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(57) ABSTRACT 

An embodiment of the present invention provides an option 
by which a feature event may be triggered in response to a 
specific player input. This advantageously provides the game 
designer with additional options to ensure that the game pro 
vides a suitable return-to-player performance. An embodi 
ment of the method is as shown in FIG. 4. 
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GAMINGAPPARTUS AND SYSTEMS 

FIELD OF THE INVENTION 

0001. The present invention relates to gaming apparatus 
and systems. It relates for example to electronic gaming 
machines and to networked gaming systems, such as Internet 
based gaming systems. 

BACKGROUND OF THE INVENTION 

0002 Gaming machines have been a popular form of 
entertainment for many years. This popularity has been 
enhanced with the advent of electronic gaming machines and 
computer-based gaming systems, such as are provided over 
the Internet. 
0003. Many different types of game are playable. They 
include for example standard slot-machine type games with 
spinning reels, poker machines, keno, bingo, blackjack, rou 
lette, pachinko and the like. 
0004. A user will typically place a bet, press a button or 
pull a lever to begin a game, and will win or lose based upon 
the gaming machine's play algorithm and random number 
generator. 
0005 Anaim of the present invention is to provide gaming 
apparatus having novel features for enhancing gameplay 
interest. 

SUMMARY OF THE INVENTION 

0006. According to a first aspect of the invention there is 
provided a gaming apparatus configured to provide a main 
game and being capable of triggering at least one feature 
event, the gaming apparatus including: 

0007 a component for storing a probability value that 
automatically varies in dependence upon at least one 
predefined criterion associated with the main game; 

0008 an input means operable by a player specifically 
to attempt to trigger a feature event; and 

0009 a component responsive to said input means for 
determining with reference to the probability value 
whether to trigger the feature event. 

0010 Optionally, the apparatus may further include an 
indicator component for indicating the probability value to 
the player. In one embodiment the indicator component dis 
plays a numerical depiction of the probability value or a 
graphical depiction of the probability value. 
0011 Optionally the predefined criterion is any one of: 
0012 a gameplay measurement associated with the 
main game; 

0013 an achievement in the main game of an event; or 
0014 a random adjustment that occurs during the 
course of play of the main game or at the end of a 
sequence of play of the main game. 

0015. In one embodiment in which the predefined crite 
rion is a gameplay measurement the apparatus further 
includes: 

0016 a component for monitoring gameplay; 
0017 a component for monitoring for the occurrence of 
a monitored event; and 

0018 an event guarantee component for guaranteeing 
that a feature event will automatically trigger if the 
monitored event has not otherwise triggered within a set 
amount of gameplay. 
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0019. According to a second aspect of the invention there 
is provided a method of triggering a feature event in a gaming 
apparatus configured to provide a main game, the method 
including the steps of 

0020 storing a probability value that automatically var 
ies in dependence upon at least one predefined criterion 
associated with the main game; 

0021 receiving a player generated input signal indicat 
ing specifically that the player wishes to attempt to trig 
ger a feature event; and 

0022 determining, in response to the player generated 
input signal and with reference to the probability value, 
whether to trigger the feature event. 

0023. In one embodiment the likelihood of triggering the 
feature event when executing the step of determining whether 
to trigger the feature event is equal to the probability value. In 
this embodiment the probability value is reset to a default 
value or to a randomly determined value at the time of or 
Subsequent to the step of determining whether to trigger the 
feature event. 
0024. In another embodiment the likelihood of triggering 
the feature event when executing the step of determining 
whether to trigger the feature event is less than the probability 
value. In one such embodiment the amount by which the 
likelihood of triggering the feature event is less than the 
probability value is dependent upon a player input. In another 
such embodiment the amount by which the likelihood of 
triggering the feature event is less than the probability value is 
automatically determined. In either case the probability value 
is preferably decremented by an amount equal to the likeli 
hood of triggering the feature event at the time of or Subse 
quent to the step of determining whether to trigger the feature 
event. 

0025. An embodiment in which the predefined criterion is 
a gameplay measurement associated with the main game 
further includes the steps of: 

0026 monitoring gameplay; 
0027 monitoring for the occurrence of a monitored 
event; and 

0028 automatically triggering a feature event if the 
monitored event has not otherwise triggered within a set 
amount of gameplay. 

0029 Optionally the method may further include the steps 
of: 

0030 defining a maximum probability value; and 
0.031 automatically determining whether to trigger a 
feature event if the probability value equals or exceeds 
the maximum probability value. 

0032. Optionally the feature event may be any one or more 
of an extraneous game from a main game; a bonus game; a 
free play or free play series; a re-spin or re-spin series; an 
appearance of a wild feature; a fixed or incrementing jackpot 
prize or bonus play that can yield a jackpot prize; and/or 
changes to the main game functions, or addition of gameplay 
elements, that increase relative odds of achieving a prize. 
0033 According to a third aspect of the invention there is 
provided computer executable code for instructing a com 
puter to perform the method as described above. 
0034. According to a fourth aspect of the invention there is 
provided a computing apparatus having a central processing 
unit, associated memory and storage devices, and input and 
output devices, said apparatus being configured to perform 
the method as described above. 
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0035. According to a fifth aspect of the invention there is 
provided a gaming system configured to provide a main game 
and being capable of triggering at least one feature event, the 
gaming System including: 

0036) a component for storing a probability value that 
automatically varies in dependence upon at least one 
predefined criterion associated with the main game; 

0037 an input means operable by a player specifically 
to attempt to trigger a feature event; and 

0038 a component responsive to said input means for 
determining with reference to the probability value 
whether to trigger the feature event. 

0039. Optionally the system may further include a central 
control for running a gaming algorithm, and a plurality of 
remote clients in communication with the central control over 
a communications network, the remote clients including 
screens for the display of information to players. 
0040. In an embodiment of the system the input means 
allows for player interaction with the central control. 
0041 According to a sixth aspect of the invention there is 
provided gaming apparatus configured to provide a main 
game and being capable of triggering at least one feature 
event, the gaming apparatus including: 

0042 a component for monitoring gameplay; 
0043 a component for storing a probability value that 
automatically varies in dependence upon at least one 
predefined criterion associated with the main game; 

0044 an input means operable by a player solely to 
attempt to trigger a feature event; and 

0045 a component responsive to said input means for 
determining with reference to the probability value 
whether to trigger the feature event. 

0046 According to another aspect of the invention there is 
provided gaming apparatus including: 

0047 a component for monitoring gameplay of a main 
game capable of automatically triggering at least one 
feature; 

0048 a component for storing a probability value that 
automatically varies in dependence upon at least one 
predefined criterion associated with the main game; 

0049 an input means operable by a player to attempt to 
trigger a feature event other than via said automatic 
triggering; and 

0050 a component responsive to said input means for 
determining with reference to the probability value 
whether to trigger the feature event. 

0051. According to yet another aspect of the invention 
there is provided gaming apparatus configured to provide a 
main game and being capable of triggering at least one feature 
event, the gaming apparatus including: 

0.052 
0053 a component for storing a probability value that 
automatically varies in dependence upon a gameplay 
measurement associated with the main game; 

0054 an input means operable by a player specifically 
to attempt to trigger a feature event; 

0055 a component responsive to said input means for 
determining with reference to the probability value 
whether to trigger the feature event; 

0056 a component for monitoring for the occurrence of 
a monitored event; and 

a component for monitoring gameplay; 
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0057 an event guarantee component for guaranteeing 
that a feature event will automatically trigger if the 
monitored event has not otherwise triggered within a set 
amount of gameplay. 

0.058 Embodiments of the present invention may be 
applied to any suitable type of gaming system or platform. It 
can apply to stand-alone gaming apparatus, e.g. electronic 
gaming machines. Such as Video gaming machines, to gaming 
machines that are linked together, e.g. via a network Such as 
an intranet, and/or to gaming systems provided through com 
puting or other electronic devices, e.g. personal computers, 
PDAs, mobile telephones, digital televisions, and the like, 
e.g. over the Internet or other communications networks. 
0059. The present invention may be applied to gaming 
apparatus that plays any Suitable game, e.g. slot-machine type 
games, poker, keno, blackjack, bingo, roulette, pachinko, or 
the like. 
0060. In some networked embodiments of the invention, 
the central control may conduct the games and manage the 
accounting and the like, and a number of remote terminals/ 
clients merely provide the user input and display mecha 
nisms. In other networked embodiments of the invention, the 
control of the games and various other features may be carried 
out at the remote terminals, or may be split between the 
central control and the remote terminals. 
0061. It should be noted that any of the features of any of 
the aspects mentioned above may be combined with any other 
features mentioned above, as appropriate. 
0062) Embodiments of the present invention will now be 
described, by way of example only, with reference to the 
accompanying drawings. It is to be understood that the par 
ticularity of the detailed description and the drawings does 
not Supersede the generality of the preceding description of 
the invention. 

BRIEF DESCRIPTION OF THE 
ACCOMPANYING DRAWINGS 

0063. In the drawings: 
0064 FIG. 1 is a block diagram of gaming apparatus 
according to one embodiment of the present invention; 
0065 FIG. 2 is a generic gaming display screen shot 
according to an embodiment of the present invention; 
0.066 FIG.3 is another generic gaming display screen shot 
according to another embodiment of the present invention; 
and 
0067 FIG. 4 is a flow diagram of a gaming control process 
in accordance with an embodiment of the present invention. 

DETAILED DESCRIPTION OF EMBODIMENTS 
OF THE INVENTION 

0068 Referring to FIG. 1, gaming apparatus, which in this 
case takes the form of an electronic gaming machine (EGM) 
1, includes various standard components. Such as a controller 
2 for controlling the operation of the EGM 1 and the games 
run on it, a coin/token input 3 for receiving bets, a coin/token 
output 4 for paying out winnings, a display 5 for displaying 
game screens, and player input means 6 for allowing user 
interaction, which may include e.g. buttons 7 and which may 
e.g. be provided as part of the display 5 in a touch-screen type 
a. 

0069. The EGM 1 may be a stand-alone machine. It may 
also be networked with other EGMs and/or a control centre 
via a Suitable communications network 8. Such as a LAN 
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and/or WAN, in order to play networked (e.g. intranet or 
Internet) games, such as a linked jackpot. 
0070. In use, the EGM 1 will display an initial gaming 
screen on the display 5. A player will insert bank notes, coins 
and/or tokens into the EGM input 3, and will press a button 7 
to initiate play of the main game provided by the EGM. How 
matters then proceed will depend on the type of main game 
being played. For example, FIG. 2 illustrates a game screen 
from a slot machine-type game, in which the EGM 1 displays 
virtual reels 10 of symbols 11, and spins and stops these reels 
10 in various win and lose symbol combinations on one or 
more paylines 12 in accordance with a stored gaming algo 
rithm and random number generator. In an alternative 
embodiment (not illustrated) the main game is a poker-type 
game, in which a player will receive a number of cards with 
which to play for a winning hand. It will be appreciated that 
other types of main games may be provided, such as keno, 
blackjack, bingo, roulette, pachinko, or the like. For the pur 
poses of this detailed description, the main focus shall be 
upon an embodiment providing a slot machine-type main 
game. 
0071. The player may interact via the buttons 7, so as e.g. 
to spin or hold reels and otherwise play the main game. A 
common element will be win events, e.g. particular symbol 
combinations that pay out a prize or jackpot. 
0072 Also, in order to increase interest, the main game is 
capable of providing feature events that may or may not relate 
directly to the main game being played, and that generally 
provide a bonus of some sort. These feature events may 
include for example one or more free games, a re-spin (similar 
to a free game but with one or more reels held on a slot 
device), the chance to play for higher winnings or the like. 
They may be e.g. luck or skills based. They may be provided 
as 'second screen” features that display on a new screen, and 
may be extraneous to the main game. 
0073. Another way of adding gaming interest is for a main 
game or a feature event to include one or more wild symbols 
that can represent more than one type of symbol or card, and 
so can increase the chances of achieving a winning combina 
tion or the like. Similarly, for embodiments in which the main 
game is a card game, wild cards may be provided. 
0074 These win and feature events can be arranged to 
occur due to the usual operation of the main game randomly 
or under a particular set of circumstances, e.g. under a set 
symbol or card combination. They may also occur due to an 
accumulation of circumstances across a number of games, 
and may occur due to the condition of a device Supplemental 
to the EGM 1 itself, e.g. they may relate to jackpot wins in 
linked jackpot systems comprising a plurality of EGMs under 
a central control. 
0075. In accordance with one embodiment of the present 
invention, the EGM 1 includes within the gaming algorithm a 
component for monitoring and an event guarantee compo 
nent. The component for monitoring monitors one or more 
monitored events to determine whether they are triggered or 
not, and guarantees that a particular feature event, or at least 
one of a number of possible feature events, will trigger within 
a set amount of gameplay, if the standard conditions for 
triggering of the monitored game event or events are not met 
by the main game within the set amount of gameplay. The 
monitored event may be the feature event or another game 
event. A guarantee count (referred to below as a “feature 
guarantee variable'), which is the remaining amount of 
gameplay before a feature event is guaranteed to be triggered, 
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is shown on a guarantee indicator 9 on the display 5. The 
guaranteed feature event aspect of this embodiment of the 
invention is discussed in more detail in Patent Application 
No. PCT/AU2004/001402 (published under Publication No. 
WO 2005/037387), the contents of which are hereby incor 
porated in their entirety by way of reference. 
0076. The present invention also provides another option 
by which a feature event may be triggered, which is in 
response to a player input. This advantageously provides the 
game designer with additional options to ensure that the game 
provides a Suitable return-to-player performance. 
0077. The embodiment of the gaming apparatus includes 
within the gaming algorithm components for monitoring 
gameplay and for storing a probability value that varies in 
dependence upon at least one predefined criterion, which is 
typically a gameplay measurement of an amount of game 
play. The embodiment also includes a component responsive 
to a player input entered via input means 6 for determining 
whether to trigger the feature event. This determination is 
performed with reference to the probability value in a manner 
that is described in further detail below. 

0078. As best shown in FIGS. 2 and 3, this embodiment 
includes a probability indicator 13 for indicating to the player 
the current probability that a player-requested feature event 
will successfully trigger. For example, in FIG. 2 the probabil 
ity value is depicted to the player as 68% and in FIG. 3 the 
probability value is depicted to the player as 1.9%. The prob 
ability indicator 13 also displays a graphical depiction of the 
probability value by means of bar graph 14 on FIG. 2 and 
circular gauge 15 on FIG.3. Alternatively, the display of icons 
may be used to indicate to the player that they have a prob 
ability of triggering a feature event. 
007.9 The method steps that are executed by a computer 
processor that is disposed in the controller 2 of an embodi 
ment of the invention are shown in FIG. 4. The process flow 
commences at Step S1 in which the game variables and 
parameters are initialised. This relates to the variables and 
parameters used in the main game and also to the probability 
value, feature guarantee value and the maximum probability 
value. In this embodiment the probability value is initially set 
to a default value of Zero, the feature guarantee value is 
initially set to a default value of 150 and the maximum prob 
ability value is set to a constant value of 100%. It will be 
appreciated by those skilled in the art that other values may be 
chosen for alternative embodiments. 
0080. At Step S2 the processor commences running the 
main game. In the illustrated embodiment this is a slot 
machine game. The main game continues to be actively 
played throughout most of the remaining steps and this is 
monitored at Step S3. The monitoring of the main game takes 
place in order to ascertain the information necessary for 
executing the following steps that determine when the feature 
event is triggered. 
I0081. At Step S4 the probability value is re-calculated 
Such that it varies in dependence upon at least one predefined 
criterion, which is a measurement of gameplay associated 
with the main game. Examples of Suitable gameplay mea 
Surements include the number of games played (i.e. the num 
ber of spins of a slot machine or the number of hands of a card 
game played); an aggregate amount of bets laid; an aggregate 
amount of credit paid out; the amount of lines or hands played 
etc. The preferred embodiment makes use of the number of 
paid spins of the main game slot machine as the predefined 
criterion. This is achieved in accordance with a predefined 
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formula, for example by incrementing the probability value 
by a predefined increment according to paid games played in 
the main game. This may or may not be a linear equation. For 
example, the probability may increase by a smaller amount in 
early periods of play compared to later periods. Hence, over 
the period that the main game is being played the probability 
tends to increase progressively from its initial value of Zero. 
Each time the probability value is re-calculated, the new value 
is stored in a predefined random access memory location for 
later access by the controller 2. 
0082. At Step S5 the feature guarantee value is re-calcu 
lated. By way of example, the embodiment guarantees a 
feature event every time a total of 150 paid spins have been 
undertaken in the main game by the player, provided the main 
game does not trigger that event during the course of normal 
gameplay. Hence, each time a paid spin is undertaken, the 
feature guarantee value is decremented by one and the new 
feature guarantee value is displayed at guarantee indicator 9. 
Therefore the feature guarantee value progressively 
decreases as the main game is played, or resets to a predefined 
or random value in the event of a triggering of the feature 
event by the main game. Each time the feature guarantee 
value is re-calculated, the new value is stored in another 
predefined random access memory location for later access 
by the controller 2. 
0083. At Step S6 the processor checks whether the player 
has made an input via the input means 6 to indicate specifi 
cally and solely that the player wishes to attempt to trigger a 
feature event. With reference to the screen shown in FIG. 2, 
the player generates the necessary input signal by touching 
the input area 6 marked “PLAY" on the touch sensitive dis 
play screen 5. This causes the display to transit from the main 
game screen (a depiction of which is shown in FIG. 2) to a 
secondary display system in the form of a screen such as that 
illustrated in FIG. 3. The player may then proceed with the 
trigger attempt by touching the input area 17 marked “PLAY.” 
on the touch sensitive display screen 5. In response to the 
input signal generated by touching the input area 17, the 
process flow moves to Step S10, to be described below. 
0084. If no input signal is detected, or if the player touches 
the input area 16 marked “RETURN TO GAME” on the 
screen shown in FIG.3, the process flow moves to Step S7. At 
this step the processor checks whether the feature guarantee 
criterion has been met. In this embodiment, the monitored 
event is the feature event and the set amount of gameplay is 
150 paid spins. Hence, the processor can determine that fea 
ture guarantee criterion has been met if the feature guarantee 
value is equal to Zero. If so, this indicates that 150 paid spins 
have been undertaken since the last feature event and there 
fore a feature event is automatically triggered by moving the 
process flow to Step S12. If the feature guarantee value is 
greater than Zero then a guaranteed feature event is not 
required and the process flow moves to Step S8. 
0085. At Step S8 the processor checks whether the normal 
operation of the main game has automatically triggered a 
feature event. If so, the process flow moves to Step S12. If not, 
the process flow moves to Step S9, at which the processor 
checks whether the probability value equals or exceeds the 
maximum probability value of 100%. If so, the process flow 
moves to Step S10. If not, the process flow loops back to Step 
S3. 

I0086. As mentioned above, at Step S6 the processor is 
responsive to a player generated input signal indicating the 
player's wish to attempt to trigger a feature game by moving 
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the process flow to Step S10. Here the processor decides 
whether to trigger the feature game and this determination is 
made with reference to the probability value. In this embodi 
ment the likelihood of triggering the feature event when 
executing Step S10 is equal to the probability value. For 
example, if at this point the probability value is 19%, then the 
processor executes a decision routine that has a 19% prob 
ability of returning a positive result and an 81% probability of 
returning a negative result. This is achieved by defining a first 
range of integral numbers from 1 to 19 inclusive and a second 
range of integral numbers from 20 to 100 inclusive. The 
processor then uses a random number generator (or pseudo 
random number generator) to pick a random integer between 
1 and 100 inclusive. If this random integer lies within the first 
range, then a positive result is returned and the process flow 
moves to Step S12. If the random integer lies within the 
second range, then a negative result is returned and the pro 
cess flow moves to Step S11. 
I0087 Step S11 may be reached either because a player's 
request for a feature event was declined at Step S10, or fol 
lowing on from Step S13. In either case, once a positive or 
negative determination is made at Step S10, the probability 
value is subsequently reset to its default value of Zero at Step 
S11. In some alternative embodiments the probability value is 
reset to a randomly determined value or to a predetermined 
non-Zero value. 
I0088 At Step S12, the feature event is run by the proces 
sor. Typically this may be any one or more of an extraneous 
game from a main game; a bonus game; a free play or free 
play series; a re-spin or re-spin series; an appearance of a wild 
feature; a fixed or incrementing jackpot prize or bonus play 
that can yield a jackpot prize; and/or changes to the main 
game functions, or addition of gameplay elements, that 
increase relative odds of achieving a prize. 
I0089. The particular feature event that is run at Step S12 is 
chosen randomly by the processor. Once the feature event has 
been completed, the process flow moves to Step S13, at which 
the feature guarantee value is reset to its default value of 150. 
The process flow proceeds to Step S11, then returns to Step 
S3. 

0090. Once the player ceases playing the main game, the 
processor also ceases the looping that commences at Step S3. 
0091. In the embodiment described above, the likelihood 
of triggering the feature event when executing Step S10 is 
equal to the probability value. However, in an alternative 
embodiment the likelihood of triggering the feature event 
when executing the step of determining whether to trigger the 
feature event is less than the probability value. For example, 
at the time of making the determination of whether to trigger 
the feature event, a player may have accrued a probability 
value of 38%. However, when the determination at Step S10 
is made, the player may use the input means 6 to generate an 
input signal to indicate that some lesser amount of this prob 
ability be used, for example only 10%. Hence, in this alter 
native embodiment, the processor executes a decision routine 
at Step S10 having only a 10% probability of returning a 
positive result. When the processor subsequently executes 
Step S11, rather than resetting the probability value to the 
default value, it subtracts the lesser amount from the original 
probability value. Hence, in the current example the recalcu 
lated probability value after executing Step S11 would be 
28% (i.e. 38%-10%). 
0092. In yet another embodiment the amount by which the 
likelihood of triggering the feature event is less than the 
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probability value is automatically determined in accordance 
with the game algorithm. For example, the game algorithm 
may include a rule specifying that only a constant value. Such 
as 5%, of a player's currently accrued probability value may 
be expended upon any one determination at Step S10. In such 
a case, the constant value would be subtracted from the prob 
ability value at Step S11 to calculate a new probability value. 
0093. In some embodiments the probability value is varied 
in dependence upon criteria that differ to that described 
above. For example, the probability might be altered by 
achieving a particular pre-defined or random event, such as 
getting predetermined symbol combinations on a slot. Alter 
natively, the probability value may be randomly adjusted 
during the course of play or at the end of a given sequence of 
gameplay. Additionally, in some embodiments the probabil 
ity is not reset or recalculated as described above for Step S11. 
In another contemplated embodiment, the probability value is 
not displayed to the player. 
0094. In yet another contemplated alternative embodi 
ment, the player must place a side bet in order to qualify for 
the attempt to trigger a feature event. Alternatively, or addi 
tionally, the player may be given the option of placing a side 
bet in order to increase the probability that a feature event will 
trigger beyond the indicated probability value and/or to 
increase the potential payout ifa feature event is triggered and 
results in a win. Such side bets may be placed before and/or 
after a normal game of the main game. For example, after 
completing a main game, a player may use the input means 6 
to place a first side bet in order to qualify for an attempt to 
trigger a feature event. The player may then use the input 
means 6 to place as second side bet in order to increase the 
probability of triggering the feature event beyond the amount 
shown on the probability indicator 13. This may result in the 
probability value being increased by a random amount, a 
predetermined amount or an amount that is dependent upon 
the amount of the second side bet. In any event, this increased 
probability value is then used as the basis of the determination 
of whether to trigger a feature event. The player may also 
place a third side bet to increase the amount of any winnings 
that may be associated with the feature event, if triggered. 
0095 FIG. 1 illustrates an essentially stand-alone elec 
tronic gaming machine (albeit with the potential for net 
worked connectivity). However, another embodiment pro 
vides a gaming system including networked computing 
apparatus having a central processing unit disposed at a cen 
tral control computer. A plurality of remote clients is in com 
munication with the central control computer over a commu 
nications network Such as a local area network and/or a wide 
area network. Each of the remote clients has at least one 
screen for the display of information to a player and input 
means allowing for player interaction with the central control. 
0096. The central control computer has access to associ 
ated memory and storage devices. The central control com 
puter also has access to computer executable code for 
instructing the central control computer to run the gaming 
algorithm that performs the embodiment of the inventive 
method. In one embodiment the computer executable code is 
in the form of software and associated data, which are stored 
upon a computer-readable medium in the form of one or more 
compact disks. Alternative embodiments make use of other 
forms of digital storage media, such as Digital Versatile Discs 
(DVD’s), hard drives, flash memory, Erasable Programmable 
Read-Only Memory EPROM, and the like. Alternatively, the 
Software and its associated data may be stored as one or more 
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downloadable or remotely executable files that are accessible 
via a computer communications network Such as the internet. 
0097. As used in this patent specification, including in the 
claims, the term “probability value” is to be given a broad 
construction so as to include any value that is capable of being 
used to influence an automated decision making process. 
Hence, in some embodiments the “probability value' is 
expressed as a percentage, however in other embodiments the 
“probability value' may take other forms, such as an integral 
value between 0 and 10, for example. In some such embodi 
ments, the integral value corresponds to a number of items 
accrued through play of the main game. Such as a number of 
icons or the like, and the gaming apparatus is configured to 
equate the number of icons with a probability value. A pre 
defined amount of probability may be attributed to each icon 
that the player has accrued, such that 6 icons may be equated 
with a probability value of 60%, for example. 
0098. It is to be understood that various alterations, addi 
tions and/or modifications may be made to the parts previ 
ously described without departing from the ambit of the 
present invention, and that, in the light of the above teachings, 
the present invention may be implemented in Software, firm 
ware and/or hardware in a variety of manners as would be 
understood by a person skilled in the art. 

1. Gaming apparatus configured to provide a main game 
and being capable of triggering at least one feature event, the 
gaming apparatus including: 

a component for storing a probability value that automati 
cally varies in dependence upon at least one predefined 
criterion associated with the main game; 

an input means operable by a player specifically to attempt 
to trigger a feature event; and 

a component responsive to said input means for determin 
ing with reference to the probability value whether to 
trigger the feature event. 

2. The apparatus of claim 1, further including an indicator 
component for indicating the probability value to the player. 

3. The apparatus of claim 2 wherein the indicator compo 
nent displays a numerical depiction of the probability value or 
a graphical depiction of the probability value. 

4. The apparatus of claim 1 wherein the predefined crite 
rion is any one of: 

a gameplay measurement associated with the main game; 
an achievement in the main game of an event; or 
a random adjustment that occurs during the course of play 

of the main game or at the end of a sequence of play of 
the main game. 

5. The apparatus of claim 4 wherein the predefined crite 
rion is a gameplay measurement and further including: 

a component for monitoring gameplay; 
a component for monitoring for the occurrence of a moni 

tored event; and 
an event guarantee component for guaranteeing that a fea 

ture event will automatically trigger if the monitored 
event has not otherwise triggered within a set amount of 
gameplay. 

6. The apparatus of claim 1 wherein the feature event is any 
one or more of an extraneous game from a main game; a 
bonus game; a free play or free play series; a re-spin or re-spin 
series; an appearance of a wild feature; a fixed or increment 
ing jackpot prize or bonus play that can yield aljackpot prize; 
and/or changes to the main game functions, or addition of 
gameplay elements, that increase relative odds of achieving a 
pr1ze. 
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7. A method of triggering a feature event in a gaming 
apparatus configured to provide a main game, the method 
including the steps of 

storing a probability value that automatically varies in 
dependence upon at least one predefined criterion asso 
ciated with the main game; 

receiving a player generated input signal indicating spe 
cifically that the player wishes to attempt to trigger a 
feature event; and 

determining, in response to the player generated input sig 
nal and with reference to the probability value, whether 
to trigger the feature event. 

8. The method of claim 7 wherein the likelihood of trig 
gering the feature event when executing the step of determin 
ing whether to trigger the feature event is equal to the prob 
ability value. 

9. The method of claim 8 wherein the probability value is 
reset to a default value or to a randomly determined value at 
the time of or subsequent to the step of determining whether 
to trigger the feature event. 

10. The method of claim 7 wherein the likelihood of trig 
gering the feature event when executing the step of determin 
ing whether to trigger the feature event is less than the prob 
ability value. 

11. The method of claim 10 wherein the amount by which 
the likelihood of triggering the feature event is less than the 
probability value is dependent upon a player input. 

12. The method of claim 10 wherein the amount by which 
the likelihood of triggering the feature event is less than the 
probability value is automatically determined. 

13. The method of claim 10 wherein the probability value 
is decremented by an amount equal to the likelihood of trig 
gering the feature event at the time of or Subsequent to the step 
of determining whether to trigger the feature event. 

14. The method of claim 7 wherein the predefined criterion 
is a gameplay measurement associated with the main game 
and further including the steps of 

monitoring gameplay; 
monitoring for the occurrence of a monitored event; and 
automatically triggering a feature event if the monitored 

event has not otherwise triggered within a set amount of 
gameplay. 

15. The method of claim 7 further including the steps of: 
defining a maximum probability value; and 
automatically determining whether to trigger a feature 

eventif the probability value equals or exceeds the maxi 
mum probability value. 

16. The method of claim 7 wherein the feature event is any 
one or more of an extraneous game from a main game; a 
bonus game; a free play or free play series; a re-spin or re-spin 
series; an appearance of a wild feature; a fixed or increment 
ing jackpot prize or bonus play that can yield aljackpot prize; 
and/or changes to the main game functions, or addition of 
gameplay elements, that increase relative odds of achieving a 
prize. 

17. Computer executable code for instructing a computer 
to perform the method according to claim 7. 

18. A computing apparatus having a central processing 
unit, associated memory and storage devices, and input and 
output devices, said apparatus being configured to perform a 
method according to claim 7. 
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19. A gaming system configured to provide a main game 
and being capable of triggering at least one feature event, the 
gaming System including: 

a component for storing a probability value that automati 
cally varies in dependence upon at least one predefined 
criterion associated with the main game; 

an input means operable by a player specifically to attempt 
to trigger a feature event; and 

a component responsive to said input means for determin 
ing with reference to the probability value whether to 
trigger the feature event. 

20. The system of claim 19 further including a central 
control for running a gaming algorithm, and a plurality of 
remote clients in communication with the central control over 
a communications network, the remote clients including 
screens for the display of information to players. 

21. The system of claim 20 wherein the input means allows 
for player interaction with the central control. 

22. Gaming apparatus configured to provide a main game 
and being capable of triggering at least one feature event, the 
gaming apparatus including: 

a component for monitoring gameplay; 
a component for storing a probability value that automati 

cally varies in dependence upon at least one predefined 
criterion associated with the main game; 

an input means operable by a player solely to attempt to 
trigger a feature event; and 

a component responsive to said input means for determin 
ing with reference to the probability value whether to 
trigger the feature event. 

23. Gaming apparatus including: 
a component for monitoring gameplay of a main game 

capable of automatically triggering at least one feature; 
a component for storing a probability value that automati 

cally varies in dependence upon at least one predefined 
criterion associated with the main game; 

an input means operable by a player to attempt to triggera 
feature event other than via said automatic triggering; 
and 

a component responsive to said input means for determin 
ing with reference to the probability value whether to 
trigger the feature event. 

24. Gaming apparatus configured to provide a main game 
and being capable of triggering at least one feature event, the 
gaming apparatus including: 

a component for monitoring gameplay; 
a component for storing a probability value that automati 

cally varies in dependence upon a gameplay measure 
ment associated with the main game; 

an input means operable by a player specifically to attempt 
to trigger a feature event; 

a component responsive to said input means for determin 
ing with reference to the probability value whether to 
trigger the feature event; 

a component for monitoring for the occurrence of a moni 
tored event; and 

an event guarantee component for guaranteeing that a fea 
ture event will automatically trigger if the monitored 
event has not otherwise triggered within a set amount of 
gameplay. 


