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GAMING SYSTEMAND METHOD OF 
GAMING 

RELATED APPLICATIONS 

0001. This application claims priority to, and is a continu 
ation of co-pending U.S. application Ser. No. 12/421,279. 
having a filing date of Apr. 9, 2009, which is incorporated 
herein by reference, and which claims priority to Australia 
Provisional Patent Application No. 2008901804 having a 
filing date of Apr. 11, 2008, which is also incorporated herein 
by reference in its entirety. 

FEDERALLY SPONSORED RESEARCHOR 
DEVELOPMENT 

0002. Not Applicable 

MICROFICHEACOPYRIGHT REFERENCE 

0003) Not Applicable 

BACKGROUND OF THE INVENTION 

0004. It is known to provide a gaming system which com 
prises a game controller arranged to randomly select and 
cause the display of several symbols from a predetermined set 
of symbols, and to determine a game outcome. Such as a game 
win, based on the displayed symbols. Such gaming systems 
may commonly be implemented as a stepping machine pro 
vided with mechanical reels that each carry several symbols 
of the set, or a video machine wherein selected symbols are 
displayed on virtual reels on a graphical display device. Win 
outcomes can occur based on symbols appearing in one or 
more horizontal lines, diagonal lines, or any other predeter 
mined way. Typically five vertically aligned reels are pro 
vided on the display (although less or more may be provided). 
Each reel displays three symbols high in the display window 
for the reel (although, again, this may be more or less symbols 
high). 
0005. Many gaming machines are of the type where the 
game outcome (selection of symbols) is totally randomly 
generated, usually on the basis of a random number generator 
selecting symbols from a symbol table (cross referenced with 
random numbers). Other types of gaming system are known 
where player interaction is required to facilitate selection of 
symbols. For example, "Pachislo' games require a player to 
push a button which causes the spinning reels to come to a 
stop. 
0006 Pachislo and other types of “skill stop” games rely 
on a certain amount of player skill to enable the player to stop 
the reel (virtual or actual) to select the symbol they desire for 
the desired game outcome. These types of gaming systems 
may not wholly depend on player skill A group of symbols 
may be pre-selected, for example by utilizing a random num 
ber generator, and the player skill stop may only be exercised 
to select from these “pre-selected” symbols. It may appear to 
the player that he has more than this group of symbols to 
select from, but the gaming machine will only allow one or 
more of these symbols to be selected. The gaming machine 
operates to maintain the return to player (rtp) specified by the 
operator. 
0007 Skill stop games generally use a “slip” system. 
When the player pushes a button to stop the reels, the reel can 
stop plus or minus a couple of symbols on the reels. For 
example, let us say the reel carries symbol numbers “1”. “2. 
“3”, “4”, “5”, “6”, “7”, “8”, and “9”. If the player pushes a 
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“stop' button when the “5” is shown on a gaming machine 
display, when the reel comes to rest it may be “5”, “4”, “3’ or 
“2. 
0008. In skill stop games, it is known to vary the rotation 
speed (or apparent rotation speed, if a virtual reel) of a reel in 
order to vary the skill level requirement of a player attempting 
to stop the reel on a desired symbol. For example, in some 
circumstances a reel may be slowed down so that it is easier 
for a player to make reel stop predictions. A determination as 
to when to vary the speed of rotation of the reel is usually 
made by an internal decision of the gaming machine. 
0009 While such gaming systems provide users with 
enjoyment, a need exists for alternative gaming systems in 
order to maintain or increase player enjoyment. 

BRIEF SUMMARY OF THE INVENTION 

0010. In accordance with a first aspect, the present inven 
tion provides a gaming system, comprising a game controller 
arranged to control play of a game having a player skill 
aspect, and a display arranged to display a representation of 
the game, the game controller being arranged to control the 
display to display a set of symbols for selection, the game 
controller being responsive to the player skill aspect to facili 
tate selection of at least one of the symbols, a skill level factor 
of the player skill aspect being variable depending on opera 
tion of a game, whereby to vary a skill level required by the 
player. 
0011. In an embodiment, the game operation is an opera 
tion of a first game and the game having the skill aspect is a 
Second game. 
0012. In an alternative embodiment, the game operation is 
an operation of the same game as the skill aspect game. 
0013. In an embodiment, the game operation is operation 
of a base game, and the game having the skill aspect is a 
feature game generated by the base game. 
0014. In an embodiment, the game operation is a game 
outcome. The game outcome may operate as a trigger to vary 
the skill level factor. The trigger may be a combination of 
symbols on a line or scatter, a single symbol, or any other 
trigger. 
0015. In an embodiment, there are a plurality of skill level 
factors which may be varied. 
0016. In an embodiment, the player skill aspect is a sym 
bol selection skill. The player is presented with a plurality of 
symbols and is required to exercise skill in the selection of at 
least one of the symbols. In an embodiment, the game in 
which the skill aspect is implemented is a reel game. The reel 
may be a virtual reel oran actual reel. In this embodiment, the 
skill aspect is a skill stop. The player is required to exercise 
skill in stopping the reel at the symbol that they may require, 
e.g. to attain a “Win’ combination of symbols. The player 
may be required to exercise skill in stopping more than one 
reel. In an embodiment, the skill level factor is reel speed, the 
reel speed being variable. In an embodiment, the skill level 
factor relates to apparentness of “tells”. Tells are indicators 
which provide information to the player about when a 
required symbol is due to appear. For example, tells may 
include a chain of predetermined symbols which precede the 
required symbol. When a player starts seeing the chain of tell 
symbols, he knows that a required symbol is about to appear 
and that it may be time to operate the skill stop. Varying the 
skill level factor for tells may comprise varying the brightness 
of the tells. For example, where the tells comprise a chain of 
symbols, their brightness may be varied to vary the skill level 
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factor required by the player (may be made brighter to make 
it easier for the player to spot the tells). In an embodiment, the 
skill level factor is reel “slip Varying the skill level factor 
may comprise varying the amount of reel slip. To increase the 
player's chances of selecting a required symbol by skill stop, 
the reel slip may be decreased, for example. 
0.017. In an embodiment, the gaming system comprises an 
indicator indicating a status of the skill level factor. The 
indicator may provide an indication of skill level required or 
attained. 

0018. In an embodiment, game outcomes may result in the 
award of credit to a player. In an embodiment, the game may 
be played utilizing player credit. In an embodiment, a player 
interface is provided enabling player credit to allocated. 
0019. It is preferably an advantage of at least an embodi 
ment of the invention, that skill level factors may be varied 
depending upon outcomes of a game. For example, where a 
base game generates the skill aspect game as a feature game, 
an outcome of the base game may set skill level factors for the 
feature game. As another example, where the skill level aspect 
game and the game the outcome of which varies the skill level 
factor are the same game, the skill level factor may be varied 
depending on symbol combinations occurring within the 
game, in order to improve the player's chances of obtaining 
W1S. 

0020. It is preferably an advantage of at least an embodi 
ment of the invention that a player can see the skill level 
factors changing and therefore his chances of winning the 
game improving, depending on ongoing play of the game. 
This provides a more interesting gaming experience for the 
player. 
0021. In accordance with a second aspect, the present 
invention provides a method of gaming, comprising the steps 
of displaying a set of symbols for selection, facilitating selec 
tion of a least one of the symbols responsive to a player skill 
aspect, and varying a skill level factor of the player skill 
aspect independence on operation of a game, whereby to vary 
a skill level required by the player. 
0022. In accordance with a third aspect, the present inven 
tion provides a game controller foragaming device, the game 
controller arranged to control play of a game having a player 
skill aspect and further arranged to display on a display of the 
gaming device a set of symbols for selection, the game con 
troller being responsive to the player skill aspect to facilitate 
selection of at least one of the symbols, a skill level factor of 
the player skill aspect being variable whereby to vary a skill 
level required by the player, the display being arranged to 
display a status of the skill level factor. 
0023 The display may comprise an indicator which indi 
cates the status of the player skill level factor. This has the 
advantage, in at least an embodiment of the invention, that a 
player can determine how well a game is playing. In an 
embodiment, the indicator is a separate indicator from the 
display of the gaming symbols. 
0024. In accordance with a fourth aspect, the present 
invention provides a method of gaming, comprising the steps 
of displaying a set of symbols for selection, facilitating selec 
tion of at least one of the symbols responsive to a player skill 
aspect, varying a skill level factor of the player skill aspect 
whereby to vary a skill level required by the player, and 
displaying a status of the skill level factor. 
0025. In accordance with a fifth aspect, the present inven 
tion provides a computer program comprising instructions for 
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controlling a computer to implement a gaming system/con 
troller in accordance with the first or third aspects of the 
invention. 
0026. In accordance with a sixth aspect, the present inven 
tion provides a computer readable medium providing a com 
puter program inaccordance with the fifth aspect of the inven 
tion. 
0027. In accordance with a seventh aspect, the present 
invention provides a data signal comprising a computer pro 
gram in accordance with the fifth aspect of the invention. 
0028. In accordance with an eighth aspect, the present 
invention provides a game controller for a gaming device, the 
game controller arranged to control play of a game having a 
player skill aspect and display on a display of the gaming 
device a representation of the game, the game controller being 
further arranged to control the display to display a set of 
symbols for selection, the game controller being responsive 
to the player skill aspect to facilitate selection of at least one 
of the symbols, a skill level factor of the player skill aspect 
being variable depending on operation of a game, whereby to 
vary a skill level required by the player. 

BRIEF DESCRIPTION OF SEVERAL VIEWS OF 
THE DRAWINGS 

0029 Features and advantages of the present invention 
will become apparent from the following description of 
embodiments thereof, by way of example only, with reference 
to the accompanying drawings, in which: 
0030 FIG. 1 is a block diagram of the core components of 
a gaming System; 
0031 FIG. 2 is a perspective view of a standalone gaming 
machine; 
0032 FIG. 3 is a block diagram of the functional compo 
nents of a gaming machine; 
0033 FIG. 4 is a schematic diagram of the functional 
components of a memory; 
0034 FIG. 5 is a schematic diagram of a networked gam 
ing System; 
0035 FIG. 6 is a schematic diagram of functional compo 
nents of a gaming system in accordance with an embodiment 
of the present invention; 
0036 FIGS. 7 and 8 are representations of example dis 
plays generated by a gaming system in accordance with an 
embodiment of the present invention; and, 
0037 FIG. 9 is a flow diagram illustrating operation of a 
gaming system in accordance with an embodiment of the 
present invention. 

DETAILED DESCRIPTION OF THE INVENTION 

0038 Referring to the drawings, there is shown a gaming 
system arranged to implement a game which has a player skill 
aspect. In this embodiment, the player skill aspect is a symbol 
selection skill. The player is presented with a plurality of 
symbols and is required to exercise skill in the selection of at 
least one of the symbols. In the following examples, the skill 
is a reel stop skill of a reel based symbol system. Skill level 
factors, such as speed of rotation of the reels, are variable 
depending on operation of the gaming system, and in this 
embodiment depending upon outcomes of games played by 
the gaming System. 
0039. The gaming system can take a number of different 
forms. In a first form, a stand alone gaming machine is pro 
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vided wherein all or most components required for imple 
menting the game are present in a player operable gaming 
machine. 
0040. In a second form, a distributed architecture is pro 
vided wherein some of the components required for imple 
menting the game are present in a player operable gaming 
machine and some of the components required for imple 
menting the game are located remotely relative to the gaming 
machine. For example, a “thick client' architecture may be 
used wherein part of the game is executed on a player oper 
able gaming machine and part of the game is executed 
remotely, such as by a gaming server, or a “thin client archi 
tecture may be used wherein most of the game is executed 
remotely such as by a gaming server and a player operable 
gaming machine is used only to display audible and/or visible 
gaming information to the player and receive gaming inputs 
from the player. 
0041. However, it will be understood that other arrange 
ments are envisaged. For example, an architecture may be 
provided wherein a gaming machine is networked to a gam 
ing server and the respective functions of the gaming machine 
and the gaming server are selectively modifiable. For 
example, the gaming system may operate in standalone gam 
ing machine mode, “thick client’ mode or “thin client’ mode 
depending on the game being played, operating conditions, 
and so on. Other variations will be apparent to persons skilled 
in the art. 
0042. Irrespective of the form, the gaming system com 
prises several core components. At the broadest level, the core 
components area player interface 50 and a game controller 60 
as illustrated in FIG. 1. The player interface is arranged to 
enable manual interaction between a player and the gaming 
system and for this purpose includes the input/output com 
ponents required for the player to enter instructions and play 
the game. 
0043 Components of the player interface may vary from 
embodiment to embodiment but will typically include a credit 
mechanism 52 to enable a player to input credits and receive 
payouts, one or more displays 54, a game play mechanism 56 
that enables a player to input game play instructions (e.g. to 
place bets), and one or more speakers 58. In this embodiment, 
the game play mechanism 56 includes one or more skill stop 
controls to facilitate player interaction with symbol selection 
for the game. 
0044) The game controller 60 is in data communication 
with the player interface and typically includes a processor 62 
that processes the game play instructions in accordance with 
game play rules and outputs game play outcomes to the dis 
play. Typically, the game play instructions are stored as pro 
gram code in a memory 64 but can also be hardwired. Herein 
the term “processor is used to refer generically to any device 
that can process game play instructions in accordance with 
game play rules and may include: a microprocessor, micro 
controller, programmable logic device or other computa 
tional device, a general purpose computer (e.g. a PC) or a 
SeVe. 

0.045. A gaming system in the form of a standalone gam 
ing machine 10 is illustrated in FIG. 2. The gaming machine 
10 includes a console 12 having a display 14 on which are 
displayed representations of a game 16 that can be played by 
a player. A mid-trim 20 of the gaming machine 10 houses a 
bank of buttons 22 for enabling a player to interact with the 
gaming machine, in particular during game play. A bank of 
buttons 22A is provided on the mid-trim 20, for enabling the 

Aug. 2, 2012 

player to implement a skill stop operation. The mid-trim 20 
also houses a credit input mechanism 24 which in this 
example includes a coin input chute 24A and a bill collector 
24B. Other credit input mechanisms may also be employed, 
for example, a card reader for reading a Smart card, debit card 
or credit card. A player marketing module (not shown) having 
a reading device may also be provided for the purpose of 
reading a player tracking device, for example as part of a 
loyalty program. The player tracking device may be in the 
form of a card, flash drive or any other portable storage 
medium capable of being read by the reading device. 
0046. A top box 26 may carry artwork 28, including for 
example pay tables and details of bonus awards and other 
information or images relating to the game. Further artwork 
and/or information may be provided on a front panel 29 of the 
console 12. A coin tray 30 is mounted beneath the front panel 
29 for dispensing cash payouts from the gaming machine 10. 
0047. The display 14 shown in FIG. 2 is in the form of a 
Video display unit, particularly a cathode ray tube Screen 
device. Alternatively, the display 14 may be a liquid crystal 
display, plasma screen, any other suitable video display unit, 
or the visible portion of an electromechanical device. The top 
box 26 may also include a display, for example a video dis 
play unit, which may be of the same type as the display 14, or 
of a different type. 
0048 FIG. 3 shows a block diagram of operative compo 
nents of a typical gaming machine which may be the same as 
or different to the gaming machine of FIG. 2. 
0049. The gaming machine 100 includes a game controller 
101 having a processor 102. Instructions and data to control 
operation of the processor 102 are stored in a memory 103. 
which is in data communication with the processor 102. Typi 
cally, the gaming machine 100 will include both volatile and 
non-volatile memory and more than one of each type of 
memory, with Such memories being collectively represented 
by the memory 103. 
0050. The gaming machine has hardware meters 104 for 
purposes including ensuring regulatory compliance and 
monitoring player credit, an input/output (I/O) interface 105 
for communicating with peripheral devices of the gaming 
machine 100. The input/output interface 105 and/or the 
peripheral devices may be intelligent devices with their own 
memory for storing associated instructions and data for use 
with the input/output interface or the peripheral devices. A 
random number generator module 113 generates random 
numbers for use by the processor 102. Persons skilled in the 
art will appreciate that the reference to random numbers 
includes pseudo-random numbers. 
0051. In the example shown in FIG. 3, a player interface 
120 includes peripheral devices that communicate with the 
game controller 101 comprise one or more displays 106, a 
touch screen and/or buttons 107 (including skill stop con 
trols), a card and/or ticket reader 108, a printer 109, a bill 
acceptor and/or coin input mechanism 110 and a coin output 
mechanism 111. Additional hardware may be included as part 
of the gaming machine 100, or hardware may be omitted as 
required for the specific implementation. 
0052. In addition, the gaming machine 100 may include a 
communications interface, for example a network card 112. 
The network card may, for example, send status information, 
accounting information or other information to a central con 
troller, server or database and receive data or commands from 
the central controller, server or database. 
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0053 FIG. 4 shows a block diagram of the main compo 
nents of an exemplary memory 103. The memory 103 
includes RAM 103A, EPROM 103B and a mass storage 
device 103C. The RAM 103A typically temporarily holds 
program files for execution by the processor 102 and related 
data. The EPROM 103B may be a boot ROM device and/or 
may contain some system or game related code. The mass 
storage device 103C is typically used to store game programs, 
the integrity of which may be verified and/or authenticated by 
the processor 102 using protected code from the EPROM 
103B or elsewhere. 
0054. It is also possible for the operative components of 
the gaming machine 100 to be distributed, for example input/ 
output devices 106,107.108,109,110,111 to be provided 
remotely from the game controller 101. 
0055 FIG. 5 shows a gaming system 200 in accordance 
with an alternative embodiment. The gaming system 200 
includes a network 201, which for example may be an Ether 
net network. Gaming machines 202, shown arranged in three 
banks 203 of two gaming machines 202 in FIG. 5, are con 
nected to the network 201. The gaming machines 202 provide 
a player operable interface and may be the same as the gaming 
machines 10,100 shown in FIGS. 2 and 3, or may have sim 
plified functionality depending on the requirements for 
implementing game play. While banks 203 of two gaming 
machines are illustrated in FIG.5, banks of one, three or more 
gaming machines are also envisaged. 
0056. One or more displays 204 may also be connected to 
the network 201. For example, the displays 204 may be asso 
ciated with one or more banks 203 of gaming machines. The 
displays 204 may be used to display representations associ 
ated with gameplay on the gaming machines 202, and/or used 
to display other representations, for example promotional or 
informational material. 

0057. In a thick client embodiment, game server 205 
implements part of the game played by a player using a 
gaming machine 202 and the gaming machine 202 imple 
ments part of the game. With this embodiment, as both the 
game server and the gaming device implement part of the 
game, they collectively provide a game controller. A database 
management server 206 may manage storage of game pro 
grams and associated data for downloading or access by the 
gaming devices 202 in a database 206A. Typically, if the 
gaming system enables players to participate in a Jackpot 
game, a Jackpot server 207 will be provided to perform 
accounting functions for the Jackpot game. Aloyalty program 
server 212 may also be provided. 
0058. In a thin client embodiment, game server 205 imple 
ments most or all of the game played by a player using a 
gaming machine 202 and the gaming machine 202 essentially 
provides only the player interface. With this embodiment, the 
game server 205 provides the game controller. The gaming 
machine will receive player instructions, pass these to the 
game server which will process them and return game play 
outcomes to the gaming machine for display. In a thin client 
embodiment, the gaming machines could be computer termi 
nals, e.g. PCs running software that provides a player inter 
face operable using standard computer input and output com 
ponents. 
0059 Servers are also typically provided to assist in the 
administration of the gaming network 200, including for 
example a gaming floor management server 208, and a licens 
ing server 209 to monitor the use of licenses relating to 
particular games. An administrator terminal 210 is provided 
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to allow an administrator to run the network 201 and the 
devices connected to the network. 

0060. The gaming system 200 may communicate with 
other gaming systems, other local networks, for example a 
corporate network, and/or a wide area network Such as the 
Internet, for example through a firewall 211. 
0061 Persons skilled in the art will appreciate that in 
accordance with known techniques, functionality at the 
server side of the network may be distributed over a plurality 
of different computers. For example, elements may be run as 
a single "engine' on one server or a separate server may be 
provided. For example, the game server 205 could run a 
random generator engine. Alternatively, a separate random 
number generator server could be provided. Further, persons 
skilled in the art will appreciate that a plurality of game 
servers could be provided to run different games or a single 
game server may runa plurality of different games as required 
by the terminals. 
0062 Referring to FIG. 6, the functionality of embodi 
ments of the present invention may be implemented by a 
game controller 300 having the functional components illus 
trated. In this embodiment, the functional components are 
implemented utilizing a processor and memory (Such as pro 
cessor 102 and memory 103 in FIG. 3, or processor 62 and 
memory 64 in FIG. 1, for the game server 205 in FIG. 5), and 
associated programming. Other implementations are envis 
aged. For example the functional blocks of FIG. 6 may be 
implemented in hardware as separate units, or a combination 
of hardware and software as separate units. Any practical 
implementation of these functional units may be employed. 
0063. In this embodiment, the game controller 300 is 
arranged to control the gaming system to play a game which 
comprises selection of a plurality of symbols from a set of 
symbols. The game is implemented as a "reel' game. The 
game controller 300 comprises a display controller 301 which 
is arranged to control the display (reference numerals 54, 14. 
106, 204 of previous figures) to emulate a representation of 
reels bearing symbols. Alternatively, the display may com 
prise a stepper motor and physical reels bearing the symbols. 
0064. The game controller 300 includes a symbol selector 
302 which is arranged to select a plurality of symbols from a 
set of symbols available in a symbol store 303. An outcome 
generator 304 is arranged to determine an outcome of the 
game. In this embodiment, the outcome of the game depends 
on the selected symbols and may include a win outcome, loss 
outcome, trigger outcome, a feature outcome or other out 
come. Outcomes may be determined on the basis of symbols 
appearing in one or more horizontal lines, diagonal lines, or 
any other pre-determined combinations. 
0065 Game controller 300 also includes a skill stop con 
troller 305. The skill stop controller 305 is responsive to skill 
stop controls that may be manipulated by a player. In this 
embodiment the skill stop controller 305 provides the final 
selection of one or more symbols. The symbol selector, when 
skill stop is operational, may narrow a selection of symbols 
and the skill stop controller then selects the symbol from this 
narrowed selection. 

0066. The game controller 300 also comprises a skill fac 
tor controller 306. In this embodiment, the skill stop has a 
plurality of skill factors. These comprise: 
0067. 1. Reel speed 
0068 2. Apparentness of tells 
0069. 3. Reel slip. 
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0070. The skill factor controller 306 controls variation in 
the skill factors. 

0071 FIG. 7 shows a representation of a gaming machine 
display 400 which, in the example shown, has five reels 
(numbered “1” to “5”). The display 400 shows three reel 
positions high when the reels have stopped/the symbols have 
been selected. The reel positions are designated Bottom 
(“B”), Centre (“C”) and Top (“T”). This is a typical reel-type 
display for a gaming machine. It will be appreciated that in 
other embodiments the number of reel positions may be more 
or less than in display 400. Also the number of reels may be 
more or less than in the display 400. 
0072 The reels may be virtual reels, generated as a video 
display from the selected symbols, actual mechanical reels 
carrying the symbols and driven by a stepper motor, or any 
other reel arrangement or emulation. In the case of actual 
physical reels, the game controller drives a stepper motor to 
randomly select the symbols appearing in the display 400. 
0073. A game outcome is determined by the outcome gen 
erator 304 based on combinations of symbols selected and 
appearing in the display 400. The symbols may be any sym 
bols. As will be appreciated, many different types of symbols 
are used in gaming systems. A set of symbols may include 
standard symbols and function symbols. For example, stan 
dard symbols may resemble fruit Such as apples, pears and 
bananas with a win outcome being determined when a pre 
determined number of the same fruit appear on a display in 
the same line, Scattered, and so on. The function associated 
with a function symbol may be a “wild' function wherein 
display of the function symbol is treated during consideration 
of the game outcome as any of the standard symbols. Other 
functions may include scatter functions, multiplier functions, 
repeat win functions, jackpot functions and feature com 
mencement functions. 

0074. In the example shown in FIG. 7, the symbols are 
representations of cards. In this example, a winning hand 
appearing on the C line may cause the outcome generator to 
determine that a Win has occurred and that an appropriate 
prize may be awarded. For example, five of a kind (e.g. 5 jacks 
“J”. 5 tens “10” etc) on the C line may result in a win. 
0075. In addition to the card symbols there are other sym 
bols, including “traffic light 405 symbols which may be 
function symbols and also “wild card’ symbols 404. In this 
example, there are also jackpot' symbols which, when 
selected, enable a jackpot prize to be awarded. 
0076. The diagram shown in FIG. 7 is one way of repre 
senting the symbols only. It will be appreciated that in other 
embodiments of the invention symbols may be represented in 
different ways, using any type of fancy artwork, or in any 
appropriate manner. 
0077 Games are operated based on player credit (which 
may be accumulated from previous games or may be entered 
by the player either as cash or from a player account). The 
player's win entitlement may vary from game to game and 
may or may not be dependent on player selections. In most 
spinning reel games, it is typical for the player entitlement to 
be effected by the amount they wager and selections they 
make (i.e. the nature of the wager). For example, a player's 
win entitlement may be based on how many lines they wager 
on in each game—i.e. minimum of one line up to maximum 
number of lines allowed by the game (noting that not all 
permutations of win lines may be available for selection). 
Such win lines are typically formed by a combination of 
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displayed symbol positions, one from each reel, the symbol 
positions being located relative to one another such that they 
form a line. 
0078. In many games, the player's win entitlement is not 
strictly limited to the lines they have selected. For example, 
“scatter pays are awarded independently of player's selec 
tion of pay lines and are an inherent part of the win entitle 
ment. 

007.9 Operation of an embodiment of the present inven 
tion will now be described with reference to FIGS. 7through 
9. 
0080 Referring to FIG. 7, the symbol selector 302 selects 
a plurality of symbols from symbols available in the symbol 
store 303. The game controller 300 operates via the display 
controller 301 to emulate spinning of reels in the display 400. 
If a skill stop feature of the game is operating, the symbol 
selector 302 selects groups of symbols which may subse 
quently be used in a skill stop selection by the player. The 
player operates the skill stop controls (e.g. 22A of FIG. 2) to 
stop the reel. The symbols thus selected are then utilized to 
determine a game outcome. In some cases, the reel stop 
feature may not be operating, in which case the selection of 
the symbols is made purely by the symbol selector 302. A 
game outcome is determined by the outcome generator 304 
depending upon line or scatter combinations (or other fea 
tures, such as bonus awards) of the symbols appearing in the 
display 400. 
I0081. In this embodiment, the skill of the game relates to 
the player's ability to be able to stop the reels on the desired 
symbols by operation of the skill stop controls (in this 
embodiment being buttons 22A associated with each indi 
vidual reel). For example, to achieve a win, a player may 
require a line of winning symbols e.g. a line of traffic lights 
405. The player will be made aware when the likelihood of a 
win is available (as is known with Pachislo machines, for 
example) and then knows that he must exercise his skill in 
operation of the skill stop control to stop the reels so that the 
appropriate line of traffic light symbols is formed. It will be 
appreciated by the skilled person that many combinations of 
symbols onlines or scatters may achieve a win and the inven 
tion is not limited to a line of traffic light symbols. 
I0082 In this embodiment, the player must push the skill 
stop control at a time when they predict the desired symbol is 
coming up. A certain amount of reel slip is applied, so that 
there is a delay between the player pushing the skill stop 
button and the stopping of the reel. Further, a number of “tell 
symbols are provided preceding the winning symbol. In this 
embodiment, the tell symbols comprise lighting the symbols 
preceding the desired symbol (e.g. four or five symbols pre 
ceding the desired symbol) on the reel, so that the player is 
given an indication when the required symbol is upcoming. 
I0083. In accordance with this embodiment, the game con 
troller 300 provides for variation in three skill level factors. 
The three skill level factors are: 
I0084 A. Reel spin speed 
I0085 B. Apparentness of tell symbols 
I0086) C. Reel slip. 
I0087. In accordance with the present invention, these skill 
level factors are varied in dependence on preceding game 
outcomes. In this embodiment, a preceding game outcome, 
Such as a trigger symbol appearing in the display, or a com 
bination of symbols, leads to an adjustment in the skill level 
factor. As well as outcomes of the game, triggers may alter 
native or additionally include a measurement of time that the 
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player has been playing the machine, a particular amount of 
waiting activity on the machine, it may be based on player 
tracking information, or may be a random event. It may be 
based on an amount of credit bet by a player. For example, the 
more credit bet, then a skill level factor is adjusted in favor of 
the player. The ability to buy changes in skill level factor may 
Solve a perceived problem with the chance of winning jack 
pots. A problem in the prior art with jackpots is that the win of 
a jackpot is generally independent of the credit units wagered 
by a player. Players who are willing to bet more credits to win 
a jackpot e.g. more credits per line, have only as much chance 
as a player who is willing to bet only a small number of credits 
per line. This is perceived as being unfair to players who are 
willing to gamble higher (in order to win the jackpot) than 
other players. In this embodiment, the player who bets more 
credits receives a more favorable skill level factor, giving 
them a better chance to obtain jackpot symbols, for example, 
and therefore a better chance of winning a jackpot. 
0088. In this embodiment, the trigger is a game outcome 
and the player needs to spin up a trigger symbol (can be any 
symbol e.g. the "egg 404 on any one of reels 1, 2, 3, 4 or 5) 
to result in an adjustment of one of the skill level factors. 
0089 Referring to FIG. 8, the display screen also displays 
an indicator indicating a status of the skill level factors. The 
indicator 410 in this embodiment includes a series of 
“bubbles' that are either filled (shaded in the figure) or not 
filled (not shaded in the figure) to indicate status of the skill 
level factor A (reel speed), B (apparentness of tell symbols) 
and C (reel slip). 
0090. In the example shown, the game is rating a '2' (two 
bubbles filled in indicator 410) for the reel speed factor. The 
gaming system is controlled so that the reel speed is slowed in 
accordance with the skill level factor “2 in order to give the 
player a better chance of being able to see the symbols on the 
reel as they rotate, making it easier to exercise skill stop. 
0091. The indicator is showing a rating of “1” for the tell 
apparentness skill level factor. The brightness of tell symbols 
preceding the required symbol is increased. 
0092. A level “3” is indicated for the slip skill level factor. 
Slip of the reels following actuation of the reel stop control is 
therefore decreased, giving the player more chance of obtain 
ing the required symbol by skill stop. 
0093. The indicator 410 therefore provides information to 
the player about how well the gaming system is paying, i.e. 
how easy it would be for him to stop reels on symbols he 
desires for a win. 

0094. The indicator 410 is not limited to a “bubble' type 
indicator, as shown in this embodiment. It may be any display 
e.g. a dial display, a display of a number showing the skill 
level factor. Also, the skill level factor is not limited to three 
levels. There may be more or less levels, or the skill level 
factor may be shown as an analogue display and may be an 
analogue skill level factor (e.g. analogue change of reel 
speed). 
0095. The skill level factor indicator may be displayed by 
the same display as the reel display, or another display, e.g. on 
the top box of the machine, or elsewhere. 
0096. The game starts with none of the bubbles filled on 
the skill factor level indicator. In the presently described 
embodiment, the player'earns' these by spinning up trigger 
symbols e.g. an “X” symbol on any of reels 1, 2, 3, 4, 5. 
Different symbols may be required for different skill level 
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factors. For example an "egg may be the “X” symbol for skill 
level factor A, a Queen “Q for skill level Band a traffic light 
for skill level factor C. 

0097. When a player win occurs (e.g. a large win or a 
jackpot, for example), the system is arranged to reset the skill 
level factor status to Zero and the player starts a new game. In 
alternative embodiments, other game outcomes may result in 
resetting the skill level factor status. In further alternative 
embodiments, other triggers may result in resetting of the 
skill level factor status. In some embodiments, triggers. Such 
as amount of credit, symbols appearing in the display, etc. 
may adjust the skill level factor status downwardly (to the 
disadvantage of the player). 
0098. In the above embodiment, the game which varies the 
skill level factors is the same game. In alternative embodi 
ment, a game varying the skill level factors may be a base 
game and a feature game is played with the varied skill level 
factors. That is, a base game may be played to generate a 
different status of skill level factors. A trigger may occur for 
a feature game, and this feature game may be played with the 
skill stop feature and varied skill level factors. In this case the 
base game may not be a skill stop game (although in an 
alternative embodiment is could also be a skill stop game). 
0099. A game playing process in accordance with an 
embodiment of the present invention will now be summarized 
with reference to FIG. 9. At step 500 game play commences. 
At 501 the game is played by a selection of symbols from the 
symbol store 303 by the symbol selector 302. If game play 
also requires a skill stop operation by a player, the symbol 
selector 303 will not solely select the symbols to determine 
the game outcome, but will also rely on the skill stop exercise 
by the player to finalize the symbol selection. At step 502 a 
determination is made as to whether or not a skill stop is 
required. If “No” a game outcome is determined at 503 based 
on the selection of symbols by the symbol selector 302. If 
“Yes” at step 504 a player operates the skill stop controls. The 
symbols are selected and a game outcome is determined at 
step at 503. At step 505, the system determines whether the 
outcome results in a win. If “Yes”, at step 506 the win is paid. 
If “No”, no win is paid. 
0100. At step 507 a determination is made as to whether or 
not the game outcome results in an adjustment in the skill 
level factor. That is, is there a trigger from the game outcome 
resulting in a skill level factor adjustment. If “Yes”, at 508 the 
skill level factor is adjusted (reel slip, reel speed or apparent 
ness of tells) and the display is adjusted so that the indicator 
401 indicates the skill level factor status. Play then returns to 
the first step 500. 
0101. It will be appreciated that embodiments of the 
invention may be implemented utilizing appropriate Software 
and/or hardware. Program code may be Supplied in a number 
of ways, for example on a computer readable medium, Such as 
a disc or a memory or as a data signal (for example, by 
downloading it from a server). 
0102. In the above embodiment, there are three skill level 
factors. The invention is not limited to three skill level factors. 
In alternative embodiments, the game may have only one skill 
level factor that can be adjusted, or two or more than three. 
(0103. In the above embodiment, in order to increase the 
apparentness of tell symbols, brightness of these symbols is 
increased. Apparentness of tell symbols may be varied in 
other ways. For example, Sounds may be associated with the 
appearance of tell symbols and the Volume of these sounds 
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may be increased to vary the apparentness of the tell symbols. 
Other variations of apparentness may be implemented. 
0104. The above embodiment relates to skill stop games, 
where the player must exercise a certain skill in facilitating 
stopping of the reels to stop on a desired symbol. Non-skill 
stop games are known where the reel positions are generated 
by the gaming system, but the player is also provided with reel 
stop controls. The reel stop controls do not affect reel stop, 
however, but merely make the player believe that he has some 
input into stopping the reels. The present invention can be 
applied to these non-skill stop games. The gaming system 
may make it appear that skill level factors are varying e.g. reel 
speed, reel slip, apparentness of tell symbols, to assist the 
player. Even though the player skill stop does not affect the 
reel position, as the skill level factors increase in favor of the 
play, the gaming system may provide more chance that the 
reel positions generated (internally by the system e.g. utiliz 
ing a random number generator) stop the reels at the position 
desired by the player. 
0105. In the above-described embodiments, the display 
emulates a plurality of reels. In an alternative embodiment, 
the symbol selection may be implemented as actual reels 
driven by a stepper motor. 
0106. In the above-described embodiments, all the reels in 
the gaming machine are able to be stopped utilizing skill stop. 
The invention is not limited to this. In alternative embodi 
ments, 1, 2 or more reels may be stopped by a skill stop, and 
other reels may not. 
0107. In the claims which follow and in the preceding 
description of the invention, except where the context 
requires otherwise due to express language or necessary 
implication, the word "comprise' or variations such as "com 
prises' or “comprising is used in an inclusive sense, i.e. to 
specify the presence of the stated features but not to preclude 
the presence or addition of further features in various embodi 
ments of the invention. 
0108. It will be appreciated by persons skilled in the art 
that numerous variations and/or modifications may be made 
to the invention as shown in the specific embodiments without 
departing from the spirit or scope of the invention as broadly 
described. The present embodiments are, therefore, to be 
considered in all respects as illustrative and not restrictive. 

1. (canceled) 
2. (canceled) 
3. (canceled) 
4. (canceled) 
5. (canceled) 
6. A gaming system in accordance with claim 30, and 

wherein the skill level before player actuation is an initial skill 
level, wherein the reel game generates the initial skill level 
based on an amount of credit wagered. 

7. A gaming system in accordance with claim 30, and 
wherein the skill level is based on a plurality of skill level 
factors, and wherein the plurality of skill level factors are 
variable. 

8. (canceled) 
9. A gaming system in accordance with claim 7, and 

wherein the skill level factor is reel speed. 
10. A gaming system in accordance with claim 7, and 

wherein the skill level factor is reel slip. 

Aug. 2, 2012 

11. A gaming system in accordance with claim 7, and 
wherein the skill level factor is apparentness of tell symbols. 

12. A gaming system in accordance with claim 30, and 
further comprising an indicator indicating a status of the skill 
level factor. 

13. (canceled) 
14. (canceled) 
15. (canceled) 
16. (canceled) 
17. (canceled) 
18. A method inaccordance with claim31, and wherein the 

skill level before player actuation is an initial skill level, and 
wherein the reel game generates the initial skill level based on 
an amount of credit wagered. 

19. (canceled) 
20. A method of gaming in accordance with claim 18, and 

wherein the skill level factor is reel speed. 
21. A method of gaming in accordance with claim 18, and 

wherein the skill level factor is reel slip. 
22. A method of gaming in accordance with claim 18, and 

wherein the skill level factor is apparentness of tell symbols. 
23. A method in accordance with claim 31, and further 

comprising indicating a status of the skill level factor. 
24.-29. (canceled) 
30. A gaming system for playing a reel game having a 

plurality of reels, each reel having a plurality of symbols, the 
gaming System comprising: 

a display configured to display a spinning of the reels 
thereby selecting a subset of the symbols for display for 
the reels, at least one of the reels including a tell symbol 
preceding a win symbol while spinning; 

a skill stop, operating under a skill level, and in responsive 
to a player actuation while the at least one reel is spin 
ning, configured to vary said spinning of the at least one 
reel on the display to a stop thereby further selecting 
symbols from said selected symbols on the at least one 
reel; and 

a skill factor controller configured to adjust the skill level 
factor in response to the further selected symbol being 
the win symbol. 

31. A method of gaming for use with a gaming machine 
playing a reel game on a display via a gaming controller, 
wherein the reel game having a skill stop and a plurality of 
reels, and each reel having a plurality of symbols, and 
wherein the skill stop operates under a skill level, the method 
comprising: 

displaying a spinning of the reels thereby selecting a Subset 
of the symbols for display for the reels, at least one of the 
reels including a tell symbol preceding a win symbol 
while spinning; 

in responsive to a player actuation of the skill stop while the 
at least one reel is spinning, varying said spinning of the 
at least one reel on the display to a stop thereby further 
Selecting symbols from said selected symbols on the at 
least one reel; and 

adjusting the skill level factor in response to the further 
selected symbol being the win symbol. 
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