the second bonus game trigger symbol or symbol combination are different.
According to another aspect of the invention there is provided a gaming
device comprising:
a video poker game including a plurality of hands that may be
simultaneously wagered;

00

a processor that controls the video poker game; and
plurality of bonus games controlled by the processor including

Ca

a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a first number of hands is
wagered by the player in the primary game and
a second different bonus game having a second average payout
per credit wagered triggered upon the occurrence of either of:
(ii)

a second different bonus game trigger symbol or symbol

combination when a second number of hands is wagered by the
player in the primary game, and
(ii)

the

first

bonus game

trigger

symbol

or

symbol

combination when the second number of hands is wagered by
the player in the primary game,
wherein the first number of hands is different from the second number
of hands, and the first average payout is different from the second average
payout.
According to yet another aspect of the invention there is provided a
gaming device comprising:
a plurality of reels;
a plurality of symbols on the reels;
a display device that displays a number of symbols of each reel to a
player;
a plurality of paylines associated with the reels;
a processor operable to:

control a plurality of primary game plays associated with a
of the reels;

Sspinning

initiate a first bonus game having a first average payout per
credit wagered if the player wagers an amount on a first number of
paylines in a primary game, causes the reels to spin, and a first bonus
game trigger symbol or symbol combination occurs on the reels;
initiate a second different bonus game having a different

oo

average payout per credit wagered than the first bonus game if the
player wagers

the same amount on a second different number of

paylines in the primary game, causes the reels to spin, and a second
different bonus game trigger symbol or symbol combination occurs on

0

the reels, wherein the second number of paylines is different than the
first number of paylines and;
initiate the second bonus game if the player wagers the same
amount on the second number of paylines in the primary game, causes
the reels to spin, and the first bonus game trigger symbol or symbol
combination occurs on the reels.
According to still another aspect of the invention there is provided a
gaming device comprising:
a plurality of reels;
a plurality of symbols on the reels;
a display device that displays a number of symbols of each reel to a
player;
a plurality of paylines associated with the reels;
a first bonus game having a first average payout per credit wagered
initiated when at least a first number of paylines is wagered and a first bonus
trigger symbol or symbol combination occurs on the reels;
a

second different bonus game having a second different average

payout per credit wagered than the first bonus game, the second bonus game
initiated when either of

(N

a second different number of paylines is wagered and a second
bonus trigger symbol or symbol combination occurs on the

0different

reels, and
(ii)

a second different number of paylines is wagered and the first

bonus trigger symbol or symbol combination occurs on the reels; and
a processor operable to select one of the first bonus game and the
second bonus game based on which one of the first bonus trigger and the
second bonus trigger occurs on the reels
According to a further aspect of the invention there is provided a
gaming device operable under control of a processor, said gaming device
comprising:
a video poker game controlled by the processor and including a varying
number of credits that may be wagered on a hand; and
a plurality of bonus games controlled by the processor and including:
a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a first number of credits is
wagered for a hand by the player in the video poker game, and
a second bonus game having a second average payout per
credit wagered triggered upon the occurrence of either of:
a first bonus game symbol or symbol combination when a
second number of credits is wagered, and
(ii)

a second different bonus game trigger symbol or symbol

combination when the second number of credits is wagered for
the hand by the player in the video poker game,
wherein the first average payout is different from the second average
payout, and the first number of credits is different than the second number of
credits.
According to even still yet another aspect of the invention there is
provided a gaming device operable under control of a processor, said gaming
device comprising:

Sa
Sa

a plurality of reels controlled by the processor;
plurality of symbols on said reels;
display device controlled by the processor and operable to display a
number of symbols of each reel;
a base game displayed by the display device when a number of credits
is wagered on a number of paylines;
a first bonus game initiated when a first bonus trigger symbol or symbol

00

combination occurs on the reels in the base game and the number of paylines
Swagered

N(a)

on is greater than a first threshold; and
a second different bonus game initiated when:
the number of paylines wagered on is greater than a second
threshold, and
either of:
the first bonus trigger symbol or symbol combination
occurs on the reels in the base game, and
(ii)

a second different bonus trigger symbol or symbol

combination occurs on the reels in the base game.
According to a still further aspect of the invention there is provided a
gaming device operable under control of a processor, said gaming device
comprising:
a primary game, wherein the processor controls the primary game and
enables a plurality of different wagers to be made on the primary game; and
a plurality of bonus games controlled by the processor and including:
a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a number of credits are wagered
on a first number of paylines by the player in the primary game, and
a second different bonus game having a second average payout
per credit wagered triggered upon the occurrence of either of:
the

first bonus

game

trigger

symbol

or symbol

combination, and
(ii)

a second different bonus game trigger symbol or symbol

combination when the same number of credits are wagered on
second number of paylines by the player in the primary game,

Sa

wherein
the first number of paylines and the second number of
S

paylines are different, and

5

(ii)

the first average payout and the second average payout

are different.

o

According to yet still a further aspect of the invention there is provided
Sa
N

0

gaming device comprising:
a plurality of reels;

c

a plurality of symbols on the reels;
a display device that displays a number of symbols of each reel to a
player;
a plurality of paylines associated with the reels;
a first bonus game initiated when a maximum number of paylines is
wagered and a first bonus trigger symbol or symbol combination occurs on
the reels; and
a second different bonus game initiated when a second number of
paylines less than the maximum number of paylines is wagered and aeither
of:
a second bonus game trigger symbol or symbol combination
occurs on the reels, and
the first bonus game trigger symbol or symbol combination
occurs on the reels.
The present invention provides a processor controlled gaming device
that has a plurality of bonus games. In one primary embodiment, the player
must wager on a number of paylines to qualify for each of the bonus games.
The highest required number of paylines qualifies the player to play the main
or most elaborate bonus game. The main or first bonus game preferably has
the highest average payout per credit wagered. This provides an incentive to
the player to play the highest required number of paylines. In one preferred
embodiment, the highest required number of paylines is each payline of the

Sgaming

device or the "max lines." In another embodiment, the highest
required number of paylines is less than the maximum number of lines.

0

In one embodiment, any number of paylines less than the highest
required number or max lines qualifies the player to play a second bonus
0

5 game. The second bonus game has an average payout per credit wagered
that is slightly less than the main bonus game. This allows the incentive or
disparity between payouts to be set by the game designer so that the player
not wagering max lines or the highest required number is not overly

Sdisadvantaged.
0
(N

10

In another embodiment, the second bonus game has a threshold level
of paylines that the player must wager to qualify for the second bonus game.
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In this case, any number of paylines wagered less than this second threshold
qualifies the player for a third bonus game, which preferably has a payout
slightly less than the second bonus game. In this manner, the game designer
can stack as many bonus games as desired on various payline wagers to
achieve a desired payout profile.
In one embodiment, the same symbol or combination of symbols
triggers each payline dependent bonus game. In another embodiment, each
bonus game has its own triggering symbol or combination.

In a further

embodiment, any combination of bonus games may share two or more
symbols or symbol combinations.

Each triggering symbol or combination,

however, preferably has the same probability or likelihood of being generated,
so that no bonus game is more or less likely to occur than any other bonus
game. That is, the player's wager determines which bonus game, if any, is
played.
In another primary embodiment, the player must wager a predefined
number of credits to qualify for each of the bonus games.

The highest

required number of credits qualifies the player to play the main or most
elaborate bonus game, which preferably has the highest average payout per
credit wagered. In one preferred embodiment, the highest required number of
credits is the maximum wager on all paylines or the "max bet." In another
embodiment, the highest required number of credits is less than the maximum
wager on all the paylines.
In one embodiment, any number of credits less than the highest
required number or max bet qualifies the player to play a second bonus game.
The second bonus game has an average payout per credit wagered that is
equal to or slightly less than the main bonus game, which allows the game
designer to set the incentive or disparity between payouts.
In another embodiment, the second bonus game also has a qualifying
threshold level of credits that the player must wager, albeit lower than the first
number or max credits. In this case, any number of credits wagered less than
this second threshold qualifies the player for a third bonus game, which
preferably has a payout slightly less than the second bonus game.

In this
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manner, the game designer can stack bonus games based on the number of
credits wagered to achieve a desired payout profile.
In one embodiment, the same symbol or combination of symbols is
used to trigger each credit dependent bonus game of the gaming device. In
another embodiment, each bonus game may have its own triggering symbol
or combination or any combination of bonus games may share two or more
symbols or symbol combinations.

Each triggering symbol or combination,

however, preferably has the same probability or likelihood of being generated,
so that no bonus game is more or less likely to occur than any other game.
It is therefore an advantage of the present invention to provide a
gaming device that has a payline or credit wager requirement to initiate a
main bonus game.
Another advantage of the present invention is to provide a gaming
device having payline or credit wager dependent bonus games so that the
player wagering less is not overly disadvantaged by doing so.
A further advantage of the present invention is to provide a gaming
device having payline or credit wager dependent bonus games that provide
some incentive to make higher wagers.
Yet another advantage of the present invention is to provide a gaming
device having payline or credit wager dependent bonus games that each have
an average payout per credit wagered rather than a guaranteed payout per
credit wagered.
Other objects, features and advantages of the invention will be
apparent from the following detailed disclosure, taken in conjunction with the
accompanying sheets of drawings, wherein like numerals refer to like parts,
elements, components, steps and processes.
BRIEF DESCRIPTION OF THE DRAWINGS
Figs. 1A and 1B are perspective views of alternative embodiments of
the gaming device of the present invention;
Fig. 2 is a schematic block diagram of the electronic configuration of
one embodiment of the gaming device of the present invention;
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Fig. 3 is a process flow diagram of one embodiment in which the game
requires a number of paylines to be wagered to qualify for a main bonus
game; and
Fig. 4 is a process flow diagram of one embodiment in which the game
requires a number of credits to be wagered to qualify for a main bonus game.
DETAILED DESCRIPTION OF THE INVENTION
Gaming Device and Electronics
Referring now to the drawings, and in particular to Figs. 1A and 1B,
gaming device 10a and gaming device 10b illustrate two possible cabinet
styles and display arrangements and are collectively referred to herein as
gaming device 10. The present invention involves the triggering of one of a
plurality of bonus games based on the player's wager in a base game. When
the base game of the present invention is slot, gaming device 10 has the
controls, displays and features of a conventional slot machine, wherein the
player operates the gaming device while standing or sitting. Gaming device
also includes being a pub-style or table-top game (not shown), which a
player operates while sitting.
The base games of the gaming device 10 include slot, poker, blackjack
or keno, among others. The symbols and indicia used for any of these base
games or any of their bonus games include mechanical, electrical or video
symbols and indicia. Each of these base games also have monetary input
devices. Figs. 1A and 1B illustrate a coin slot 12 for coins or tokens and/or a
payment acceptor 14 for cash money.

The payment acceptor 14 also

includes other devices for accepting payment, such as readers or validators
for credit cards, debit cards or smart cards, tickets, notes, etc. 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.

After depositing the

appropriate amount of money, a player can begin the game by pulling arm 18
or pushing play button 20. Play button 20 can be any play activator used by
the player which starts any game or sequence of events in the gaming device.
As shown in Figs. 1A and 1B, gaming device 10 also includes a bet
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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, the number of credits shown in the credit display 16 decreases by
one, and the number of credits shown in the bet display 22 increases by one.
At any time during the game, a player may "cash out" by pushing a cash out
button 26 to receive coins or tokens in the coin payout tray 28 or other forms
of payment, such as an amount printed on a ticket or credited to a credit card,
debit card or smart card.

Well known ticket printing and card reading

machines (not illustrated) are commercially available.
Gaming device 10 also includes one or more display devices. The
embodiment shown in Fig. 1A includes a central display device 30, and the
alternative embodiment shown in Fig. 1B includes a central display device
as well as an upper display device 32. The display devices display any visual
representation or exhibition, including but not limited to movement of physical
objects such as mechanical reels and wheels, dynamic lighting and video
images. The display device includes any viewing surface such as glass, a
video monitor or screen, a liquid crystal display or any other static or dynamic
display mechanism.

In a video poker, blackjack or other card gaming

machine embodiment, the display device includes displaying one or more
In a keno embodiment, the display device includes displaying

cards.
numbers.

The slot machine base game of gaming device 10 preferably displays a
plurality of reels 34, preferably three to five reels 34, in mechanical or video
form on one or more of the display devices. Each reel 34 displays a plurality
of indicia such as bells, hearts, fruits, numbers, letters, bars or other images
which preferably correspond to a theme associated with the gaming device
If the reels 34 are in video form, the display device displaying the video
reels 34 is preferably a video monitor. Each base game, especially the slot
machine base game of the gaming device 10, includes speakers 36 for
making sounds or playing music.
Referring now to Fig. 2, a general electronic configuration of the
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gaming device 10 for the stand alone and bonus embodiments described
above preferably includes: a processor 38; a memory device 40 for storing
program code or other data; a central display device 30; an upper display
device 32; a sound card 42; a plurality of speakers 36; and one or more input
devices 44.

The

microcontroller-based

processor 38

is

preferably a

microprocessor

or

platform which is capable of displaying images,

symbols and other indicia such as images of people, characters, places,
things and faces of cards. The memory device 40 includes random access
memory (RAM) 46 for storing event data or other data generated or used
during a particular game.

The memory device 40 also includes read only

memory (ROM) 48 for storing program code, which controls the gaming
device 10 so that it plays a particular game in accordance with applicable
game rules and pay tables.
As illustrated in Fig. 2, the player preferably uses the input devices 44
to input signals into gaming device 10. In the slot machine base game, the
input devices 44 include the pull arm 18, play button 20, the bet one button 24
and the cash out button 26. A touch screen 50 and touch screen controller 52
are connected to a video controller 54 and processor 38.

The terms

"computer" or "controller" are used herein to refer collectively to the processor
38, the memory device 40, the sound card 42, the touch screen controller and
the video controller 54.
In certain instances, it is preferable to use a touch screen 50 and an
associated touch screen controller 52 instead of a conventional video monitor
display device. The touch screen enables a player to input decisions into the
gaming device 10 by sending a discrete signal based on the area of the touch
screen 50 that the player touches or presses. As further illustrated in Fig. 2,
the processor 38 connects to the coin slot 12 or payment acceptor 14,
whereby the processor 38 requires a player to deposit a certain amount of
money in to start the game.
It should be appreciated that although a processor 38 and memory
device 40 are preferable implementations of the present invention, the present
invention also includes being implemented via one or more application-
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specific integrated circuits (ASIC's), one or more hard-wired devices, or one
or more mechanical devices (collectively referred to herein as a "processor").
Furthermore, although the processor 38 and memory device 40 preferably
reside in each gaming device 10 unit, the present invention includes providing
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), Internet connection, microwave link, and the like.
With reference to the slot machine base game of Figs. 1A and 1B, to
operate the gaming device 10, the player inserts the appropriate amount of
tokens or money in the coin slot 12 or the payment acceptor 14 and then pulls
the arm 18 or pushes the play button 20. The reels 34 then begin to spin.
Eventually, the reels 34 come to a stop. As long as the player has credits
remaining, the player can spin the reels 34 again. Depending upon where the
reels 34 stop, the player may or may not win additional credits.
In addition to winning base game credits, the gaming device
including any of the base games disclosed above, also includes bonus games
that give players the opportunity to win credits.

The gaming device

preferably employs a video-based display device 30 or 32 for the bonus
games. The bonus games include a program that automatically begins when
the player achieves a qualifying condition in the base game.
In the slot machine embodiment, the qualifying condition includes a
particular symbol or symbol combination generated on a display device. As
illustrated in the five reel slot game shown in Figs. 1A and 1B, the qualifying
condition includes the number seven appearing on,
34 along a payline 56.

three adjacent reels

It should be appreciated that the present invention

includes one or more paylines, such as payline 56, wherein the paylines can
be horizontal, diagonal or any combination thereof. An alternative scatter pay
qualifying condition includes the number seven appearing on,

three

adjacent reels 34 but not necessarily along a payline 56, appearing on any
different set of reels 34 three times or appearing anywhere on the display
device the necessary number of times.
The remainder of the specification explains the present invention as
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applied to the base game of slot. In slot, the player chooses the number of
lines to play and the number of coins to play. Both of these decisions affect
the outcome of the present invention, as will be explained. In a multi-hand
type of poker game, the player chooses a number of hands to play. In this
type of poker game, the number of hands wagered determines which bonus
game the player plays. In another type of poker game, the player selects a
number of coins to play per hand. In this type of poker game, the number of
coins wagered determines which bonus game the player plays.
In blackjack, the player chooses a number of hands to play, wherein
the number of hands wagered determines which bonus game the player
plays.

In keno, the player chooses a number of cards or a quantity of

numbers, wherein the number of cards or numbers wagered determines
which bonus game the player plays.

Each of these embodiments operate

according to the methods described herein.
Payline Dependent Bonus Game
Referring now to Fig. 3, one method 100 of the present invention
generally requires the player to wager a number of paylines 56 (Figs. 1A and
1B) to qualify or be eligible for a "main" bonus game. The main bonus game
is typically a bonus game that the game designer has developed to maximize
fun, excitement and enjoyment.

In certain instances, these main bonus

games can have very large payouts with respect to payouts typically
associated with the base game.

Due to these large payouts, the designer

requires that the player play a certain number of paylines.

Although the

present invention does not intend to be limited to bonus games having large
payouts, this is one normal situation in which a need for the present invention
arises.
In this embodiment, requiring a number of paylines to be wagered
requires the player to wager at least one credit on each payline 56.

The

minimum wager to qualify for the main bonus game is thus a number of
credits equal to the number of required paylines. In many games, however,
the player is allowed to wager multiple credits on each active or wagered
payline. This embodiment does not require or count a total number of credits
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wagered by the player, so if a game requires that the player wager at least
minimum of eight credits) and the player

eight of nine total paylines 56
wagers five credits on two paylines

ten total credits), the player does not

qualify for the main bonus game.
a slot game, starts and

Thus, in the method 100, a base game,

has a first or main bonus game that requires at least a first predefined number
of paylines 56

eight of nine total) to be wagered by the player, as

indicated by oval 102.

Once the player inserts an appropriate amount of

money into the base game, as described above, the gaming device
enables base game play,

enables a spin of the reels 34, as described

above and as indicated by block 104.
The gaming device 10 determines whether a bonus triggering symbol
or set of symbols for the first or main bonus game appears along a payline 56
or in a scatter arrangement, as indicated by the diamond 106. That is, the
gaming device 10 may look for a certain symbol or symbol combination:

on

an active or wagered payline, which is preferred; (ii) on any payline 56, active
or otherwise; or (iii) in any scattered arrangement on the display device 30 or
32.

In one implementation, gaming device 10 requires a bonus game

triggering combination of two or more symbols.

In another implementation,

gaming device 10 requires only a single bonus game triggering symbol.
If the base game play or spin of the reels 34 does not result in a bonus
game triggering symbol or combination for the first bonus game, gaming
device 10 determines in one embodiment whether a symbol or combination
for a second bonus game has been generated, as indicated by diamond 112.
It should be appreciated that, in one preferred embodiment, the game only
employs one triggering symbol or combination.

Or, the game may use a

plurality of symbol combinations that each trigger each bonus game.
Diamond 112 illustrates a third possibility wherein different bonus games have
different and unique triggering symbols or combinations.
If a triggering symbol or combination for the first bonus game is
generated, gaming device 10 determines whether the player has wagered at
least the first predetermined number of paylines 56

eight of nine), as
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indicated by diamond 108. If so, gaming device 10 initiates the first or main
bonus game, which has a first average payout per credit bet, as indicated by
block 110.
The first or main bonus game is preferably in accord with a theme of
the gaming device 10. Being the main bonus game, it is likely to be the most
complex, have the most interesting and intricate graphics and associated
sound and have the highest average payout per credit wagered. Many bonus
games payout a multiplier that multiplies the player's total bet,

the total

credits wagered on each payline. In such a case "the average payout per
credit wagered" as it is used in block 110 is a "true" average payout per credit
wagered because as the player's wager increases, the payout increases.
Other bonus games payout a number of base game credits or credits
that is independent of the player's bet. Here, once the player wagers the first
required number of paylines

eight of nine), the player can win the same

credits in the bonus game regardless of whether the player wagers one credit
per line, two credits per line, etc. In this case, "the average payout per credit
wagered" as it is used in block 110 is actually the average payout per the
minimum required bet,

one credit on each required payline. For purposes

of the present invention, the term "average payout per credit wagered"
includes both the true average and the minimum bet average and therefore
includes both types of bonus games.
If a triggering symbol or combination for the first bonus game is
generated, but the player has not wagered at least the first predetermined
number of paylines 56

eight of nine), gaming device 10 determines

whether the player has wagered at least a second, lesser, predefined number
of paylines 56

six of nine), as indicated by diamond 114. If so, gaming

device 10 initiates a second bonus game, which has a second average payout
per credit bet, as indicated by block 116.

The second average payout is

preferably less than the first average payout per credit bet so that there
remains a slight incentive to wager the higher number of paylines 56.
Also, if the first symbol or combination is not generated, as determined
in connection with diamond 106, but a second symbol or combination for the
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second bonus game has been generated, as indicated by diamond 112, and
at least the second predefined number of paylines has been wagered, as
determined in connection with diamond 114, the gaming device 10 initiates
the second bonus game, which has the second average payout per credit bet,
as indicated by block 116. Thus, the second bonus game in one embodiment
is generated by the same symbol or combination as is the first bonus game.
In another embodiment, the second bonus game has its own triggering
symbol or combination. Preferably, both embodiments would not be included
in the same gaming device 10.

For purposes of illustration; however, the

method 100 includes both embodiments.
Since one of the goals of the present invention is to compensate the
player who does not wager the first predefined number of paylines 56 by
allowing the player to play a second bonus game having a second and
preferably slightly smaller average payout, the probability of generating the
first symbol or combination ("first bonus trigger") is preferably the same as
that for generating the second symbol or combination ("second bonus
trigger"). If the second trigger is easier to achieve, the second bonus game
occurs more often, which provides a disincentive to wager the higher number
of paylines.

If the second trigger is harder to achieve, the second bonus

game occurs less often, which tends to defeat the purpose of providing the
second bonus,

to compensate the player.

The second trigger does not have to have the same likelihood of
generation as the first trigger, but the likelihoods are preferably the same. The
second bonus game preferably occurs with the same frequency as does the
first or main bonus game. However, the same symbol or symbol combination
does not have to be used for both games. It is well known in the art to have
different symbols or combinations with the same probability.

The same

symbol or symbol combination can, however, be used for both games and for
each bonus game incorporated into gaming device 10. The present invention
includes each of these scenarios.
These scenarios also exist for the third bonus game, as indicated by
diamonds 118 and 120 and block 122.

If one of either the first or second

bonus triggers has occurred, as determined in connection with diamonds
106
and 112, respectively, but neither the first or second predefined
number of
paylines has been wagered, as determined in connection with diamonds
108
and 114, respectively, the game determines whether the player has wagered
a third predefined number paylines, as indicated by diamond 120,
which is
less than the second predefined number
four of nine). If so, gaming
device 10 initiates a third bonus game, which has a third average payout
per
credit bet, as indicated by block 122. The third average payout is preferably
less than the second average payout per credit bet so that there remains
a
slight incentive to wager the higher number of paylines 56.
As described above, if the first or second triggers are not generated, as
determined in connection with diamonds 106 and 112, respectively, but a third
symbol or combination for the third bonus game has been generated,
as
indicated by diamond 118, and at least the third predefined number
of
paylines has been wagered, as determined in connection with diamond 120,
the gaming device 10 initiates the third bonus game, which has the third
average payout per credit bet, as indicated by block 122. The third bonus
game in one embodiment is generated by the same symbol or combination as
is the first or second bonus games. In another embodiment, the third bonus
game has its own triggering symbol or combination. Preferably, again, only
one of these embodiments is included inthe same gaming device
It should be appreciated that the payline dependent bonus game
embodiments can include more than three bonus games and is limited in
number only by the total number of paylines. If gaming device 10 has nine
paylines, it can have nine different bonus games, each initiated depending
on
the number of paylines wagered and either by its own trigger or by a trigger
shared with one or more other bonus games. Preferably, each trigger has
the
same probability or likelihood of being generated.
In one preferred embodiment, the first predefined number of paylines,
discussed in connection with the oval 102, is the total number of paylines
or
"max lines" as is commonly used in the industry.
That is, a five payline
gaming device 10 requires max lines or all five paylines to be wagered
to
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qualify the player for the first or main bonus game.

A twenty-five payline

gaming device 10 requires max lines or all twenty-five paylines to be wagered
to qualify the player for the first or main bonus game, etc. The second and
third bonus games, etc., in the preferred embodiment require less than max
lines to be wagered.
Wager Dependent Bonus Game
Referring now to Fig. 4, one method 200 requires the player to wager a
number of credits to qualify or be eligible for the "main" bonus game. This
wager or credit method 200 operates in many respects the same as the
payline method 100 previously described.

The main bonus game is again

preferably the bonus game that the game designer has developed to
maximize fun, excitement and enjoyment.
In the wager or credit embodiments, requiring a number of credits to be
wagered requires the player to wager the credits on any number of paylines
56. This embodiment does not require or count a total number of paylines
wagered by the player, so if a game requires that the player wager at least
twenty total credits or credits, it does not matter whether the player wagers
one credit on twenty paylines 56 or five credits on four paylines 56.
In the method 200, a base game,

a slot game, begins with a first

or main bonus game that requires at least a first predefined number of credits
to be wagered by the player, as indicated by oval 202.

Once the player

inserts an appropriate amount of money into the base game, the gaming
device 10 enables base game play, as indicated block 204.
The gaming device 10 determines whether a bonus triggering symbol
or symbol combination ("bonus trigger") for the first or main bonus game
appears along a payline 56 or in a scatter arrangement, as described above
and as indicated by diamond 206. If the base game play or spin of the reels
34 does not result in a bonus trigger for the first bonus game, gaming device
determines whether a bonus trigger for a second bonus game has been
generated, as indicated by diamond 212.

As with the payline dependent

bonus games, the wager dependent gaming device 10 may be adapted to: (i)
use only one bonus trigger for each bonus game; (ii) use a plurality of bonus
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triggers, wherein each triggers each bonus game; and (iii) use a plurality of
bonus triggers, wherein each bonus game has a unique bonus trigger.
If the bonus trigger for the first bonus game is generated, gaming
device 10 determines whether the player has wagered at least the first
predefined number of credits, as indicated by diamond 208.

If so, gaming

device 10 initiates the first or main bonus game, which has a first average
payout per credit bet, as indicated by block 210.
The first or main bonus game is preferably in accord with a theme of
the gaming device 10. Being the main bonus game, it is likely to be the most
complex, have the most interesting and intricate graphics and associated
sound and have the highest average payout per credit wagered.

As

described above, for purposes of the present invention, the term "average
payout per credit wagered" includes both the true average payout and the
average

payout per minimum

bet average.

In the wager or credit

embodiments, however, the minimum average bet is the predefined number
of credits rather than one credit times the predefined number of paylines.
If the first bonus trigger is generated, but the player has not wagered at
least the first predefined number of credits, gaming device 10 determines
whether the player has wagered at least a second predefined number of
credits (on any payline combination desired by the player), which is less than
the first predefined number, as indicated by diamond 214.

If so, gaming

device 10 initiates a second bonus game, which has a second average payout
per credit bet, as indicated by block 216.

The second average payout is

preferably less than the first average payout per credit bet so that there
remains a slight incentive to wager the higher number of credits.
Also, if the first bonus trigger is not generated, as determined in
connection with diamond 206, but a second bonus trigger for the second
bonus game has been generated, as indicated by diamond 212, and at least
the second predefined number of credits has been wagered, as determined in
connection with diamond 214 the gaming device 10 initiates the second bonus
game, which has the second average payout per credit bet, as indicated by
block 216. The second bonus game in one embodiment is thus generated by

I

the same bonus trigger as is the first bonus
game. In another embodiment,
the second bonus game has its own bonus
trigger. Preferably, only one
embodiment is included in the same gaming device
As above, the second bonus trigger does not
have to have the same
likelihood of generation as the first bonus
trigger, but the likelihoods are
preferably the same. The second bonus game
preferably occurs with the
same frequency as does the first or main bonus
game. However, the same
symbol or symbol combination does not have to
be used for both games. The
same symbol or symbol combination can, however,
be used for both games
and for each bonus game incorporated into gaming
device
These scenarios also exist for the third bonus game,
as indicated by
diamonds 218 and 220 and block 222. If one of
either the first or second
bonus triggers has occurred, as determined in connection
with diamonds 206
and 212, respectively, but neither the first or second
predefined number of
credits has been wagered, as determined in connection
with diamonds 208
and 214, respectively, the game determines whether
the player has wagered
a third predefined number of credits, as indicated
by diamond 220, which is
less than the second predefined number. If so, gaming
device 10 initiates a
third bonus game, which has a third average
payout per credit bet, as
indicated by block 222. The third average payout
is preferably less than the
second average payout per credit bet so that there
remains a slight incentive
to wager the higher number of credits.
As described above, if the first or second triggers are
not generated, as
determined in connection with diamonds 206 and 212,
respectively, but a third
bonus trigger for the third bonus game has been
generated, as indicated by
diamond 218, and at least the third predefined number
of credits has been
wagered, as determined in connection with diamond
220, the gaming device
initiates the third bonus game, which has the third
average payout per
credit bet, as indicated by block 122. The
third bonus game in one
embodiment is thus generated by the same symbol
or combination as is the
first or second bonus games. In another embodiment,
the third bonus game
has its own triggering symbol or combination. Preferably,
again, only one of

I

these embodiments is included in the same gaming device
It should be appreciated that the credit or wager
dependent bonus
game embodiments can include more than three bonus
games. Preferably,
each bonus trigger of gaming device 10 has the same
probability or likelihood
of being generated.
In one preferred embodiment, the first predefined number
of credits or
credits, discussed in connection with the oval 202,
is the total possible
number of credits or "max credits" as is commonly used in
the industry. That
is, the player must wager the maximum allowable amount
of credits on each
payline 56. No greater wager can be made than a max
credit wager. The
required wagers for the second and third bonus games
in the preferred
embodiment~decrease accordingly from the max lines.
While the present invention is described in connection
with what is
presently considered to be the most practical and preferred
embodiments, it
should be appreciated that the invention is not limited
to the disclosed
embodiments, and is intended to cover various modifications
and equivalent
arrangements included within the spirit and scope of the claims.
Modifications
and variations in the present invention may be made without
departing from
the novel aspects of the invention as defined in the
claims, and this
application is limited only by the scope of the claims.

CLAIMS
1.
0

A gaming device comprising:
a primary game;
a processor that controls the primary game and enables a plurality of
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different wagers to be made on the primary game; and
a plurality of bonus games controlled by the processor including:

00oo

a first bonus game having a first average payout per credit
and triggered upon the occurrence of:

tc, Swagered

a first bonus game trigger symbol or symbol combination
(Ni

Swhen

a first wager has been made by the player in the primary
game, and
a second different bonus game having a second average payout
per credit wagered and triggered upon the occurrence of either of:
a second bonus game trigger symbol

or symbol

combination when a second wager has been made by the player
in the primary game, wherein the first wager and the second
wager are different, and
(ii)

the first

bonus

game

trigger

symbol

or symbol

combination when the second wager has been made,
wherein the first average payout and the second average payout are
different, and the first bonus game trigger symbol or symbol combination and
the second bonus game trigger symbol or symbol combination are different.
2.

The gaming device of Claim 1, wherein the primary game is a slot

game including a plurality of paylines, and the different wagers include wagers
on different numbers of paylines.
3.

The gaming device of Claim 2, wherein the slot game includes a

maximum number of paylines wagered and the first bonus game has a
highest average payout triggered when the maximum number of paylines are
wagered.

4.

The gaming device of Claim 1, wherein a first number of paylines

activated is larger than a second number of paylines activated and the first
average payout is larger than the second average payout.
The gaming device of Claim 1, wherein the primary game includes a
00

maximum credit wager and the first bonus game has a highest average
payout triggered when the maximum credit wager is made.
6.

The gaming device of Claim 1, which includes a third bonus game

having a third average payout triggered upon the occurrence of the first bonus
game trigger, wherein the processor selects one of the first bonus game, the
second bonus game, and the third bonus game based on the number of
paylines wagered on in the primary game when the third wager has been
made by the player in the primary game.
7.

The gaming device of Claim 6, wherein a second number of paylines

activated is larger than a third number of paylines activated and the second
average payout is larger than the third average payout.
8. The gaming device of Claim 1, wherein the first and second bonus games
are triggered upon the occurrence of a plurality of bonus game triggers.
9.

A gaming device comprising:
a video poker game including a plurality of hands that may be

simultaneously wagered;
a processor that controls the video poker game; and
a plurality of bonus games controlled by the processor including
a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a first number of hands is
wagered by the player in the primary game and

a second different bonus game having a second average payout
per credit wagered triggered upon the occurrence of either of:

0

a second different bonus game trigger symbol or symbol

S(ii)

combination when a second number of hands is wagered by the
player in the primary game, and
(ii)

the first

bonus game

trigger symbol

or symbol

combination when the second number of hands is wagered by

00o

the player in the primary game,
wherein the first number of hands is different from the second number

N

of hands, and the first average payout is different from the second average
Spayout.
A gaming device comprising:
a plurality of reels;
a plurality of symbols on the reels;
a display device that displays a number of symbols of each reel to a
player;
a plurality of paylines associated with the reels;
a processor operable to:
control a plurality of primary game plays associated with a
spinning of the reels;
initiate a first bonus game having a first average payout per
credit wagered if the player wagers an amount on a first number of
paylines in a primary game, causes the reels to spin, and a first bonus
game trigger symbol or symbol combination occurs on the reels;
initiate a second different bonus game having a different
average payout per credit wagered than the first bonus game if the
player wagers

the same amount on a second different number of

paylines in the primary game, causes the reels to spin, and a second
different bonus game trigger symbol or symbol combination occurs on
the reels, wherein the second number of paylines is different than the
first number of paylines and;

O

initiate the second bonus game if the player wagers the same

k

amount on the second number of paylines in the primary game, causes
the reels to spin, and the first bonus game trigger symbol or symbol
combination occurs on the reels.

11.

(oo
00

The gaming device of Claim 10, wherein the first bonus game and

second bonus game have the same probability of being triggered.
12.
O

The gaming device of Claim 10, wherein the first bonus game includes

a higher average payout than the second bonus game.

13.

The gaming device of Claim 10, which includes a third bonus game

initiated when the player wagers less than the second number of paylines and
causes the reels to spin.

14. The gaming device of Claim 13, wherein the first bonus game includes an
average payout which is higher than an average payout for the second bonus
game, and the average payout for the second bonus game is higher than an
average payout for the third bonus game.

The gaming device of Claim 14, wherein the first number of paylines is
the maximum number of paylines that the player can wager.

16.

A gaming device comprising:
a plurality of reels;
a plurality of symbols on the reels;
a display device that displays a number of symbols of each reel to a

player;
a plurality of paylines associated with the reels;

a first bonus game having a first average payout per credit wagered

O

initiated when at least a first number of paylines is wagered and a first bonus

0

symbol or symbol combination occurs on the reels;

Strigger

a

second different bonus game having a second different average

payout per credit wagered than the first bonus game, the second bonus game
initiated when either of
a second different number of paylines is wagered and a second

oo

different bonus trigger symbol or symbol combination occurs on the
and

tc, Sreels,
(ii)

Sbonus

a second different number of paylines is wagered and the first
trigger symbol or symbol combination occurs on the reels; and

a processor operable to select one of the first bonus game and the
second bonus game based on which one of the first bonus trigger and the
second bonus trigger occurs on the reels.
The gaming device of Claim 16, wherein the first bonus game includes

17.

a higher average payout than the second bonus game.
The gaming device of Claim 16, which includes a third bonus game

18.

initiated when less than the second number of paylines is wagered and a
bonus trigger occurs on the reels, the third bonus game being selectable by
the processor based on the number of paylines wagered on in the primary
game.

19.

The gaming device of Claim 16, wherein the first bonus game is

initiated when the bonus trigger occurs on one of said wagered paylines.
The gaming device of Claim 16, wherein the second bonus game is
initiated when the bonus trigger occurs on one of said wagered paylines.

21.

The gaming device of Claim 16, wherein the first bonus game and the

second bonus game have an equal probability of being triggered.

The gaming device of Claim 16, wherein the number of

ID22.

paylines

on is the maximum number of paylines that the player can wager

Swagered
Son.

23.

The gaming device of Claim 1, which is implemented via a data

network.
00oo
24.

The gaming device of Claim 9, which is implemented via a data

network.
The gaming device of Claim 16, which is implemented via a data
network.
26.

The gaming device of Claim 1, wherein the primary game is a poker

game including a plurality of hands that may be simultaneously played,
wherein the different wagers include wagers on different numbers of hands.

27.

The gaming device of Claim 1, wherein the primary game is a poker

game that enables the player to wager a varying number of coins per hand,
wherein the different wagers include different amounts of coins wagered per
hand.

28.

The gaming device of Claim 1, wherein the primary game is a blackjack

game including a plurality of hands that may be simultaneously played,
wherein the different wagers include wagers on different numbers of hands.

29.

The gaming device of Claim 1, wherein the primary game is a keno

game including a plurality of cards that may be simultaneously played,
wherein the different wagers include wagers on different numbers of cards.

O

The gaming device of Claim 1, wherein the primary game is a keno
including a plurality of numbers that may be simultaneously played,

Ogame

wherein the different wagers include wagers on different amounts of numbers
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played.
31.

A gaming device operable under control of a processor, said gaming

device comprising:
0

a video poker game controlled by the processor and including a varying
number of credits that may be wagered on a hand; and
a plurality of bonus games controlled by the processor and including:
a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a first number of credits is
wagered for a hand by the player in the video poker game, and
a second bonus game having a second average payout per
credit wagered triggered upon the occurrence of either of:
a first bonus game symbol or symbol combination when a
second number of credits is wagered, and
(ii)

a second different bonus game trigger symbol or symbol

combination when the second number of credits is wagered for
the hand by the player in the video poker game,
wherein the first average payout is different from the second average
payout, and the first number of credits is different than the second number of
credits.
32.

A gaming device operable under control of a processor, said gaming

device comprising:
a plurality-of reels controlled by the processor;
a plurality of symbols on said reels;
a display device controlled by the processor and operable to display a
number of symbols of each reel;
a base game displayed by the display device when a number of credits
is wagered on a number of paylines;

a first bonus game initiated when a first bonus trigger symbol or symbol

O

Scombination occurs on the reels in the base game and the number of paylines
on is greater than a first threshold; and

Swagered

a second different bonus game initiated when:
the number of paylines wagered on is greater than a second
threshold, and
either of:

oo

the first bonus trigger symbol or symbol combination
Soccurs

N

(ii)

10

on the reels in the base game, and
a second different bonus trigger symbol or symbol

Scombination
33.

occurs on the reels in the base game.

The gaming device of Claim 32, wherein the first bonus game includes

a higher average payout than the second bonus game.
34.

The gaming device of Claim 32, which includes a third bonus game

initiated when the number of paylines wagered on is greater than a third
threshold, the third threshold being less than the second threshold and at
least one of:
the first bonus trigger symbol or symbol combination,
(ii)

the second bonus trigger symbol or symbol combination, and

(iii)

a third different bonus trigger symbol or symbol combination

occurs on the reels.
35.

The gaming device of Claim 34, wherein the first bonus game includes

a higher average payout than the second bonus game, and the second bonus
game includes a higher average payout than the third bonus game.
36.

A gaming device operable under control of a processor, said gaming

device comprising:
a primary game, wherein the processor controls the primary game and
enables a plurality of different wagers to be made on the primary game; and

a plurality of bonus games controlled by the processor and including:

O

a first bonus game having a first average payout per credit
wagered triggered upon the occurrence of a first bonus game trigger
symbol or symbol combination when a number of credits are wagered
on a first number of paylines by the player in the primary game, and
a second different bonus game having a second average payout
per credit wagered triggered upon the occurrence of either of:

00

the

first

bonus

game

trigger

symbol

or

symbol

combination, and
(ii)

a second different bonus game trigger symbol or symbol

combination when the same number of credits are wagered on a
second number of paylines by the player in the primary game,
wherein
the first number of paylines and the second number of
paylines are different, and
(ii)

the first average payout and the second average payout

are different.
37.

The gaming device of Claim 36, wherein the first bonus game trigger

symbol or symbol combination is the same as the second bonus game trigger
symbol or symbol combination.

38.

The gaming device of Claim 36, wherein the first bonus game trigger

symbol or symbol combination is different than the second bonus game
trigger symbol or symbol combination.

39.

The gaming device of Claim 10, wherein the first bonus game trigger

symbol or symbol combination is the same as the second bonus game trigger
symbol or symbol combination.

40.

IN

The gaming device of Claim 10, wherein the first bonus game trigger
or symbol combination is different than the second bonus game

Ssymbol

symbol or symbol combination.

Strigger
41.

The gaming device of Claim 32, wherein the first number of credits is

the maximum number of credits that the player can wager.
00oo

42.

A gaming device comprising:
a plurality of reels;
a plurality of symbols on the reels;
display device that displays a number of symbols of each reel to a

Sa
player;

a plurality of paylines associated with the reels;
a first bonus game initiated when a maximum number of paylines is
wagered and a first bonus trigger symbol or symbol combination occurs on
the reels; and
a second different bonus game initiated when a second number of
paylines less than the maximum number of paylines is wagered and aeither
of:
a second bonus game trigger symbol or symbol combination
occurs on the reels, and
the first bonus game trigger symbol or symbol combination
occurs on the reels.
43.

A gaming device substantially as herein described with reference to the

accompanying figures.
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