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(57) ABSTRACT 

A slot machine game with a bonus round wherein a player 
tries to guess an element set. When the player does not guess 
the element set correctly, the player is then provided with a 
hint as to the correct element set, and the slot game can 
continue. When the player does correctly guess the element 
set, then awarding an award to the player and then selecting 
new random elements. 
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SLOT MACHINE GAME THAT ALLOWS 
PLAYER TO PURCHASE REEL RE-SPNS 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. This Application is a divisional application of appli 
cation Ser. No. 11/035,691, now U.S. Pat. No. 7,393,278, 
which is incorporated by reference herein in its entirety for all 
purposes. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention is directed to a method, 
device, and computer readable storage medium for imple 
menting a slot machine game which allows a player to pur 
chase a respin of a reel. 
0004 2. Description of the Related Art 
0005 U.S. Pat. No. 5,704,835 discloses a system which 
initially plays like a standard slot machine game, whereupon 
completion of the initial spin of the reels a player can select a 
particular individual symbol(s) in an individual box to respin. 
0006. A disadvantage to the above system is that the over 

all payouts of the slot machine must be reduced in order to 
accommodate the advantage of allowing a player a re-spin. 
0007. Therefore, what is needed is a system which allows 
a player to re-spin without reducing overall payouts while 
generating additional revenue for the casino. 

SUMMARY OF THE INVENTION 

0008. It is an aspect of the present invention to provide 
players an opportunity with a more exciting variation of slot 
machines. 
0009. The above aspects can be obtained by a method that 
includes (a) spinning reels of a slot machine; (b) offering a 
player a respin option to respin a selected reel selected by the 
player; (c) if the player exercises the respin option, then 
performing: (d) computing and displaying a cost of the 
respin; and (e) receiving a confirmation by the player to 
execute the respin at the computed cost. 
0010. The above aspects can also be obtained by (a) auto 
matically selecting an element set from a plurality of ele 
ments; (b) triggering a bonus round; (c) allowing a player to 
select a chosen set from displayed elements; (d) if the chosen 
set matches the element set, displaying that the player has 
won and awarding a respective completion prize; and (e) if the 
chosen set does not match the element set, then allowing the 
player to continue to play the slot game without changing the 
element set. 
0011. These together with other aspects and advantages 
which will be subsequently apparent, reside in the details of 
construction and operation as more fully hereinafter 
described and claimed, reference being had to the accompa 
nying drawings forming a part hereof, wherein like numerals 
refer to like parts throughout. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0012. Further features and advantages of the present 
invention, as well as the structure and operation of various 
embodiments of the present invention, will become apparent 
and more readily appreciated from the following description 
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of the preferred embodiments, taken in conjunction with the 
accompanying drawings of which: 
0013 FIG. 1 is a flowchart illustrating an exemplary 
method of allowing for respins, according to an embodiment; 
0014 FIG. 2 is a flowchart illustrating an exemplary 
method to compute a cost for a respin, according to an 
embodiment; 
0015 FIG. 3 is a screen shot illustrating a five reel game 
with a respin button for each reel, according to an embodi 
ment; 
0016 FIG. 4 is a screen shot illustrating a prompt screen 
prompting whether to respin, according to an embodiment; 
0017 FIG. 5 is a flowchart illustrating an exemplary 
method to implement a bonus game, according to an embodi 
ment; 
0018 FIG. 6 is a screen shot illustrating an exemplary 
bonus game, according to an embodiment; 
0019 FIG. 7 is a screen shot illustrating an exemplary 
bonus game after items are chosen by the player, according to 
an embodiment; and 
0020 FIG. 8 is a screen shot illustrating an exemplary hint 
screen for a bonus game, according to an embodiment. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0021 Reference will now be made in detail to the pres 
ently preferred embodiments of the invention, examples of 
which are illustrated in the accompanying drawings, wherein 
like reference numerals refer to like elements throughout. 
0022. The present general inventive concept relates to a 
slot machine game that allows a player to optionally respin 
reels that the player selects. If the player chooses to respin a 
reel, then a cost to respin that reel is determined and prompted 
to the player. The cost is determined based upon the actual 
game situation. If the player wishes to continue to respin after 
viewing the cost, then he or she can do so and the money is 
deducted from the player's credits, and the selected reel is 
respun. The player can continue to respin any of the reels or 
choose to start a new game. 
0023 FIG. 1 is a flowchart illustrating an exemplary 
method of allowing for respins, according to an embodiment. 
0024. The method can start with operation 100, which 
spins reels of the slot machine. Typically the player will pay 
an up-front cost to spin all the reels. 
0025. From operation 100, the method proceeds to opera 
tion 102, which gives the player a choice to respina reel. This 
is offered after the reels have come to a stop from being spun 
in operation 100. The player can then inspect the reels too see 
if he or she wishes to respin one or more reels. For example, 
if the player is one symbol away from winning a jackpot, the 
player may find it desirable to try and respin for additional 
chances to win that jackpot. 
0026. From operation 102, the method proceeds to opera 
tion 104, which determines if the player has requested a 
respin. If the player does not wish to respin, the player can 
simply press a “spin' button as if there was no respin option 
and play again. The method can then return to operation 100 
which begins a new game. 
0027. Alternatively, the player can request to respin. This 
can be done by pressing a reel, symbol, or button associated 
with a reel or symbol which indicates that the player wishes to 
respin a particular symbol or reel. Note that either an indi 
vidual symbol can be respun (if the slot machine uses symbols 
that are on an individual reel), or an entire reel (such as a 
Vertical column) can be respun. 
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0028. If the determination in operation 104 determines 
that the player wishes to respin, then the method proceeds to 
operation 106 which computes the cost for the respin and 
prompts this cost to the player. More on computing the cost 
will be discussed below in more detail. 

0029. From operation 106, the method then proceeds to 
operation 108 which determines whether the player has 
decided to respin. If, after viewing the cost, the player then 
decides not to respin, the player can indicate his or her desire 
by pressing a "decline' button on the screen, by pressing a 
standard spin button, or by any other ways using the chosen 
interface to decline. If the cost for the respin is high, the player 
may decide that he or she would rather not respin, upon which 
he or she declines and the method can then return to operation 
100, which begins a new game. From operation 108, the 
method can alternatively return to operation 102, which 
allows the player to select a different reel to respin. Perhaps a 
player may decline to respin one reel based on the cost but 
choose to respin another. A player can typically view the cost 
to respin all of the reels without actually respinning them. 
0030) If in operation 108 the player has decided to proceed 
with the respin after viewing the cost, the method proceeds to 
operation 110 which respins the reel. If the player does not 
have sufficient credits in order to purchase the respin, the 
player can insert additional credits to increase his or her 
balance. The individual reel that player has selected to respin 
will spin again, but the other reels will remain the same. 
0031. From operation 110, the method proceeds to opera 
tion 112, which pays on a winning combination on the respin, 
typically using the same standard paytable as used during the 
initial game (in operation 100). From operation 112, the 
method can return to operation 102, which allows the player 
an opportunity to respin again. 
0032. The cost for the respindepends on the particular reel 
selected to respin, the positions of the remaining reels (or 
symbols), the payout table, the current active paylines, and 
the house advantage for a respin. 
0033 FIG. 2 is a flowchart illustrating an exemplary 
method to compute a cost for a respin, according to an 
embodiment. 

0034. The method starts at operation 200, which cycles 
through a next reel stop. The present invention can use 256 (or 
any number) of reel stops. Each reel stop has a symbol on it. 
0035. From operation 200, the method proceeds to opera 
tion 202, which computes a win for the current reel stop. The 
win is computed by comparing the current paylines to a 
pay table to see which lines are winners and how much. In one 
embodiment, only wins that involve the respin are paid. For 
example, if a prize only involves reels 1, 2 and 3, then this 
prize won't be paid again for a respin of reel 5. Thus, a check 
can be done to see if the respun reel has a symbol which is 
used in determining a current prize on a payline. Alterna 
tively, a respin can award all prizes which involve any of the 
reels, but of course this will be factored into the cost of the 
respin. 
0036. From operation 202, the method proceeds to opera 
tion 204, which accumulates wins on all of the current active 
paylines. Alternatively, all paylines can be active during a 
respin. 
0037. From operation 204, the method proceeds to opera 
tion 206, which checks if it is done with all the stops. If the 
method is not done, then the method returns to operation 200 
which proceeds to the next symbol. 
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0038 If the check in operation 206 determines that all 
stops have been accounted for, then the method proceeds to 
operation 208 which divides the accumulated wins by the 
number of symbol stops on the reel (the reel length). This 
results in an average win when that particular reel is respun. 
0039. From operation 208, the method proceeds to opera 
tion 210, which then factors in a house advantage into the cost 
computed in operation 208. The cost of the respin determined 
as described above would result in a break-even wager for the 
house (absent any rounding effects). 
0040. One way a house advantage can be incorporated into 
the computed cost is to multiply the cost by a house commis 
sion. For example, if the house wishes to earn 10% on all 
respins, then if the cost for a particular respin is determined 
above to be S100, then the method can multiply S100 (the 
computed cost) by 1.10 (the commission) which equals S110. 
Thus, a respin in this example would cost the player S110. 
Alternatively, this can also be computed by taking the cost of 
the respin and dividing it by a constant (such as 0.9). The 
value obtained for the cost of the respin after factoring in the 
house advantage can be rounded to the upper nearest integer 
value. The rounding may be forced higher, e.g. 1.4 will be 
rounded to 2. 
0041. The player will of course have no way to know how 
much of the cost goes towards the house advantage. The 
house advantage on a respin can be set higher than the house 
advantage than the basic game itself, it can be equal, or it can 
be set lower. If a win is not possible (e.g. an average computed 
win of S0), then a respin can cost $1 or else may not be 
permitted since some jurisdictions may prohibit a machine 
from taking a guaranteed losing wager. 
0042 FIG. 3 is a screen shot illustrating a five reel game 
with a respin button for each reel, according to an embodi 
ment. 

0043. A five reel display 300 is shown, although the 
present general inventive concept can be applied to a game 
with any number of reels. Respin buttons 302,304,306,308, 
310 are each associated with a reel and can be used by the 
player to select to respin a respective reel. A spin button 312 
is used to spin the reels. The spin button 312 can be used to 
initially spin the reels or to start a new game by spinning all of 
the reels without choosing to respin. 
0044) If a player wishes to respin a reel, then he can select 
the respective respin button. In this example, the player has 
achieved wild symbols in reel1, reel3, reel 4, and reel 5. If the 
player can achieve a wild symbol in the middle symbol of reel 
2, this would give the player 5 wilds on a particular payline. 
Thus, the player may wish to respin reel 2. 
0045 FIG. 4 is a screen shot illustrating a prompt screen 
prompting whether to respin, according to an embodiment. 
0046. A respin prompt window 400 displays to the player 
how much a selected respin will cost. A decline button 402 
allows the player to decline a respin, while an accept button 
404 allows the player to confirm the respin at the displayed 
cost. This corresponds to operation 106 of FIG. 1. 
0047. In a further embodiment of the present general 
inventive concept, a bonus game can be implemented. A 
bonus game is a game which is triggered by achieving a 
predetermined combination of symbols from the main game. 
For example, getting three fingerprint symbols can trigger the 
bonus game, although of course any other known bonus trig 
ger can be used. 
0048. A bonus round can be implemented wherein prede 
termined selections are made by the machine, and the player 
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tries to guess the selections. Hints may be provided to the 
player. Each time the player enters the bonus round, the player 
has an additional chance to guess at the predetermined selec 
tions. The predetermined selections should not change until 
the player Successfully selects them (or possibly when a new 
player plays the game), upon which a prize is awarded. This 
will be more easily illustrated by the following figures and 
examples. 
0049 FIG. 5 is a flowchart illustrating an exemplary 
method to implement a bonus game, according to an embodi 
ment. 

0050. The method starts with operation 500, which auto 
matically selects random elements. The random elements can 
be, for example, a murder weapon and a murder Suspect. Of 
course any other type of theme can be used as well. Also, the 
present general inventive concept is not limited to two ele 
ments, but one, three, or any other number can be selected. 
0051. From operation 500, the method proceeds to opera 
tion 502 which plays the slot game. A player pays for and 
spins the reels as typically done. 
0052 From operation 502, the method proceeds to opera 
tion 504, which determines if a bonus round has been trig 
gered. If a bonus round has not been triggered, then the 
method returns to operation 502 which continues to play the 
slot game. The respin embodiment described earlier can 
optionally be incorporated into the bonus game described 
herein. 
0053. If the bonus round has been triggered, then the 
method proceeds to operation 506 which receives a choice of 
elements from the player. Elements can be displayed to the 
player, and the player can pick one or more elements. The 
player is attempting to guess the selected elements selected in 
operation 500. 
0054 From operation 506, the method proceeds to opera 
tion 508, which determines if the player's choice in operation 
506 is correct. If more than one element is selected in opera 
tion 500, then the player should guess all of these elements 
correctly in order to be considered correct. 
0055. If the player's choice of elements in operation 506 is 
not correct, then the method proceeds to operation 512 which 
gives the player a clue as to the correct selected elements. This 
operation can be optional. 
0056. From operation 512, the method proceeds to opera 
tion 514, which awards a consolation prize to the player. A 
consolation can be computed by the consolation prize can be 
determined by choosing a random value from a table of pre 
determined values. The average of this value can be lower 
than the prize that the player can obtain by guessing all of the 
elements correctly. 
0057. From operation 514, the method then returns to 
operation502, which allows the player to continue to play the 
game. Since the player has received a hint, the player now 
may have a better chance of correctly guessing the selected 
elements when the player makes it to the bonus round again. 
0058 If the method in operation 508 determines that the 
player's choice in operation 506 was correct, then the method 
proceeds to operation 510 which awards a prize. An indica 
tion is presented to the player that the player has successfully 
made the proper choice(s). A large prize is typically awarded 
for the successful completion of the bonus round. The method 
can then proceed to operation 500, which can select random 
elements (anew) and start the method over again. 
0059 FIG. 6 is a screen shot illustrating an exemplary 
bonus game, according to an embodiment. 
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0060 A first set of items 600 is displayed. In this example, 
the first set of items represents murder weapons, although any 
type of set or theme can be used. A second set of items 602 is 
displayed that represents suspects. Again, any type of set or 
theme can be used. Further, only one set can be used, two sets 
(as pictured) can be used, three or any number can also be 
used. 

0061 The player chooses one element from each dis 
played set (in this case the first set and the second set), in order 
to correctly guess the selected elements. This can be corre 
lated to operation 506 from FIG. 5. The player's first choice 
box 604 and the player's second choice box 606 display the 
player's choices; each (or both) can be empty before the 
player has chosen the respective elements. 
0062 FIG. 7 is a screen shot illustrating an exemplary 
bonus game after items are chosen by the player, according to 
an embodiment. 

0063 First set of items 700 and second set of items 702 are 
displayed. A first choice box 704 displays the player's choice 
for the first item, and the second choice box 706 displays the 
player's choice for the second item. 
0064. In this example, the player guessed wrong on both 
sets, and he receives a consolation prize amount 708. This 
corresponds to operation 514 in FIG. 5. 
0065 FIG. 8 is a screen shot illustrating an exemplary hint 
screen for a bonus game, according to an embodiment. 
0066. A clue display 800 is presented to the player which 
gives the player a clue as to which element(s) are selected. 
This corresponds to operation 512 in FIG. 5. The player will 
now have a better chance at choosing the proper elements the 
next time the player makes it to the bonus round. 
0067 Table I below illustrates an example set of five reels 
and a frequency of particular symbols therein. Table II below 
illustrates an actual mapping of the symbols for each reel. 
Table III below is a legend designating a particular symbol for 
each number used in Table II. Of course, the configuration 
exemplified in Tables I, II, and III are merely examples, and it 
can be appreciated that other configurations can be used as 
well. 

TABLE I 

Symbol Reel 1 Reel 2 Reel3 Reel 4 Reel 5 

Detective 7 7 8 O 35 
Pipe O 10 O O O 
Hat O 10 O O O 
Poison O 10 O O O 
Revolver O 10 O O O 
Knife O 10 O O O 
Candelabra O 10 O O O 
Lawyer O 10 O O O 
Widow O 10 O O O 
Son O 10 O O O 
Wild 9 9 8 9 9 
Thumb O 10 O O O 
Scatter 3 4 4 4 2 
Clock 8 O O O O 
Rope O 24 O O O 
Magnif 8 O O O O 
Butler O 24 O O O 
Secretary 8 O O O O 
Foot O 23 O O O 
Glass 6 O O O O 

189 191 190 193 216 979 



Apr. 9, 2009 US 2009/0093296 A1 

TABLE II-continued TABLE II 

Reel 5 Reel 2 Reel3 Reel 4 Reel 1 Reel 5 Reel 2 Reel3 Reel 4 Reel 1 

14 16 
14 

11 

14 
15 

10 
13 
14 

11 

15 

19 
18 

18 12 
19 

15 
10 
11 18 

18 
16 16 

18 

10 
17 

15 
2O 

19 
2O 

10 
2O 

16 
10 

16 
10 
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TABLE II-continued TABLE III 

Reel 1 Reel 2 Reel3 Reel 4 Reel 5 ID Symbol 

8 9 4 17 9 1 Detective 
2O 2 6 13 2 2 Pipe 
4 4 18 1 3 Hat 
2 7 1 14 6 4 Poison 
8 6 16 18 5 5 Revolver 
3 2 6 13 2 6 Knife 
O 9 17 9 7 Candelabra 
1 7 10 16 5 8 Lawyer 
6 9 14 4 4 9 Widow 
8 2 12 10 5 10 Son 
O 7 17 9 11 Wild 
1 5 6 17 5 12 Thumb 
6 2 5 6 13 Scatter 
8 7 14 11 5 14 Clock 
2 5 1 3 O 15 Rope 

2O 5 7 9 5 16 Magnif 
4 9 9 1 7 17 Butler 
8 6 2O 7 18 Secretary 
4 5 11 4 5 19 Foot 
2O 5 7 5 6 2O Glass 
2 9 9 5 7 
8 4 2O 7 
3 3 11 7 2O 0068 Table IV below is an exemplary paytable for a con 
6 5 14 9 5 figuration of the game. In Table IV is listed each symbol, a 

' S quantity of that symbol, and a respective payout. 
6 9 10 6 3 
1 5 2 4 9 TABLE IV 
7 7 6 4 O 
8 5 15 5 5 X 
3 3 3 8 1 
9 5 13 4 4 Credits 

2 6 9 4 1 Detective 1 
1 8 4 2 2O 2 10 
8 7 5 3 4 3 75 
O 5 8 9 3 4 1OOO 
4 6 9 4 2 5 1OOOO 
1 9 4 8 2O Pipe 1 
3 7 5 3 4 2 7 
O 5 7 2O 1 3 50 
6 14 9 2 4 200 

6 7 9 5 2SOO 
3 1 6 Hat 1 

2O 1 2 7 
1 3 50 
2 4 200 

5 2SOO 
9 
4 Poison 1 

2 5 
1 3 2O 
9 4 100 
6 5 1SOO 

2O Revolver 1 
3 2 5 
9 3 2O 
7 4 100 
O 5 1SOO 
6 Times 
8 
7 Scatter 1 
2O 2 2 

6 : 
g 5 2O 
12 Credits 

6 Knife 1 
18 2 3 
2 3 15 
1 4 60 
6 5 250 
4 Candelabra 1 

2 3 
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TABLE IV-continued 

X 

3 15 
4 60 
5 250 

Lawyer 1 
2 
3 5 
4 25 
5 1OO 

Widow 1 
2 
3 5 
4 25 
5 1OO 

Son 1 
2 
3 5 
4 25 
5 1OO 

0069 Table V below illustrates an example of payout per 
centages and Volatility for a configuration of the game. Main 
payout is the percentage of coin in returned in the main game, 
bonus payout is the percentage of coin in returned in the 
bonus round, and progressive saving is the percentage of coin 
in used to contribute to a progressive jackpot. Hit ratio (1 
payline) is the hit ratio for one payline, hit ratio (9 paylines) is 
the hit ratio for 9 paylines, and volatility is the volatility of the 
game (a measure of the riskiness). Of course, the figures in 
Table V are just one example and other configurations can be 
used. 

TABLEV 

Main Payout 73.36% 
Bonus Payout 21.09% 
Progressive 1.00% 
Saving 

Total Payout 95.44% 
Hit Ratio (1 S.48% 
payline) 
Hit Ratio (9 39.78% 
paylines) 
Volatility 37.10 

0070 Table VI below illustrates exemplary payouts for the 
bonus game, according to an embodiment. After the player 
selects a suspect and a weapon, if both selections are correct, 
then two values from the high set are chosen using the asso 
ciated probability weights. If either selection (the suspect or 
the weapon) is incorrect, then two values from the low set are 
chosen using the associated probability weights. The two 
chosen values are awarded as the bonus amounts and can be 
multiplied by the amount bet. The machine may optionally 
display the maximum (and/or the minimum) bonus amount 
the player can win in the bonus round. 

TABLE VI 

LowSet Prob High Set Prob 

4 30.0% 14 12.0% 
5 25.0% 15 11.0% 
6 20.0% 16 10.0% 
7 13.0% 17 9.0% 
8 7.0% 18 8.0% 

Apr. 9, 2009 

TABLE VI-continued 

LowSet Prob HighSet Prob 

9 S.0% 19 7.0% 
2O 6.0% 
21 S.0% 
22 4.0% 
23 3.5% 
24 3.0% 
25 3.0% 
26 2.5% 
27 2.5% 
28 2.0% 
29 1.5% 
30 1.0% 
31 1.0% 
32 1.0% 
33 1.0% 
35 O.9% 
40 O.8% 
45 O.7% 
50 O.6% 
55 O.S90 
60 O.S90 
65 O.4% 
70 O.4% 
75 O.3% 
8O O.3% 
85 O.2% 
90 O.2% 
95 O.1% 
100 O.1% 

0071. As stated previously, the examples in the tables 
above are merely examples, and the present methods 
described herein can be implemented using any slot machine 
game parameters, e.g. any number of reels, reel stops, pay 
lines, etc. 
0072. It is also noted that any type of gaming machine can 
implement the present invention, whether the gaming 
machine is video or mechanical, finite or random environ 
ment, class III or any other class, local Software or download 
able client, or any other software/hardware implementations 
of gaming machines currently known in the art. 
0073. It is also noted that any and/or all of the above 
embodiments, configurations, variations of the present inven 
tion described above can mixed and matched and used in any 
combination with one another. Any claim herein can be com 
bined with any others (unless the results are nonsensical). 
Further, any mathematical formula given above also includes 
its mathematical equivalents, and also variations thereof Such 
as multiplying any of the individual terms of a formula by a 
constant(s) or other variable. Moreover, any operation 
described herein can be optional or can be performed in any 
sensible order. 
0074 Moreover, any description of a component or 
embodiment herein also includes hardware, Software, and 
configurations which already exist in the prior art and may be 
necessary to the operation of Such component(s) or embodi 
ment(s). 
0075. The many features and advantages of the invention 
are apparent from the detailed specification and, thus, it is 
intended by the appended claims to cover all such features 
and advantages of the invention that fall within the true spirit 
and scope of the invention. Further, since numerous modifi 
cations and changes will readily occur to those skilled in the 
art, it is not desired to limit the invention to the exact con 
struction and operation illustrated and described, and accord 
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ingly all Suitable modifications and equivalents may be 
resorted to, falling within the scope of the invention. 

1. A method of playing a slot game, the method compris 
ing: automatically selecting an element set from a plurality of 
elements; triggering a bonus round; allowing a player to 
select a chosen set from displayed elements; if the chosen set 
matches the element set, displaying that the player has won 
and awarding a respective completion prize; and if the chosen 
set does not match the element set, then allowing the player to 
continue to play the slot game without changing the element 
Set. 

2. A method as recited in claim 1, further comprising: 
displaying how many elements in the chosen set match the 
element set. 

3. A method as recited in claim 2, wherein if the chosen set 
does not match the element set, then the player is presented 
with a hint at what the element set is. 

4. A method as recited in claim 2, wherein the element set 
comprises one element and the chosen set comprises one 
element. 

Apr. 9, 2009 

5. A method as recited in claim 2, wherein the element set 
comprises two elements and the chosen set comprises two 
elements. 

6. A method as recited in claim 2, further comprising: when 
the chosen set of elements does not match the element set, 
then determining and awarding a consolation prize selected 
from a list of consolation prizes. 

7. A method as recited in claim 6, wherein the determining 
determines the consolation prize based on a probability asso 
ciated with receiving the consolation prize. 

8. A method as recited in claim 2, wherein the awarding a 
respective completion prize determines the completion prize 
using a list of completion prizes. 

9. A method as recited in claim 8, wherein the awarding 
determines the completion prize based on a probability asso 
ciated with the completion prize. 
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