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ABSTRACT

A method for a game includes providing a plurality of individual gaming machines
for playing a base game, where an outcome of each gaming machine 1s determined at least
in part by chance, and communicatively coupling a progressive bonus apparatus to said
plurality of individual gaming machines. The method includes creating value elements and
inserting them onto individual gaming machines in a bank of gaming machines. The value
elements can be seen visually by players so that the players can monitor the status of the
bonus game while playing the base game. Also disclosed 1s an apparatus capable of
carrying out the above method as well as a media carrying an instruction set for carrying

out the above method.
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METHOD AND APPARATUS FOR ATTRACTIVE BONUSING

Technical Field

[0001] Various embodiments described herein relate to a method and apparatus for
displaying the status of a bonus game on at least one gaming machine. The status display

also includes icons that elicit and receive a response.

Background

[0002] Gaming devices, such as slot machines, video poker machines, and the like
provide fun and excitement to the player. Gaming, in general, provides an escape from the
everyday rigors of life. Gaming devices use bright lights and exciting sounds to have the
gaming machines stand out from other gaming machines. Gaming devices, 1n particular, use
one or more displays that enable the player to see and play the game. The one or more
displays typically portray the action of the game, and ultimately indicate whether or not the
player wins, and how much the player wins.

[0003] The quest for gaming instrumentalities which will provide greater game
interest and entertainment among players who wager, 1s an ongoing odyssey. Greater game
interest translates into greater revenues for the owners of the games. More interest
translates into more money wagered on a machine over time. A popular game will stay on
a gaming floor for a longer amount of time since the game owner, such as a casino, will get
more revenue from a popular game. Even popular games can have a drop off in popularity
over time. New games, or improved games generally enjoy a ttme of increased popularity.
Therefore, the industry always seems to seek different ways of making even popular games
have some level of newness. This piques player’s interest in the game so that 1t will draw
high number of players while it has the new feature. Increased numbers translate into
increased revenue to the owner of the particular game. Different features or different

displays, or different aspects of game play are introduced to games fresh and new and keep

the players interested in coming to play a particular game.
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[0004] One way to keep players interested in a game is to add a bonus game to the
main or base game. Bonus games attract and keep players at a gaming machine. As a
result, bonus games in gaming machines have become much more prevalent and elaborate
in recent years. The bonus game is typically a gaming machine, or a random selection
device having a gaming play that is enabled by a bonus qualifying signal from an
underlying or primary gaming machine. Bonus games include an additional game feature
contained within a single gaming machine. For example, in slot machines, video monitors
have also been used to provide bonus or secondary games. Players play, for example, a
base game of slot until becoming eligible for a bonus game. The base game temporarily
pauses, while the player plays the bonus game. When the player completes the bonus game,
the gaming device returns the player to the base game.
[0005] Bonus games have become a popular element of slot machines and one of
the most significant factors influencing player game selection. Bonus game methods and
content on a slot machine type gaming device typically fall into three categories: free spin
bonuses, pick bonuses, and signature event style bonuses (wheel spin, dice roll, etc). While
popular, these bonusing methods have a number of limitations. The limitations include the
following which are shared by these methods and which are listed below:

Bonus game anticipation is limited to a subset of base game conditions

Positive reinforcement for betting up in the base game is limited
[0006} Accordingly, providing a gaming device with a bonus game that provides
some new aspect of the gaming device that further entertains and provides a fun and

exciting experience to the user, is desirable.
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Summary of the Described Embodiments

[0007] The various embodiments describe a bonus game that provides
entertainment and anticipation over the course of the player’s entire play session (even
between spins or plays on the base game) and that rewards players when they increase their
base game bets. Attractive bonusing provides a more transparent bonusing framework,
where players can see and experience their bonus game at all times during play of the base
game. In other words, the player is provided with a constant status update by viewing the
station or portion of the attractive bonus apparatus that is associated with the particular
individual gaming machine. The player 1s also able to see how other participants are doing
with respect to the player's own play. Thus, the player is continually able to play both the
base game and the bonus game. Attractive Bonusing gives bonus funds a visual
representation in the form of value elements, such as a fish, and shows these funds moving
back and forth between a series of linked gaming machines. Base game wagers on
participating games attract value elements (such as fish), which represent bonus funds to the
player’s machine in a clear visual manner, such as by releasing “fish food” that attracts fish.
The “fish food” is produced by betting at the player’s individual gaming machine. This
dynamic creates positive reinforcement for betting. By viewing other players’ stations, the
player can see how he is positioned with bonus funds or value elements when compared to
other players. The player can check the status of other players by viewing the number of

value elements at the other player’s station. The player can also monitor the actions of the

other players to see how aggressively they are attracting the value elements to stay or linger
at their station.

[0008] A computer system includes an associate module for associating a plurality
of stations on the progressive bonus apparatus with a plurality of the individual gaming
machines, and a value element module for placing a plurality of value elements on the
progressive bonus apparatus. The value elements are movable to a plurality of stations on
the progressive bonus apparatus. The computer also includes an elicit module for eliciting
a response on the bonus game apparatus to increase bet activity in the base game, individual

gaming machines, and a recetving module receiving a response 1n the form of bet activity at
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the individual gaming machine. A ranking module ranks at least some of the plurality of
stations on the progressive bonus apparatus and associates an attractive signal strength with
the plurality of stations. The bet activity at the base game being 1s at least one factor in
setting the attractive signal strength. The computer also includes a value element
introduction module for introducing a value element to one of the stations of the
progressive bonus apparatus, and a value element motion module for determining factors
for moving the value element.

[0009] A method for a game includes providing a plurality of individual gaming
machines for playing a base game, where an outcome of each gaming machine 1is
determined at least in part by chance, and communicatively coupling a progressive bonus
apparatus to said plurality of individual gaming machines. The method also includes
relating a plurality of portions of the progressive bonus apparatus to a plurality of the
individual gaming machines, and ranking at least some of the plurality of individual gaming
machines with a signal strength. The method also includes placing at least one value
element in at least one of the plurality of portions of the progressive bonus apparatus. The
value element 1s movable between the plurality of portions of the bonus apparatus partly in
response to signal strength of the plurality of individual gaming machines. Movement of
the value element 1s also controlled in other ways. The method includes generating a speed
of travel of the value element through one of the portions of the progressive bonus
apparatus based on signal strength of the individual gaming machines. The speed of travel
is different for at least two individual gaming machines. The speed of travel 1s slower
through a portion of the progressive bonus apparatus associated with an individual gaming
machine when the signal strength of an individual gaming machine 1s greater than the signal
strength at another individual gaming machine. The method also can include generating a
linger time for the value element. The linger time is an amount of time that the value
element stays in one of the plurality of portions of the progressive bonus apparatus.
Generating the linger time includes making the linger time different for at least two
individual gaming machines. In one embodiment, the linger time for a value element i1s
longer in a portion of the progressive bonus apparatus when the signal strength at the
related individual gaming machine is greater than the signal strength at another individual

gaming machine. The winnings associated with the bonus game are related to a value
4
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element being on the portion of the progressive bonus apparatus when the bonus game 1s
played. More specifically, when the bonus game is played or concluded, the payout to the
winner of the bonus game will be related to the value elements positioned at the portion of
the bonus apparatus associated with the gaming machine which the player is playing. In
some embodiments, the value of the value elements is known, and in other embodiments
the value associated with each value element is a mystery. In still further embodiments, the

value of some value elements is known, and the value of other value elements 1s unknown.
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Brief Description of the Drawings

[(0010] The embodiments will be readily understood by the following detailed
description 1in conjunction with the accompanying drawings, wherein like reference
numerals designate like structural elements, and in which:

[0011] FIG. 1 1s a perspective view of a bank of electronic gaming machines that
include a bonus game, according to an example embodiment.

[0012] FIG. 2 1s a block circuit diagram of an example architecture incorporated
into at least one of the electronic gaming machines shown in FIG. 1, according to an
example embodiment.

[0013] FIG. 3 1s a block diagram of an example gaming system or gaming network
utilizing an Ethernet hub and bank controllers, according to an example embodiment.

[0014] FIG. 4 1s another schematic view of at least a part of the bonus apparatus,
such as the bonus server, according to an example embodiment.

[0015] FIG. 5 1s a 1s a flowchart of a method for a game that includes a plurality of
individual gaming machines for playing a base game communicatively coupled to a
progressive bonus apparatus, according to an example embodiment.

[0016] FIG. 6 1s a set of individual electronic gaming machines placed in a bank at a
time t;, according to an example embodiment.

[0017] FIG. 6 1s a set of individual electronic gaming machines 100 placed in a
bank 101 at a time t;, according to an example embodiment.

[0018] FIG. 7 1s a set of individual electronic gaming machines placed in a bank at a
time t,, according to an example embodiment.

[0019] FIG. 8 1s a set of individual electronic gaming machines placed in a bank at a

time t3, according to an example embodiment.

[0020] FIG. 9 1s a set of individual electronic gaming machines placed 1n a bank at a
time t4, according to an example embodiment.

[0021] FIG. 10 is a flow chart of a computerized gaming method for operating a

bonus game, according to an example embodiment.
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Detailed Description

[0022] In the following paper, numerous specific details are set forth to provide a
thorough understanding of the concepts underlying the described embodiments. It will be
apparent, however, to one skilled in the art that the described embodiments may be
practiced without some or all of these specific details. In other instances, well known
process steps have not been described in detail, in order to avoid unnecessarily obscuring
the underlying concepts.

[0023] FIG. 1 1s a perspective view of a bank 101 of a plurality of electronic gaming
machines 100 1n a gaming environment, such as on a casino floor, according to an example
embodiment. The bank 101 shown includes an example embodiment of the invention. As
shown 1n FIG. 1, the bank of slot machines includes a plurality of electronic gaming
machines 100. Generally, an electronic gaming machine 100 encloses the computer system
200 (shown 1n FIG. 2) and additional components which may or may not be coupled to the
computer and under computer control, according to an example embodiment. The
individual gaming devices can be attached to a network (shown in FIG. 3). The individual
electronic gaming machines can be attached in a bank 101 which in turn is attached to a
network. Also attached to the network are one or more servers. The server, the gaming
device 100, and other devices attached to the network form a gaming system 300 (described
in detail with respect to FIG. 3). Such gaming systems can be found on many gaming
floors 1n casinos and elsewhere. In one example embodiment, the gaming system 300 can
include a number of gaming machines attached to a network in a progressive game with
progressive jackpots.

[0024] Gaming machine 100 may be any type of gaming machine, and may include
different structures than those shown in FIG. 1. Moreover, gaming machine 100 may
employ different methods of operation than those described below.

[0025] In one example embodiment, gaming machine 100 includes a main cabinet
102 having a main door 104 hingedly coupled to a front 106 of gaming machine 100. When
opened, door 104 provides access to an interior of gaming machine 100. In the example
embodiment, pluralities of player-input switches and/or buttons 108 are coupled to main
door 104. Many call the pluralities of player-input switches a switch panel. The switch

panel 1s an input/output device. Moreover, the example embodiment includes a bill
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acceptor 112, for accepting and/or validating cash bills, printed tickets indicating credits,
and the like. A video display monitor 118 and an information panel 120 are viewable
through main door 104. Video display monitor 118 may be implemented as a cathode ray
tube (CRT), a flat-panel liquid crystal display (LCD), a plasma display, an organic light-
emitting diode (OLED) display, or any other electronically-controlled video monitor. In
another embodiment, the gaming machine 100 includes mechanical reels for displaying the
game. Moreover, video display monitor 118 may include touch screen capabilities. The bill
acceptor 112, player-input buttons 108, video display monitor 118, and information panel
120 are each used by a player to play an individual game on gaming machine 100. This
individual game is a base game. Each component 108, 112, 118, and/or 120 is controlled
by a gaming machine controller (shown in FIG. 2) that 1s housed inside main cabinet 102.
Numerous games including, but not limited to only including, video slot games, video
poker, video pachinko, video black jack, video card games, and/or video keno may be
implemented for play on the individual gaming machine 100.

[0026] In the example embodiment, gaming machine 100 also includes a top box
122 that 1s positioned on a top surface 124 of main cabinet 102. In the example
embodiment, top box 122 includes a number of devices that may be used to add features to
a game being played on gaming machine 100. As shown in FIG. 1, the top box 122 includes
a secondary video display 128 which may be used for any number of purposes, including
displaying information related to a bonus game that is communicatively coupled to one or
more of the plurality of individual gaming machines 100 that are included in the bank 101
of individual gaming machines. As shown, each of the secondary video displays 128 are
associated with a portion of the bonus apparatus. Put another way, the portion of the bonus
apparatus can be termed a station and is associated with a specific electronic gaming
machine 100. Of course, the top box 122 can include other devices. Such devices may
include, but are not limited to only including, speakers a ticket printer for printing bar-
coded tickets, a key pad for entering player tracking information, or player preferences or
characteristics, a florescent display 138 for displaying player tracking information and/or
player preferences or characteristics, and a card reader for receiving a magnetic striped card
containing player tracking information and/or player preferences or characteristics encoded

thereon. Card reader 140 may also be used to accept coupons, credit cards, debit cards,
8
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private house cards, printed cards, smart cards, and/or ticket vouchers. Moreover, top box
122 may house additional devices not shown 1n FIG. 2, such as, for example, the secondary
video display 128, and the like, which may be used to add bonus features to a game being
played on gaming machine 100. During game play, such devices may be controlled by
circuitry, such as the gaming machine controller housed within main cabinet 102.

[0027] Reterring now to FIG. 2, an example block circuit diagram illustrates an
example electrical architecture 200 incorporated into an example gaming machine, such as
gaming machine 100. In the example embodiment, gaming machine 100 includes a gaming
machine controller 202 that includes a read-only memory (ROM) 204, a microcontroller or
microprocessor (MP) 206, a random-access memory (RAM) 208, and an input/output (I/0)
circuit 210, each coupled via an address/data bus 212. As used herein, the terms "controller”
and "processor” may include any programmable system including systems using
microcontrollers, reduced instruction set circuits (RISC), application specific integrated
circuits (ASICs), logic circuits, and any other circuit or processor capable of executing the
functions described herein. The above examples are example only, and are thus not
intended to limit in any way the definition and/or meaning of the terms "controller" or
"processor’.

[0028] Alternative embodiments of controller 202 may include more than one
microprocessor 206, multiple RAM modules 208, and/or multiple ROM modules 204.
Moreover, although I/0 circuit 210 is shown in FIG. 2 as a single component, one of
ordinary skill in the art will appreciate that I/O circuit 210 may include any number or a
plurality of different types of I/O circuits. Further, RAM 208 and/or ROM 204 may be
implemented as, for example, semiconductor memories, magnetically readable memories,
and/or optically readable memories. In one embodiment, each operational component of
gaming machine 100 is coupled to I/O circuit 210 via a respective conductor. Alternative
embodiments may include a single coupling between the operational components of gaming
machine 100 and I/O circuit 210. In the example embodiment, I/O circuit 210 is coupled to
a gaming network (not shown) via a network interface 214.

[0029] Moreover, in the example embodiment, architecture 200 includes a sound
circuit 216 that generates audio signals, and that communicates the audio signals between

I/O circuit 210 and speakers 126, 127, and/or 130. Further, the gaming machine controller
9
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202 is coupled to a memory area 220, such as, for example, a database. The memory area
220 1is configured to store data in regards to the game machine and player information such
as, for example, a threshold value 222, player card information 224, a game meter 226 tor
storing the number of wins at the gaming machine 100, a payout table, and any other data
that an operator desires to store at the memory area 220. As used herein, a value input
interface 230 may include a coin acceptor 110, the bill acceptor 112, the card reader 140
and any other input device capable of executing the functions described herein. The
threshold value 222 can be any value determined by the gaming operator, player or gaming
vendor, or any other method that may be supported by the system. The threshold value can
be a house limit, a tax liability amount that triggers mandatory withholding of winnings or
the like. The threshold value can require the application of special rules, such as tax rules
in the example of when the threshold value is an amount that triggers mandatory
withholding. In other embodiments, the gaming machine can be programmed to ask the
player if they are willing to take an amount below the threshold value to avoid the
mandatory withholding requirements. The threshold value can also be an amount that is
wagered at one machine or at several machines, in the case of a progressive game, at which
a game switches from a first payout scheme associated with a first payout table to a second
payout scheme associated with a second payout table.

[0030] In an example embodiment, the gaming machine controller 202 displays
game images and/or video to the video display monitor 118 of gaming machine 100.
Gaming machine controller 202 receives input from a player at the value input interface
230. The gaming machine controller 202 can display to the player a request to input a
wager amount and/or amounts of a wager to choose. The player selects the wager amount
using the key pad 136 or any other mechanism to indicate a selection.

[0031] The threshold value 222 bonus or progressive flag 1s associated with the
payout tables 228 stored in the memory area 220 coupled to the gaming machine controller
202. The payout tables 228 include at least a payout table, but may also include at least one

alternative payout table. The gaming machine controller 202 determines an outcome, and

based at least partially on the wager, determines a payout based on the payout tables 228

stored in the memory area 220 of gaming machine controller 202.

10
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[0032] When the gaming machine controller 202 determines that the payout is
greater than the threshold value 222, the payout is altered in the payout tables 228
associated with the wager by a secondary pay table. This pay table can reside in the main
games processor, or on a remote server. Although the example discusses a progressive
interrupt flag associated with a payout table, other methods to determine the threshold value
222 may be implemented by a gaming operator such as, for example, data stored on a
player's card, a predetermined threshold stored in a memory area such as a house limit, tax
liability amount or any value determined by the gaming operator, player or gaming vendor,
or any other method that may be supported by the system. It should be appreciated that the
payout need not be a progressive, but the payout tables 228 of any payout associated with a
wager of a specific amount may be altered in the manner described herein. In one
embodiment, the payout tables 228 are modified so that a number of different progressive
levels may be defined. The defined progressive levels are set based on the wager. That is, if
a determined payout results in a win over the threshold value 222, for example, a taxable
amount, its modified entry in the payout tables 228 will be set. If the modified payout tables
228 are set for the payout, a flag will be sent to the gaming machine controller 202 when
the payout combination is hit.

[0033] Reterring now to FIG. 3, in one embodiment, an example block diagram
illustrates a gaming system or gaming network 300 that includes a plurality of gaming
machines 100. A gaming network is also referred to as Server based gaming, which is a
technology that allows elements of the gaming experience to be configurable based upon a
variety of factors. The games could be configurable by a supplier, by a player, or by the
operator. This configurability provides a dynamic flexibility that allows greater control of
not only how the game plays, but also how the game interacts within the system, and how it
looks and feels to the player. Server based gaming has a wide variety of applications and
uses 1n the gaming field. Server based gaming has also provided the ability to incorporate a

service window (e.g., a mobile service window) into the main game window to provide
information and/or further gaming opportunities to the player.

[0034] In this example of FIG. 3, three banks 302 of gaming machines 100 are
coupled preferably by an Ethernet. In other embodiments, the gaming machines 100 are

coupled using non-Ethernet, private networks, and combinations of networking types. Each
11
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gaming machine 100 1s coupled via a network connection 214 to a bank controller 304. In
one embodiment, each bank controller 304 includes a processor 206 (shown in FIG. 2) that
facilitates data communication between each gaming machine 100 within each bank 302,
and between each gaming machine 100 and other components of gaming network 300. In
one embodiment, each bank controller 304 also includes audio capabilities, such as a CD-
ROM drive (not shown) or DVD-ROM drive (not shown), that are coupled to a sound card
(not shown) for processing and transmitting digitized sound effects to one or more speakers
306 1n response to commands issued over gaming network 300 by bank controller 304.
Each bank controller 304 is also coupled via gaming network 300 to an electronic sign or
screen 308 that displays information, such as via scrolling and/or flashing messages that
indicate, for example, jackpot amounts, and that are visible to players playing gaming
machines 100. Messages for display on each electronic screen 308 are generated and/or
modified in response to commands issued over gaming network 300 by bank controller 304.
[0035] As described above, gaming machines 100 may include video poker
machines, video slot machines, and/or other similar gaming machines that implement
alternative games. Moreover, gaming machines 100 may be terminal-based machines,
wherein the actual games, including random number generation and/or outcome
determination, are performed at a remote gaming server 310. In such an embodiment, the
gaming machine 100 displays results of the game played on gaming server 310 via video
display monitor 118 (shown in FIG. 1 above).

[0036] A network connector, such as an Ethernet hub 312, couples each bank
controller 304 to a concentrator 314. Concentrator 314 functions as a data control switch
that routes data from each bank 302 to a translator 316. Translator 316 provides a
compatibility buffer (not shown) between concentrator 314, and an accounting system 318.
Moreover, translator 316 translates data gathered from each bank 302 into a format that is
compatible with accounting system 318. A progressive controller 315 controls, monitors, or
otherwise manages progressive games.

[0037] Another Ethernet hub 320 couples concentrator 314 to a configuration
workstation 322, a player server 324, and to one or more bonus servers 326. Configuration

workstation 322 includes a user interface that enables an administrator to set up and/or to

modify portions of gaming network 300 and/or servers 310, 324, and 326. Player server 324
12
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tracks data of players using gaming machines 100. Player server 324 also controls messages
that appear on each video display monitor 118 and/or information panel 120 of gaming
machines 100. In the example embodiment, player server 324 also stores physical
characteristics of players, such as the player age and/or vision data. Bonus server 326
controls bonus applications or bonus systems on gaming network 300. Bonus server 326
includes a set of rules for awarding jackpots in excess of those established by winning pay
tables (not shown) of each gaming machine 100. Some bonus awards may be awarded
randomly, while other bonus awards may be made to groups of gaming machines 100
operating in a progressive jackpot mode.

[0038] The bonus server 326 as well as the other parts of the gaming network or
gaming computer system 300 operate based on a set of instructions stored upon a media.
The media can be memory associated with the gaming network 300 or the individual
electronic gaming machine 100, a server attached to the gaming network 300, or on the
Internet. In some embodiments, the instructions may be stored in the cloud and can be
transmitted to a storage location associated with either the gaming network 300 or an
electronic gaming machine 100. The instructions can be called software.

[0039] The methods described below further detail a bonus game that is played in
addition to a base game. The bonusing concept is called attractive bonusing. The attractive
bonusing concept addresses all of the bonusing limitations listed above by offering a bonus
game that provides entertainment and anticipation over the course of the player’s entire
play session (even between spins or plays on the base game) and that rewards players when
they increase their base game bets in a very satisfying visual manner. Attractive bonusing
provides a more transparent bonusing framework where players can see and experience
their bonus game at all times during play of the base game. In other words, the player is
provided with a constant status update by viewing the station or portion of the attractive
bonus apparatus that is associated with the particular individual gaming machine 100. In
addition, the player is also able to see how other participants are doing with respect to the
player's own play. Thus, the player is continually able to play both the base game and the
bonus game. Furthermore, the player can see how their base game behavior increases their
winning chances within the bonus game. Attractive Bonusing gives bonus funds a visual

representation in the form of value elements, such as a fish, and shows these funds moving
13
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back and forth between a series of linked gaming machines. Whenever the bonus is
triggered all funds currently on a player’s game screen are won. Triggering a bonus can be
done 1n any number of ways. In one embodiment, the triggering event is determined by a
“lucky comn”. Each coin has a probability of triggering a bonus. Therefore a player who is
betting more has a higher probability of triggering a bonus. Other bonus triggering events
may be time-based or symbol-based.

[0040] Base game wagers on participating games attract value elements (such as
fish), which represent bonus funds, to the player’s machine in a clear visual manner, such as
by releasing “fish food” that attracts fish. The “fish food” is produced by betting at the
player’s individual gaming machine 100. This dynamic creates positive reinforcement for
betting. By viewing other players stations, the player can see how he is positioned with
bonus funds or value elements when compared to other players. The ability to view the
various stations and check the status of the value elements elicits the player to bet more
heavily to produce more fish food to attract more value elements. When the player actually
places a bet, this is a response sought by casino operations. In other words, the revenue
generated by the base game will rise since the player can constantly monitor his or her
position 1n the bonus game as well as the position in the bonus game of other players. By
monitoring the bonus game, the player will play the base game in order to produce more
"fish food" or attractant for the value element or value elements. The player will want to
maintain his current position or increase the number of value elements attracted to the
station associated with the individual gaming machine 100 that the player is positioned at
and playing. In one embodiment, when the player produces more fish food, the display is
responding to and rewarding bet activity as well as eliciting a response to increase bet
activity so that the player at least maintains a current positon in the game. Seeing fish food
drop into the top box gives positive reinforcement for betting which will quite often
encourage players to bet more.

[0041] FIG. 4 1s a schematic diagram of a computing subsystem 400 associated with
the computer system 300. In the example embodiment shown, the computing subsystem
400 1s stored on the bonus server 326. In other embodiments the computing subsystem may
be stored on the bonus server and other portions of the computing system 300. The

computer subsystem 400 includes a value element module 410, a motion control module
14
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420, a destination control module 430, and a station ranking module 440. Each of the
modules 410, 420, 430, 440 can be formed of hardware, hardware and software, or just
software. Of course, software is an instruction set that instructs hardware through various
steps in order to form the module.

[0042] The value element module 410 includes a sub module 412 for creating the
value element, and a sub module 414 for introducing the value element. The value element
can be anything of value, such as an icon displayed on a display, such as the display 128 of
an individual electronic gaming machine 100. The value element module 410, when it is
part of the bonus server 326, creates a value element at certain times during the game play.
For example, 1n a progressive game, the value element module may create a new value
element when certain triggering events occur. For example, a triggering element may be an
amount of coin 1n or amount of wagers that are paid that represent a threshold at which time
a value element is created for a bonus game. The value element module 410 also has sub
module 414 that determines where the value element will be introduced. In a progressive
game a plurality of electronic gaming machines are participating. The value element enters
the game out upon one of these individual electronic gaming machines 100. The value
element introduced direction sub module 414 determines where the value element will be
introduced. As shown in FIG. 1, the value element will be introduced upon one of the five
individual electronic gaming machines 100 shown. As shown in FIG. 1, the value element
1S a fish. In some embodiments, the fish have known value is associated with them. In other
embodiments, the fish have no stated value and are a mystery until a bonus winner is
determined.

[0043] The motion control module 420 controls the motion of the value elements.
The motion control module 420 includes a speed control sub module 422 and a linger
control module 424. The speed control sub module 422 determines the speed at which a
value element passes a particular station or individual gaming machine 100. The linger
control sub module 424 controls the amount of time a value element will linger or hanging
around a particular station or individual gaming machine 100 participating in a bonus game.
The station may be a secondary video display 120 associated with an individual gaming
machine 100 or may be a portion or area of a separate large display that is positioned over a

bank of individual gaming machines 100.
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10044] The destination control module 430 of the computing system 400 determines
where a particular value element will travel to. The destination control module 430
determines to which of the individual gaming machines 100 or which of the stations
associated with those gaming machines, the value elements will go. Of course, the
destination control module 430 can recalculate destinations at different times and may
change destinations-at those times so that the value elements are on the move.

[0045] The station ranking module 440 ranks the various stations and associates a
signal strength to each of the stations. Ranking is based on a number of factors. The factors
include current betting activity, previous betting activity, loyalty of the player, and the like.
The station ranking module 440 places the individual gaming machines into a rank order
and associates asignal strength with each of the individual gaming machines 100. The
station ranking module 440 can be programmed in any way. In one embodiment, the
station ranking module 440 gives a higher signal strength to higher betting activity to
encourage higher betting activity. In another embodiment, the station ranking module 440
gives a higher ranking to a station occupied by a player with a high loyalty rating to reward
the player’s loyalty to the casino, and so on. In other embodiments, the station ranking
module 440 can weight each of several ranking factors to produce the signal strength. In
still other embodiments, these weights can be varied based on volume of betting or loyalty
rating scores above certain thresholds. The signal strength can be thought of as an attraction
signal that 1s used to attract value elements. In some example embodiments, the computer
system 300 includes an associate module for associating a plurality of stations on the
progressive bonus apparatus or a portion of the progressive bonus apparatus with a plurality
of the individual gaming machines. For example, when a common or shared video screen
viewable by a number of players playing the individual gaming machines 100 is used, the
associating module associates a portion of the common video screen to one of the
individual gaming machines 100 to form a station.

[0046] F1G. 5 1s a tflowchart of a method 500 for a game that includes providing a
plurality of individual gaming machines for playing a base game 510, where an outcome of
each gaming machine is determined at least in part by chance, and communicatively
coupling a progressive bonus apparatus to said plurality of individual gaming machines

512. The method 500 also includes relating a plurality of portions of the progressive bonus
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apparatus to a plurality of the individual gaming machines 514, and ranking at least some of
the plurality of individual gaming machines with a signal strength 516. The method 500
also includes placing at least one value element in at least one of the plurality of portions of
the progressive bonus apparatus 518. The value element is movable between the plurality
of portions of the bonus apparatus partly in response to signal strength of the plurality of
individual gaming machines. Movement of the value element is also controlled in other
ways. The method 500 includes generating a speed of travel of the value element through
one of the portions of the progressive bonus apparatus based on signal strength of the
individual gaming machines 520. The speed of travel is different for at least two individual
gaming machines. The speed of travel is slower through a portion of the progressive bonus
apparatus assoclated with an individual gaming machine when the signal strength of an
individual gaming machine is greater than the signal strength at another individual gaming
machine. The method 500 also can include generating a linger time for the value element
522. The linger time 1s an amount of estimated time the value element stays in one of the
plurality of portions of the progressive bonus apparatus. Generating the linger time 522
includes making the linger time different for at least two individual gaming machines. In
one embodiment, the linger time for a value element is longer in a portion of the
progressive bonus apparatus when the signal strength at the related individual gaming
machine is greater than the signal strength at another individual gaming machine. Of
course, 1t should be noted that when there are many gaming machines associated with a
bonus game using attractive bonusing, there may be several gaming machines that have
similar linger times. In addition, there may be several gaming machines that have similar
travel times between gaming machines. The winnings associated with the bonus game are
related to a value element being on the portion of the progressive bonus apparatus when the
bonus game 1s played. More specifically, when the bonus game is played or concluded, the

payout to the winner of the bonus game will be related to the value elements positioned at
the portion of the bonus apparatus, such as a station, associated with the gaming machine
which the player is playing. In some embodiments, the value of the value elements is
known, and in other embodiments the value associated with each value element is a
mystery. In still further embodiments, the value of some value elements is known and the

value of other value elements 1s unknown.
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[0047] The method 500 will be described by way of example. The method 500 or
the attractive bonusing concept will be tied to a theme called Big Fish Little Fish. In Big
Fish Little Fish, the secondary video monitor 128 on each participating electronic gaming
machine 100 represents one segment of a large aquarium. The secondary video monitor
120 represents a station where the player 1s positioned. In this particular embodiment of a
game, fish of varying sizes swim back and forth between individual EGMs and each fish is
worth a fixed credit amount. Larger fish are worth more than smaller fish. In some
embodiments the worth or value of the value element (fish) are placed on the actual fish.
Mystery fish pay out a mystery win or unknown amount. Some of the mystery fish may
have a high-value while other mystery fish may have a low value. The credit value of each
fish may be displayed on the actual fish or within a paytable. Mystery fish may exist in the
game whose value is unknown until the bonus is triggered. These fish may eat smaller fish
and grow both physically and in value. In some embodiments of the game, all of the fish
may be mystery fish and all of the fish may be the same size so that the player only knows
he's attracted fish to the station but has no idea of the worth of the fish until the bonus is
triggered and a winner 1s declared. In one embodiment, after the bonus is triggered, there is
a reveal step and one or more fish are revealed to be jackpot fish which pay out a
progressive award, and all other fish are consolation fish which pay out smaller, static
awards.

[0048] Whenever the bonus is triggerred, players are paid for all fish currently
displayed on thier portion of the bonus apparatus or displayed on their station. In another
embodiment, when the bonus is triggered less than all players may be paid for their fish.
For example, only the top two or three people having fish at their station may be paid when
the bonus apparatus triggers a bonus round. This will spur competition amongst the players
of the base game to increase the amount and/or frequency of their bets so that they have
more fish at their station then other competitive players have it there particular stations. In
one embodiment, any fish that were paid out are eliminated, and any fish that were not paid

out on will remain in the game or go back into a pool of fish for reintroduction back into the

attractive bonus game at a later time.
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[0049] The more the player bets, the more fish food or attractant is released. Fish
food attracts fish and encourages fish to linger or hang around for off longer period of time.
The fish food dynamic offers players postive reinforcement and encourages them to bet up.
[0050] The fish food attraction dynamic is capable of more fully rewarding players
who bet up past a certain point. Rather than increasing a future bonus game multiplier
when the player bets up which rewards the player in stages, the attractive bonusing method
500 rewards players 1n a manner that is substantially proportionate to thier bet size and in a
manner that the player can see.

[0051] In another embodiment, when the bonus is triggered a jackpot fish or jackpot
value element can be awarded as part of the bonus event. At any particular time there is a
number of value elements, such as fish, that have been attracted to various stations in the
bonus game. At the time of the bonus event or substantially near that time, each of the value
elements in the bonus game are determined to be either a consolation value element or a
jackpot value element. In some embodiments several jackpot value elements may be
determined. In other example embodiments, one jackpot value element may be determined
trom the pool of value elements or fish associated with the bonus game. The selection of
the jackpot value element is made at random. Once the jackpot value element has been
selected, a table of probabilities is used to determine the jackpot prize associated with that
fish. For example, the lowest value of the jackpot will have the highest probability of being
awarded for a fish or value element determined to be the jackpot value element. There will
be a lesser probability of being awarded a higher value. The level of the jackpot prize will
also be determined randomly. The 1dea of having a jackpot fish or a number of jackpot fish
adds volatility and makes the game more attractive to players of the game. In other words,
even 1f a person has one low value fish or value element at his or her associated station,
there 1s a possibility that that fish could be selected as the jackpot fish. As a result players
will tend to stay in the game and continue playing because there is still a possibility that
they could win a much larger jackpot price should the low value element be selected as a
jackpot element, such as a jackpot fish. The value elements not selected as jackpot elements
are consolation value elements and are generally awarded the value associated with the

value element. For example, a minnow would be a low value element and would pay out a
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loan number of credits it 1s a consolation fish, but could pay out large number of credits if it
was selected to be the jackpot value element.

[0052] In an attractive bonusing game, the motion control module 420 controls the
speed of a value element or fish through the speed control submodule 422, and controls the
amount of time a value element are fish lingers through a linger control submodule 424.
The motion control module 420 governs the movement patterns of fish or value elements.
The motion control module 420 1s designed to reward players who bet more. The motion
control module 420 can take into account current betting as well as historical betting over a
particular timeframe.

[0053] The motion control module 420 works with data or information produced by
the station ranking module 440. As mentioned earlier, the station ranking module 440 ranks
each of the various stations or the individual portions of the individual gaming machines
100 that are part of the attractive bonus apparatus and gives them a signal strength value.
The signal strength value 1s a relative value and represents the ability of an individual
electronic gaming machine 108 in a bank of such machines 101 to attract value elements
such as fish. This signal strength 1s also in input in controlling fish movement.

[0054] Signal strength, in one embodiment, represents current bet level and other
tactors. The signal strength at a particular station, in one embodiment, is unchanged by
winning the bonus. Controls are put in place to prevent one heavy betting player from
repeatedly winning all the money, since the bonus often rewards multiple players and since

lower bettors sometimes win more than heavy betting players through randomness.

[0055] Fish movement may be governed by a travel parameter and a linger
parameter such that fish travel slower accross the secondary monitor 128 of players have a
stronger signal strength and faster across the secondary monitor 128 of players having a

lower signal strength. The amount that or the rate of betting is one parameter or criteria for
increasing the signal strength at a station. By increasing the signal strength at a station, the
tfish will travel more slowly through the station and will linger longer at station. The value
elements, such as the fish shown in the FIGs.6-9, will travel faster through stations having
lower signal strength. The rate of travel or speed differs from the linger time. The rate of

travel 1s how fast a value element will travel past a station and the linger time deals with the
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amount of time a value element will stay at a station. Of course i1t should be understood
that the signal strength 1s not totally reliant on the current betting in the base game, but can
be based on previous amounts bet, customer loyalty, or any number of other factors.

[0056} FIGs. 6-9 depict a set of individual electronic gaming machines 100 placed
in a bank 101 at a time t;, t t3 and t4 respectively according to an example embodiment.
Referring first to FIG. 6 and at the time t;, the various electronic gaming machines 100 have
been ranked by the station ranking module 440. The gaming machine C has the highest
signal strength rating of "1". As a result, the linger control module has provided a linger
value that 1s high thereby indicating that a value element will linger or hang around gaming
machine C for a relatively long time, when compared to the other gaming machines A, B
and D. In addition, the travel speed rating for the gaming machine C has a value of
“slow”which means that the value element will travel slowly when in or associated with the
station of the individual gaming machine C. On the other hand, gaming machine B, has the
weakest signal strength rating of "4". As a result, the linger rating is "1" and the travel rate
has a rating of "fast". As a result on gaming machine B, the value element will travel
quickly through the station or portion of the bonus apparatus associated with the gaming
machine B and the value element will linger for the least amount of time when compared to
the other gaming machines A, C and D in the bank 101.

[0057] In the Big Fish Little Fish example, base game coin-in on participating
games drives the creation of new fish. In this particular embodiment, the new fish drops
into the secondary monitor 128 -on the EGM whose coin-in created them. In other words,
when the threshold i1s met for creating a new fish, the fish is created at the gaming machine
100 that either met or whose bet past the threshold for creation of a new fish. As shown in
FIG. 6, the threshold was met by betting on the base game of the individual gaming
machine A.

[0058] This new fish drop-in method is created by the value element creation
submodule 412 using the following steps: 1) randomly selecting the size of the next fish to
be introduced. The creation weight is the odds of forming a particular fish. For example, in
the table below, the odds of producing a whale are 1 in 1000, while the odds of producing

an minnow are 750 in 1000. The size is the credit value. The table is used to determine the

class of the next fish to be created (each fish has an appearance type, a credit value, and a
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creation weight. Once the class of the next fish 1s determined, the base game contribution,
such as a percentage of coin in on the base game, 1s aggregated. When enough base game
coin-in has been collected in the progressive game to create the selected next fish class, the
newly created fish 1s dropped into the individual gaming machine 100 (gaming machine A)
in which the coin-in the creation threshold was met. The value and a element creation
module 412, then randomly determining the class of the next fish to be created, and repeats

the process. A simplified example of that look up table is presented below:

nce | Credit- | Creation

.
- . s
- P
-~
. -~

.~

ype | Value | Weight

Minnow _ 25 750

Guppy 100 184

Tuna 500 |
Shark | 25000

Whale 50000

[0059] In FIG. 7, the newly created fish is placed in or at the station associated with
individualized gaming machine A. Thus, the player of the individualized gaming machine
A placed the bet that met or surpassed the threshold value for creating a new value element
or fish. When placed at the machine A, the value element will linger for a relatively long
time at the station associated with individualized gaming machine A. Once the value
element or fish has lingered for the time associated with a linger value of "5", the value
element or fish will move at a medium speed to another gaming machine. As shown by
FIG. 8, the value element has moved to the individualized gaming machine B. The value
element are fish 600 will travel through the station or portion of the bonus apparatus, such
as secondary monitor 128, in a fast manner and will linger a minimum amount of time since
the linger rating is the lowest of the individual electronic gaming machines associated with
the bank 101 of gaming machines.

[0060] In another example embodiment, the number of new value elements
generated 1s limited to prevent an overrun of smaller value elements. For example, as
shown by the table above there is a 750 to 1000 chance that a minnow will be formed for
the next value unit. In other words there is a 3 to 4 probability that the next value unit will

be a low value minnow. This can cause a problem in that the computer screen or screens
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that display the value units (for example fish) will be overrun with value units. Therefore,
in an alternate embodiment, a maximum number of value units or fish 1s determined. Once
the maximum number of value units or fish has reached a threshold, value unties are or may
be updated rather than introducing a new value unit. Upgrading a value unit includes
increasing the value associated with the value unit. One of the value units, such as fish, is
chosen or selected at random for the upgrade. This prevents an overrun of small fish, such
as minnows, which are the most likely to be chosen when a new fish or new value unit 1s
introduced. Of course, in other embodiments, the combination of upgrading a value unit or
fish to new value, and the introduction of new value units into the game can be used.

[0061] Now turning to FIG. 9, the value element 600 has traveled to individualized
gaming machine C. Once here it will linger for maximum amount of time since
individualized gaming machine C has a high linger rating and travel through the station,
such as secondary monitor 128, will be slow. The process repeats as the value element 600
travels from station to station or from individualized gaming machine to individualized
gaming machine. It should be noted that the travel direction is not always the same. In one
embodiment, the various gaming machines are attached in a ring structure like the ones
shown 1n the FIGs.6-9. In this example embodiment, the value elements can travel in either
direction around the ring. . At some point additional value elements are created when new
coin-in thresholds are met. New value elements, such as the fish shown, can be introduced
at any of the gaming machines on the ring. In one example embodiment,the gaming
machine where the new value element or fish will be introduced is selected at random. The
movement of the various value elements 600 and others are basically controlled in much the
same way. In addition, the individualized gaming machines 100 are re-rated at various
times. The times can be randomly selected or can be periodic. The frequency of ratings can
also be either fast or slow. It should be noted, that the bonus game described above gives an
indication of the value of the various value elements. Value elements could also be all
unknown and no indication of value can be placed on the value elements. In such a game,
the value of the various value elements 1s unknown until the bonus associated with the
bonus apparatus 1s paid out to the eligible players. Of course, in other embodiments, some
of the fish may have indication of value while other fish may be mystery fish having no

indication of value.
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[0062] Base game conditions (i.e. a win of above x credits, specific base game
symbol occurs, etc) causes players to win vanity items that allow them to customize thier
personal aquarium space. Players may be able to trade and or gift these items with one
another. These items may or may not affect the signal strength or attraction signal for the
player’s individual gaming machine.

[0063] Fish may represent events / additional bonuses instead of credits. For
example a “wheel fish” may swim from individual gaming machine to individual gaming
machine and when the bonus is triggered the player whose top glass contains the wheel fish
gets to spin a bonus wheel. The math in these cases is not affected since the bonus “wheel

fish” would be created once the enough credits were collected from the base game to cover
its expected payout.

[0064] When players cease betting in Big Fish Litte Fish, all of thier fish food
(attractant) 1s eaten and fish dissapate. If the player i1s dormant long enough the
individualized gaming machine 100 may lose bonus elgibility such that even if a fish is
swimming through and is “captured” on that individualized gaming machine 100 when the
bonus is triggered no pay out is issued.

[0065] When the bonus triggering event occurs, all eligible gaming machines award
players credits for fish contained at their stations and those fish dissapear. Any fish that
were on non-eligible machines remain in the bonus environment to be won during future
trigger events. The bonus also has a reset credit value which i1s converted into new fish
which are added into the bonus environment every time a triggering event occurs.

[0066] While Attractive Bonusing has been presented by this example using a fish
theme, many themes are possible including but not limited to the following:

o Money Bees (bets grow top glass flowers which attract bees)

e Lucky Ducks (bets drop duck food into top glass pond)
e Princess Charming (bets make a top glass princess more attractive which draws
suitors)
[(0067] In addition it should be noted that the value of value element does not
necessarily always have to be positive. In some embodiments, the value of a value element
may be negative. For example, there may be a game where you have negative elements

which are naughty gremlins. The naughty gremlins, when present, produced negative
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effects on the player of the game. Therefore the whole point of the game may be to put out
a repellent of some sort to repel the negative value elements, rather than an attractant to
attract positive value elements.
[0068] Among the important elements of the disclosed invention are the following:
1) Displaying current bonus chances to players transparently and not “hiding” the
RNG (random number generator) aspects of the bonus play.
2) The dynamic in which the progressive is divided into many awards which physically
move between all participating electronic gaming machines.
3) The method of attracting bonus funds to an electronic gaming machine in a manner
that 1s both responsive to base game bet activity and that players can actually
visualize.

4) The new award/value element creation method.

[0069] Attractive Bonusing concepts such as Big Fish Little Fish may be banked
together for maximum visual effect or scattered throughout the casino floor. As long as all
electronic gaming machines form a virtual circle there is no theoretical advantage for one
electronic gaming machine over another. In practice, however, it may be advantageous to
play next to players who are betting heavily since fish will be drawn in the general direction
of those electronic gaming machines. This element makes the game simultaneously
competitive and collaborative to some degree.

- [0070] FIG. 10 1s a flow chart of a computerized gaming method 1000 for
operating a bonus game, according to an example embodiment. The computerized method
1000 1s for a game having a plurality of individual gaming machines for playing a base
game, where an outcome of each gaming machine is determined at least in part by chance,
and having a progressive bonus apparatus operatively coupled to said plurality of individual
gaming machines. The method 1000 includes associating a plurality of stations on the
progressive bonus apparatus 1010 with a plurality of the individual gaming machines. The
method 1000 also includes placing a plurality of value elements on the progressive bonus
apparatus 1012. The value elements are movable to a plurality of stations on the
progressive bonus apparatus. A response is elicited on the bonus game apparatus to

Increase bet activity in a base game at the individual gaming machines 1014. A response is
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received 1n the form of bet activity in the base game at the individual gaming machine
1016. The plurality of individual gaming machines are ranked 1018. An attractive signal
strength 1s associated with the plurality of individual gaming machines. The bet activity on
the base game 1s one factor in determining the rank of the attractive signal strength for
attracting one or more value elements to a station of the progressive bonus apparatus related
to an individual gaming machine. Eliciting a response 1014 on the bonus game apparatus
to increase bet activity at the individual gaming machines includes providing bonus game
play instructions indicating that the potential winnings of the bonus game is related to the
number of value elements at a station when a bonus game play is triggered. Eliciting a
response 1014 on the bonus game apparatus to increase bet activity at the individual gaming
machines includes presenting the status of the number of value elements at a station. The
status of the number of value elements at least one other station can also be presented to
elicit betting activity in the base game. In one embodiment, the value elements are icons on
at least one display associated with the bonus game apparatus. In another embodiment, the
size of the value elements 1s related to their value. In still another embodiment, a number
indicating value is placed on the value eclement. In yet another embodiment, at least one
value element can have any value. In other embodiments, substantially all the value
elements have an associated value which is not revealed during base-game play. The
method 1000 also includes varying a travel speed of the value elements 1018. The method
1000 can also include varying an amount of time a value element is associated with a
portion of the bonus apparatus, such as a station 1020. The value elements can be
controlled to stay longer at portions of the bonus apparatus having higher signal strengths.

[0071] A machine-readable medium that provides instructions that, when executed
by a machine, cause the machine to perform operations including associating a plurality of
stations on the progressive bonus apparatus with a plurality of the individual gaming
machines, and placing a plurality of value elements on the progressive bonus apparatus.
The value elements can be controllably moved to a plurality of stations on the progressive
bonus apparatus. The machine-readable instructions elicit a response on the bonus game
apparatus to increase bet activity at the individual gaming machines. A response in the
form of bet activity is received at the individuai gaming machine. The bet activity is at

least one of the factors for producing an attractive signal strength for a station of the
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progressive bonus apparatus related to an individual gaming machine. The instructions,
when executed by a machine, further cause the machine to perform operations that move
the value elements between stations. The value elements can be moved past or through a
station at a speed based, at least in part, on the attractive signal strength at the associated
individual gaming machine. In some embodiments, the value elements can substantially
stop the value element at a station for a time based, at least in part, on the attractive signal
strength at the associated individual gaming machine. The value elements as icons on a
display associated with a bonus gaming apparatus.

[0072] The machine-readable medium can also provide instructions that, when
executed by a machine, further cause the machine to perform operations to render an
attractant as at least one icon on a display associated with a bonus gaming apparatus.

[0073]) A computer system includes an associate module for associating a plurality
of stations on the progressive bonus apparatus with a plurality of the individual gaming
machines, and a value element module for placing a plurality of value elements on the
progressive bonus apparatus. The value elements are movable to a plurality of stations on
the progressive bonus apparatus. The computer also includes an elicit module for eliciting
a response on the bonus game apparatus to increase bet activity in the base game individual
gaming machines, and a receiving module receiving a response in the form of bet activity at
the individual gaming machine. A ranking module ranks at least some of the plurality of
stations on the progressive bonus apparatus and associates an attractive signal strength with
the plurality of stations. The bet activity at the base game being is at least one factor in
setting the attractive signal strength. The computer also includes a value element
introduction module for introducing a value element to one of the stations of the
progressive bonus apparatus, and a value element motion module for determining factors
for moving the value element.

[0074] The foregoing description, for purposes of explanation, used specific
nomenclature to provide a thorough understanding of the invention. However, it will be
apparent to one skilled in the art that the specific details are not required in order to practice
the invention. Thus, the foregoing descriptions of specific embodiments of the present
invention are presented for purposes of illustration and description. They are not intended to

be exhaustive or to limit the invention to the precise forms disclosed. It will be apparent to
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one of ordinary skill in the art that many modifications and variations are possible in view
of the above teachings.

[0075]} The embodiments were chosen and described 1n order to best explain the
principles of the invention and 1ts practical applications, to thereby enable others skilled in
the art to best utilize the invention and various embodiments with various modifications as
are suited to the particular use contemplated. It 1s intended that the scope of the invention
be defined by the following claims and their equivalents.

[0076] While the embodiments have been described in terms of several particular
embodiments, there are alterations, permutations, and equivalents, which fall within the
scope of these general concepts. It should also be noted that there are many alternative ways
of implementing the methods and apparatuses of the present embodiments. It 1s therefore
intended that the following appended claims be interpreted as including all such alterations,
permutations, and equivalents as fall within the true spirit and scope of the described

embodiments.

28



CA 02822935 2013-07-31

THE EMBODIMENTS OF THE INVENTION IN WHICH AN EXCLUSIVE
PROPERTY OR PRIVILEGE IS CLAIMED ARE DEFINED AS FOLLOWS:

. A method for a game comprising:

providing a plurality of individual gaming machines for playing a base game, where
an outcome of each gaming machine is determined at least in part by chance;

communicatively coupling a progressive bonus apparatus to said plurality of
individual gaming machines;

relating a plurality of portions of the progressive bonus appartus to a plurality of the
individual gaming machines;

ranking at least some of the plurality of individual gaming machines with a signal
strength;

placing at least one value element in at least one of the plurality of portions of the
progressive bonus apparatus, the value element movable between the plurality of portions
of the bonus apparatus partly in response to signal strength of the plurality of individual

gaming machines.

2. The method of claim 1 further comprising generating a speed of travel of the value
element through one of the portions of the progressive bonus apparatus based on signal

strength of the individual gaming machines.

3. The method of claim 2 wherein generating the speed of travel are different for at

least two individual gaming machines.

4, The method of claim 1 further comprising displaying a value associated with a

plurality of the value elements .

J. The method of claim 1 further comprising masking a value associated with at least

one of the plurality of the value elements.
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6. The method of claim 1 further comprising:
triggering a bonus;
determining if one of the value elements 1s a jackpot element; and

converting the value of the value element from an 1mitial value to a jackpot value.

7. The method of claim 1 further comprising generating a linger time for the value
element which 1s an amount of time the value element stays in one of the plurality of

portions of the progressive bonus apparatus.

8. The method of claim 7 wherein generating the linger time includes making the

linger time different for at least two individual gaming machines.

. The method of claim 7 wherein the linger time for a value element is longer in a
portion of the progressive bonus apparatus when the signal strength at the related individual

gaming machine is greater than the signal strength at another individual gaming machine.

10.  The method of claim 1 wherein the winnings associated with the bonus game are
related to a value element being on the portion of the progressive bonus apparatus when the

bonus game 1s played.

11. A computerized method for a game having a plurality of individual gaming
machines for playing a base game, where an outcome of each gaming machine is
determined at least in part by chance, and having a progressive bonus apparatus operatively
coupled to said plurality of individual gaming machines, the method comprising:

associating a plurality of stations on the progressive bonus apparatus with a plurality
of the individual gaming machines;

placing a plurality of value elements on the progressive bonus apparatus, the value
elements movable to a plurality of stations on the progressive bonus apparatus;

eliciting a response on the bonus game apparatus to increase bet activity in a base

game at the individual gaming machines;
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receiving a response in the form of bet activity in the base game at the individual
gaming machine;

ranking the plurality of individual gaming machines and associating an attractive
signal strength to the plurality of individual gaming machines, the bet activity on the base
game being one factor in the attractive signal strength for attracting one or more value

clements to a station of the progressive bonus apparatus related to an individual gaming

machine.

12.  The method of claim 11 wherein eliciting a response on the bonus game apparatus
to increase bet activity at the individual gaming machines includes providing bonus game
play instructions indicating that the potential winnings of the bonus game is related to the

number of value elements at a station when a bonus game play is triggered.

13. The method of claim 11 wherein eliciting a response on the bonus game apparatus
to Increase bet activity at the individual gaming machines includes presenting the status of

the number of value elements at a station.

14.  The method of claim 11 wherein eliciting a response on the bonus game apparatus
to increase bet activity at the individual gaming machines includes presenting the status of
the number of value elements at station associated with the individual gaming machine, and

the number of value elements at least one other station.

15.  The method of claim 11 wherein the value elements are icons on at least one display

associated with the bonus game apparatus.

16.  The method of claim 15 wherein the size of the value elements is related to their
value.

17.  The method of claim 15 wherein a number indicating value is on the value element.
18.  The method of claim 15 wherein at least one value element can have any value.
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19.  The method of claim 15 wherein substantially all the value elements have an

associated value which is not revealed during base-game play.

20.  The method of claim 11 further comprising varying a travel speed of the value

elements.

21.  The method of claim 11 further comprising varying an amount of time a value
element is associated with a portion of the bonus apparatus, the value elements staying

longer at portions of the bonus apparatus having higher signal strengths.

22. A machine-readable medium that provides instructions that, when executed by a
machine, cause the machine to perform operations comprising:

associating a plurality of stations on the progressive bonus apparatus with a plurality
of the individual gaming machines;

placing a plurality of value elements on the progressive bonus apparatus, the value
clements movable to a plurality of stations on the progressive bonus apparatus;

cliciting a response on the bonus game apparatus to increase bet activity at the
individual gaming machines;

receiving a response in the form of bet activity at the individual gaming machine,
the bet activity being at least one of the factors for producing an attractive signal strength

for a station of the progressive bonus apparatus related to an individual gaming machine.

23.  The machine-readable medium of claim 22 that provides instructions that, when
executed by a machine, further cause the machine to perform operations that further

comprise moving the value elements between stations.

24.  The machine-readable medium of claim 22 that provides instructions that, when
executed by a machine, further cause the machine to perform operations that further

comprise:
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moving the value elements past a station at a speed based, at least in part, on the

attractive signal strength at the associated individual gaming machine.

25.  The machine-readable medium of claim 22 that provides instructions that, when
executed by a machine, further cause the machine to perform operations that further
comprise:

substantially stopping the value element at a station for a time based, at least in part,

on the attractive signal strength at the associated individual gaming machine.

26.  The machine-readable medium of claim 22 that provides instructions that, when
executed by a machine, further cause the machine to perform operations that further
comprise rendering the value elements as icons on a display associated with a bonus

gaming apparatus.

27.  The machine-readable medium of claim 22 that provides instructions that, when
executed by a machine, further cause the machine to perform operations that further
comprise rendering an attractant as at least one icon on a display associated with a bonus

gaming apparatus.

28, A computer system comprising:
- an associate module for associating a plurality of stations on the progressive bonus
apparatus with a plurality of the individual gaming machines;

a value element module for placing a plurality of value elements on the progressive
bonus apparatus, the value elements movable to a plurality of stations on the progressive
bonus apparatus;

an elicit module for eliciting a response on the bonus game apparatus to increase bet
activity in the base game individual gaming machines;

a receiving module receiving a response in the form of bet activity at the individual
gaming machine;

a ranking module for ranking at least some of the plurality of stations on the

progressive bonus apparatus and associating an attractive signal strength with the plurality
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of stations, the bet activity at the base game being at least one factor in setting the

attractive signal strength; and

a value element introduction module for introducing a value element to one of the
stations of the progressive bonus apparatus; and

a value element motion module for determining factors for moving the value

element.
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