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A Gamihg_ Machine and A Method of Generating A Focus Area

TECHNICAL FIELD

The present invention relates broadly to a gaming 'machine ‘and to a method of

generating a focus area.

 BACKGROUND

In the gaming industry, popular games can include games whereby one or more
designated instance (e.g. icon/symbol) can be programmed to appear aligned in a
particular sequence to result in a win to players. For example, in a line-type game, a

player may choose a number of lines as a sequence and designate an icon/symbol as a

"~ designated element. During play, if the designated element appears aligned, e.g.

adjacent to an identical elemenf, and in the desired sequence, a win is awarded to the

player.

To allow more winning opportunitiés to the players, games have been
programmed to further allow players to choose muiltiple sequences, e.g. selection of
multiple play-lines in a line'-type game. This can in turn increase profits for a gaming

machine if, for example, a fee is to be paid for each additional sequehce chosen.

However, by allowing player_s to choose multiple sequences, e.g. multiple play-

lines, there can arise a situation of a maximum or bottleneck of playable sequences.

Furthermore, increasing the number of possible winning sequerices can give rise
to a situation that a game becomes more complicated for a player. This cah lead to the .
player l'osing interest.in the game as the player begins to lose understanding of how the
game is won or lost. Another problem is that th'efposslible winning sequences may

appear _ovef an entire game screen, thus leading.to a further loss of interest by the
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player. The inventors have recogmzed that there have been no technical attempts at

assisting players regarding the above

In view of the above, there exists a need for a gaming machine and a met'hod of
Q_ene_rating a focus area that seek to address at least one of the above problems.
SUMMARY

In accordance with an aspect of the present invention, there is provided a gaming

* machine, the gamlng machme compnsnng a game module for operating a game area, the

game module being capable of randomly generating in the game area one or more game
elements from a plurality of predetermined game elements; a play module for allowing
selection of a play area in association with the game area; a trigger module for monitoring
the selected play area, the trigger module being capable of generating a trigger signal based

on whether the selected play area contains randomly generated game elements that match

~ at least one of a set of predetermined conditions; and wherein the play module is configured

to detect a boundary of the selected play area and to emphasise the selected play area,
based on the detected boundary, against any unselected portions of the game area such

that the selected play area becomes a focus area.
- The play module may be further configured to emphasise the selected play area
against any unselected portions of the game area both upon selection of the play area and

during generation of the one or more game elements.

The play area may be within the game area or may substantially encompass the

game area.

The selected play area may be emphasised by the play module mstructlng dimming a

display of said any unselected portions of the game area, by the play module instructing

brightening a display of the selected play area; or both.

The selected play area may be erhphasisetf:t by the p_léy.module instructing a diéplay

. of a visible boundary enclosing the selected play area based on the detected bqundary.
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The selected play érea may be'emphasised_by the game module instructing a display

of the selected play area at a separate display area external the game area.

) The gaming machine may further comprise a first selection module coupled to the

- play module, wherein the first selection module can be configured to allow a player to select

the play area. -
The play area may be configured to be variable in dimensions.

The play area may be configured to be variable in dimensions based ona number of

points exchanged by a player.

The play area may comprise two or more discontinuous sub-areas.
The play area may comprise two or more sub-areas fixed in dimensions.
The sub-areas fixed in dimensions may be allowed to overlap as the play area.

The trigger module may be configured io detect a number of occurrences of each

game element within the selected play area.

The trigger module may be further configured to detect a position of each randomly

generated game element within the selected play area.

The gaming machine may further comprise a second selection module coupled to the

game module, wherein the second selection module can be configured to allow a player to

‘select at least one designated game element whereby the trigger module may be arranged

to detect whether the selected play area contains the at least one designated game element.

The predetefmined game elements may comprise a neutral element, the neutral

element may be capable of representing at least one randomly generated game element.
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The game area- may comprise one or.more columns, one or more rows, or both, for

display of the game elements.

'The_ game area may comprise a plurality of reel windows, further wherein each reel

window may be arranged to display a game element.
" The game area may comprise a non-ordered array of reel windows.

The gaming machine may further comprise a storage module for storing a database

of the set of predetermined conditions.

The set of predetermined conditions rhay comprise a condition based on a number of

occurrences of a game element being randomly generated within the selected play area.

The set of predetermined conditi-ons may compﬁsé a condition based on whether one
or more game elements are randomly generated to be adjacent one another within the

selected play area.

The set of predetermined conditions may comprise a condition based on whether one
or more game elements are randomly generated to be in a visible pattern within the selected

play area.

The game module may comprise integrally one or both of the play module and the

trigger module.

In accordance with another aspect of the present invention, there is provided a
method of generating a focus area, the method comprising operating a game area, selecting
a play area in association with the game area; detecting a boundary of the selected play

-area; and emphasising the selected play area, based on the detected boundary, against any

unselected portions of the game area such that the selected play area becomes ihe_ focus

area.

The step of emphasising the selected play- area may be performed both upon

selection of the play area and during generation of thé one or more game elements.
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The play area may be W|th|n the game area or may substantlally encompass the

game area.

... The step of emphasising the selected play area may comprise dimming a display of

~said any unselected portions of the game areg; brightening a display’ of the selected play -

area; or both.

.The step of emphasising the selected play area 'may Comprise instructing a display of
a visible boundary enclosing the selected play area.

The step of emphasising the selected play area may compnse mstructmg a display of
the selected play area at a separate display area external the game area.

The method may further comprise allowing a player to select the play area.
The play area may be variable in dimensions.

The play area may be variable in dimensions based on a number of points

exchanged by a player.

The play area may comprise two or more discontinuous sub-areas.

The play area may comprise two or more sub-areas fixed in dimensions.

The sub-areas fixed in dimensions may overlap as the play area.

The method may further comprise randomly generating in the play area one or more
game elements from a pldrality of predetermined game elements; and generating a trigger
signal based on whether the selected. play area contains 'randomly generated - game

elements that match at least one of a set of predetermined conditions

The method may further comprise detecting a number of occurrences ‘'of each game

element within the selected play area.
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The method may further comprise detecting a position of each randomly generated

game element within the selected play area.

~ The method may further comprise allowing a player to select at least one designated

game element; and the step of generating a trigger signal may further comprise detecting

~ whether the selected play area contains the at least one designated game element. N

The predetermined game elements may comprise a neutral element, the neutral

element may be capable of representing at least one randomly generated game element.

The method may further comprise providing the game area comprising one or more

columns, one or more rows, or both, for display of the game elements.

The method may further comprise providing the game area comprising a plurality of

reel"windows, further wherein each reel window may be arranged to display a game

~ element.

The game area may comprise a non-ordered array of reel windows.

The mefhod may further comprise storing a database of the set of predetermined

conditions.

The set of predetermined conditions may compr{se a condition based on a number of

occurrences of a game element randomly generated within the selected piay area.

The set of predetermined conditions may comprise a condition based on whether one
or ‘more game elements are randomly generated to be adjacent one another within the

selected play area.

The set of predetermined conditions may comprise a condition based on whether one’

~Or more game elements are randomly generated to be in a visible pattern within the selected

play area.
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In accordance with yet anot‘her aspect of the preseht inv"ention, there is lprovided
a computer readable medium- having stored .ther'eon instructions for instructing a
processor of a gaming machine to execute a method of generating a focus area, the
method cdmpfising operating a game area; selecting a pléy area in association with the
game area; detecting a boundary of the selected play area; and emphasising the selected
play area, based on the detected boundary, against any unselected portions of the game
area such that the selected play area becomes the focus area.

The step of emphasising the selected play area may be performed both upon

selection of the play area and duﬁng generation of the one or more game elements.

The computer readable medium may comprise the method further comprising
randomly generating in the play area one or more game elements from a plurality of
predetermined game elements; -and generating a trigger signal based on whether the
selected play area contains randomly generated game elements that match at least one of a

set of predetermined conditions.
BRIEF DESCRIPTION OF THE DRAWINGS

Example embodiments of the invention will be better understood and readily
apparent to one of ordinary skill in the art from the following written description, by way

of example only, and in conj_unction with the drawings, in which:

Figure 1 is a schematic front view diagram of a front panel of a gaming machine

in an example embodiment.

Figure 2 is a schematic front view diégram of a gaming machine with a front

panel opened in part from a gaming machine in an example embodiment.

Figures 3 to 6 are schematlc drawings for lllustratmg an exemplary game in an

example embodiment.
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Figure 7'is a schematic drawing that illustrates discontinuous selected areas.in an

example embodiment.

Figure 8(a) is a schematic drawing that illustrates fixed areas selected as a play area

in an example embodiment.

)

Figure 8(b) is a schematlc drawmg that illustrates ﬂxed areas selected asa play area

in an example embodiment.
Figure 9 is a schematic drawing illustrating a pattern in an example embodiment.
' Figure 10 shows an e)gemplary look-up table in‘an example embodiment.

Figure 11(a) is a schematic drawing lllustratlng a game area in an example

embodiment.

Figure 11(b) is a schematlc drawing illustrating a selected play area in an example

“ embodlment

Figure 12 is a schematlc drawung illustrating a ‘game area in another example

embodiment.

Figure 13 is a schematic flowchart for illustrating a method of generating a focus

area in an example embodiment.

Figure 14 is a schematic drawing illustrating a network environment suitable for

implementing an example embodiment.

Flgure 15 is a schematic drawing of a computer system suitable for implementing

an example embodnment

Figure 16 is a schematic flowchart for illustrating an exempiary way of determining a

number of occurrences of a game element in an exémple embodiment.
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DETAILED DESCRIPTION

Example embodiments described below can provide a gaming machine an’d a
method of generating a' focus area. In an example embodiment, it may be provided that
one or more particular areas can be selected and these areas are detected eg.
monitoring/detecting a boundary or boundaries of these areas. The selected area(s) is
then é'rt%’phasiSed-’accdrding to the detected boundafy such that the selected area(s)

becomes a focus area that advantageously allows a player to focus attention on.

Preferably, the selected area or areas is emphasised or highlighted, upon
sélection, to the player such that the player can more easily concentrate on the play
within the selected area or areas. For example, upon selection, an "end selection” sighal
may be transmitted such that the selected area is emphasisyed or highlighted.
Advantageously, the player can better understand the win conditions with such

emphasis or highlighting.

Further, preferably, the selected area or areas is emphasised or highlighted to
the player, after selection and, during play. That is, the emphasis or highlighting is
maintained during playing of the game. For example, upon selection and during play,

the selected area is emphasised or highlighted until an "end current play round" signal is

transmitted. Advantageously, the player can simply ignore areas outside the selected

area or areas during play, thus leading to better satisfaction and entertainment for the

' play'er.

In some embodiments, it may be provided such that a condition that occurs, such
as a designated element that appears within that one or more areas, can result in a win

for a player if the condition matches at least one of a set of predetermined conditions.

Therefore, in an example embodiment, there can be proVided a gaming machine that
compriées a game module for operating a game area, the game module being capable -of
randomly ge.nerating in the game area one or more game elements from a plurality of
predetermined game eleme'nts. The gaming machine further comprises a play module for

allowing selection of a play area in association with the game area. The game module can
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also randomly generate one or more game elements within the play area. The gaming
machine further compris'es‘a'trigger m(ﬁdule for mqn'itoring the-selected play area, the trigger
module being capable of generating a trigger signal based on whether the selected play

area contains randomly generated game elements that match at least one of a set of

- predetermined conditions. In the example embodiment, the play module is configured to

. detect a boundary of the selected play area and to emphaéise the selected play area, based

on the detected boundary, against any unselected portions of the game area such that the
selected play area becomes a focus area: The emphaéising can still be-performéd if the
selected play area substantially encompésses— the game area. In addition, the emphasising '
can be performed upon selection of the play area and more preferably, also during

generation of the one or more game elements, i.e. during game play.

The terms "coupled” or "connected” as used in this description are intended to cover
both directly connected or connected through one or more intermediate means, unless

otherwise stated.

The description herein may be, in certain portions, explicitly or implicitly described as
algorithms and/or functional operations that operéte on data within a conﬁputer memaory or an

electronic circuit. These algorithmic descriptions and/or functional operations are usually

.used by those skilled in the information/data processing arts for efficient description. An

algorithm is generaHy relating to a sélf-éonsistent sequence of steps leading to a desired
result. The algorithmic steps can include physical manipulations of physical quantities, such

as electrical, magnetic or optical signals capable of being stored, transmitted, transferred,

'corhbine_d. compared, and otherwise manipulated.

Further, unless specifically stated 6therwise, and would ordinarily be apparent from
the. following, a person skilled in the art will appreciate that throughout {he present
specification, discussions utilizing terms such as “scanning’, _“calculating”, “determining”,
“replacing’, “generating”, “initializing”, “outputting”, and the like, refer to action and processes
of an instructing processor/computer system, or similar electronic circuit/dévice/combonent,
that manipulates/processes and transforms data represented as physical quantities within
the described system into other data similarly represénted as physical‘quantitie_s within the

system or other information storage, transmission ‘or display devices etc.
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The description also discloses relevant device/apparatus for performing the steps of
the described methods. Such apparatus may be spécifically' constructed er the purposes of
the methods, or may,comprise a‘ general purpose computer/processor or other device
selectively activated or reconfigured by a computer program stored in a Storage member."
The algorithms and displays described herein are not inherently related to any par‘ticular
computer or other apparatus. It is -understood that general purpose devicés/machines may
be used in accordance with the teachings herein. Alternatively, the construction of a

specialized device/apbafatus to 'perfdrm the method steps may be.desir'e'd.- -

In addition, it is submitted that the description also implicitly covers a computer
program, in that it would be clear that the steps of the methods described herein may be put
into 'effect_ by computer code: it will be appreciated that a Iarge variety of programming
languages and coding can be used to implement the téachings of the description herein.

Moreover, the computer program if applicable is not limited to any particUlar control flow and

“can use different control flows without departing from the scope of the invention.

Furthermore, one or mofe of the steps of the computer program if épplicable may be
performed in parallel and/or sequent‘ially. Such a computer program if applicable may be

stored on any computer readable medium. The computer readable medium may. include

‘storage devices such as magnetic or optical disks, memory chips, or other storage devices

suitable for interfacing with a suitable reader/general purpose computer..in such ihstances,
the computer readable storage medium is non-transitory. Such storage medium also covers
all computer-readable media e.g. medium that stores data only for short periods of time
and/or only in the presence of power, such as register memory, processor cache and
Random Access Memory (RAM) and the Iike. The computer readable medium may even
include a wired medium sych as exemplified in the Internet system, or wireless medium such
as e'xerﬁplified in bluetooth technology. The computer program when loaded and executed
on- a suitable reader effectively results inran apparatus that can implement the steps of the

described methods.

The exampié embodiments may also be implemented as hardware mbdules..A
module is a functional hardware unit designed for use with other components or modules.
For example, a module may be implemented using digital or discrete electronic components,

or it can form a portion of an entire electronic circuit such as an Application Specific
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lntegrated Circuit (ASIC). A person skilled in the art will understand that the example
embodlments can also be |mplemented as a combmatlon of hardware and software‘

modules.

Further, in the description herein, the word “substantially’ whenever used is

understood to include, but not restricted to, "entirely™ or “completely” and the like. In addition,

terms such as "comprising”, 'comprise”, and the like whenever.used, are mtended to be non-
restrictinig descriptive language in that they broadiy mclude elements/components recited
after such terms, in addition to other components not explicitly recited. Further, terms such

s "about", ."approx'imavtely" and the like whenever used, typically means a reasonable
variation, for example a variatior) of +/--5% of the disclosed value, or a variance of 4% of the
disclosed value, or a variance of 3% of the disclosed value, a variance of 2% of the

disclosed value or a variance of 1% of the disclosed value.

Furthermore, in the description herein, certain values may be disclosed in a range.

The values showing the end points of a range are intended to illustrate a preferred range.

. Whenever a range has been described, it is intended that the range covers and teaches all

possible sub-ranges as well as individual numerical values within that range. That is, the end
points of a range should not be interpreted as inflexible limitations. For example, a
description of a range of 1% to 5% is intended to have specifically disclosed sub-ranges 1%
to 2%, 1% to 3%, 1% to 4%, 2% to 3% etc., as well as individually, values within that range
such as 1%, 2%, 3%, 4%' and 5%. The intention of the above specific disclosure is

applicable to any depth/breadth of a range.

. Figure 1 is a schematic front view diagram of a front panel of a gaming machine in an
example embodiment. The gaming machine 100 comprises the front panel 101 that in turn
comprises a top screen 102, a main screen 104, a player transactions panel 106 and a
player inte_raction panel 108. The gaming machine 100 may optionally comprise a printer
outlet 110, a towef light 112 and a poster display portion 114. ThHe gaming machine 1004
allows a player to play one or more games installe;(i or network;implemented by the gaming

machine 100.

“In the example embodiment, the top"screen 102 can be used to display game ~

celebrations, promotional/advertising information or other information that is typicaﬂy not
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primarily related to a progresslon'of the games of the gaming machine. The main screen

104 is used to display the games of the gamlng machine 100, for- the players attention.”
Typically, the main screen 104 is the screen that the player focuses on for playmg the

games.

In the example embodiment, the player transactions panel l06 is provided for the
player to transact with the.gamlng machine 100. The term “transactions” is taken to mean
extractlorl of relnainlng points/credits that _the'playe,r 'poss'esses or insertion of points/credits
that ’tlle player possesses, for example, in a magnetic identification card or a radio frequency
identification (RFID) card or any stored-value card. The term should not be limited to
monetary transactions. The player transactions panel.106 comprises a llquid crystal display
(LCD) information screen 116 and a card insert slot 118. The card insert slot 118 is used for
receiving, in the case of a card insert slot, an identification card containing the points/credits
and/or identification belonging to the player. The points/credits can be extracted from the
card into the gaming machine 100 for playing the games ‘installed in the gaming machine |
100. Upon the player deciding to end play at the gaming machine 100, the player

. transactions panel 106 can store the latest/updated points/credits information in the stored-

value card. For example embodiments relating to using player identification cards, the player
transactions panel 106 can retrieve poinls/credits, information Aof the player from an external
server or database based on player identification. The retrieved information can then be
used at the gaming machine 100 for playing the games. For such emboi:limen_ts, 'upon the
player deciding to end play at the gaming machine 100, the player transactions panel 106
can transmit the latest/updated points/credits information to be stored on the external server
or database based on the player identification. It will be appreciated that the card insert slot
118 can be irl other forms depending on the type of identification card used by the player.
For example, if the player is using a RFID card, the transactions module 118 can be a RFID
reader/writer. The LCD information screen 116 is used to dlsplay e.g. the pomts/credlts

information contalned in the card.

The player interaction panel 108 comprises push buftorls e.g. 120 provided to allow
the player to actuate the puttons eg. 120 for interacting with the games be-ing played on the
gaming machine 100. For example the player can use the buttons e.g. 120 to make player
selections being dlsplayed on the main screen-104. In an altematlve embodiment, the push

button_s e.g. 120 may be replaced by a touch-sensitive screen that corresponds to the
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display on the main screen 104 to allow the player to interact with the games using touch

commands. Thls may be in the form of a touch sensitive membrane with switch panels each

‘ correspondmg to a display position of a display on the main screen 104. A bill valldator 122
* can be provided for a player to use paper money to buy credits for playing the games of the

- gaming machine 100. This is similar to, for example, using paper money at a vending

machine to buy drinks/food. -

1t will be appreciated that although a‘card-in (using the card insert slot 118) and bill-in
(using the bill validator 122) has been discussed above, the gaming machine is not limited
as such and can comprise mechanisms to allow coin-in, key-in, ticket-in etc. for playing the

games in the gaming machine.

It will be appreciated that the main screen 104 can be .in the form of a touch-
sensitive screen that may complement or replace the player interaction panel 108. The
touch-sensitive screen can be a capacitive-type sensing screen, pressure-type sensing
screen or the like. That is, the main screen 104 may be a touch-sensitive screen that

allows the player to mteract with the gaming machine 100 using touch commands.

In the example embodiment, the printer outlet 110 may be provided for the
gaming machine 100 to output information in printed form to the player. For example,
the gaming machine 100 may print a-sticker or reward voucher for the player. The
gamihg machine 100 may also print a receipt or record of the points transaction for the
player. The tower light 112 may be provided to light up during game celebrations. This
may attract the attention of spectators or the player. The tower light 112 can aiso be
used for highlighting technical issues, requesting assistance or service etc. The poster

display portion 114 may be provided for e.g. game information to be displayed.

In the example embodiment, the front panel 101 ‘may be opened or detached in
whole or in part from the gaming machine 100 body to allow, for example, maintenance

on the circuits or components encased in the gaming machine 100.

Figure 2 is a schematic front view diagram of a gaming machine with a front panel
opened in 'part from the -gaming machine in an example‘émbodiment. The gaming machine

200 functions substantially identically to the gaming machine 100 described with reference to
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Figure 1. Like numerals are used to refer to substantially identical components already

described. As shown, the front panel 101 is opened from the gaming machine 200, and

“opened in part. containing the main screen 104 and the player transactions panel 106, to

reveal the internal portion of the gaming machine 200

The gaming machine 200 comprises a power supply unit 202 for powering the
various components of the geming ‘machi"he 200. The power supply unit 202 is coupled to a~

‘main board circuits cage 204. The main board circuits cage 204 is used to contain and

protect a game module 206. The game module 206 implements the games on the gaming
machine and also implements game functions such as points/rewards calculations. The
game module 206 also drives visual contents; for example of the games, on the main
screen 104 and, for example, audio content from the gaming machine 200. Speakers
(not shown) are provided to output audio. Thus, the game module 206 can be a

processor or a processing module of the gaming machine 200.

In the example embodiment, the game module 206 comprises integrally, or
alternatively is coupled to, a play module 208 and a trigger module 210. That is, the game
module 206 can integrate functions of the play module 208 and the trigger module 210. The
modules 206, 208, 210 can be in the form of printed circuit boards comprising ASIC that can
perform specific functions with inputs from components coupled to these modules.
Alternatively, these modules 206, 208, 210 can be software modules. Preferably, the play
module 208 is coupled to a first selection module 212 that is in tljrn coupled to one or more
input members such as buttons e.g. 120 of a player interaction panel 108. The first selection
module 212 may also be coupled to a touch screen input member of the main‘screen 104.
In.the example embodiment, preferably, the game module 206 is"coupled to a second
selection module 214 that is in turn coupled to one or more input members such as buttons
e.g. 120 of a player interaction panel 108. The second selection module 214 may also be
coupled to a touch screen input member of the main screen 104. In an alternative

embodiment, the first and second selection modules 212, 214 may be a same module.

In the example embodiment, the game module 206 facilitates implementation of
one or more games of the gaming machine 200 and facilitates the display of the one or
more games on a display means of the gaming machine 200 such as the main screen

104. The game module 206 is configured to generate/operate a game 'display area showing
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the game in play. The generation/operation may be graphical such as a game display' area

generated/operated based on computer code or ’may’ be mechanical such as controlling

. mechanically rotatable reé|s, depending on implementation.

~ In the example embodiment, the play module 208 is configured to select or

demarcate a play area that is associated with the game display area. For example, the play

“area may be a sub-area with a clear boundary within the game display area. The play area

may even be selected as an area substantially cbvering the game-display area. In the
example embodiment, the boundary of the play area can be selectable by a player via the
first selection module 212 by, for example, using buttons e.g. 120 or using touch commands
on the main screen 104. In an alternative embodiment, the boundary of the play area may be
automatically selected by a processor of the game module. In example embodiments
relating to reel-type games, the game display area can be the reel windows of the reel row-
by-column -array. The selected play area can be a sub-set of the reel windows Within the

array.

In the example embodiment, following selection of the play area, a detection is

performed to determine the boundary of the play area. The detection may be performed

- by the play - module 208. The detection may be based on, but not limited to, reading of

co-ordinates by touch sensors coupled to a touch screen.

The play. module 208 is configured to emphasise or highlight the selected or
demarcated play area to the player, such that the selected play area becomes a focus

area for the player. The emphasizing or highlighting can be based on, but not limited to,

. using the detected boundary and instructing display means based on the detected

boundary. '

Further, preferably, the play module 208 is further configured to maintain the
emphasis or highlighting of the selected or demarcated play area to the player, after

-selection and, during play.

In the example embodiment, the game module 206 provides signéls to the play
module 208 regarding providing and/or maintaining the emphasis or highlighting. For

example, after the play~area is selected, an "end selection" signal vmay be transmitted by
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the game module 206 to the play modu'le 208 such that the play module 208 detects a

- boundary of the play area and emphasises the play area based on the detected

" boundary. During play, the game module 206 monitors whether one round of game play

has been completed. If the game play has been completed, an "end current play round”

signal is transmitted by the game module 206 to the play module 208 such that the play

- module 208 switches off the emphasis or highlighting of the play area. If the "end
current play round" signal has not been received by the play module 208, the play

module 208 maintains the emphasis or highlighting of the play area.

In the example embodiment, the game module 206 is configured to randomly
generate one or more game elements to populate the game displéy area. The game
elements are from a.group/table of predetermined game elements. The trigger module 210 is
configured to monitor the selected play area to detect which of the game elements from the
group/table appear in-the play area, the number of occurrences of the game elements
appearing within the play area, and‘preferably, the position of each game element appearing

within the play area. The detection of which game element, the number of occurrences of the

~ game element appearing and preferably the position of each game element can form one or

more conditions to be compared against a set of predetermined conditions to determine
whether a win is to be awarded to the player. If at least one of the predetermined conditions
is met, the trigger module 210 generates a trigger signal to the game module 206 signalling
that a win is awarded. This may trigger the game module 206 to perform relevant game
functions comprising, for example, awarding game points to the player, displaying media etc.
The displaying of media may be for example a display based on the favourable result such
as performance of celebratory displays on a top screen 102, and a video display on the main

screen 104 efc:

In an alternative example embodiment, the player can designate one or more game

elements depending on choice. The designated elements are selectable ~from the

‘group/table of predetermined game elements. For example, the player can select an apple

symbol and/or an orange symbol as designated elements from a group of fruit symbols, for
play in a game of luck. The selection can be via the second selection module 214 by, for
example, using bu'ttohsbe.g. 120 or using touch commands on the main screen 104. The
predetermined cohdition can be whether ény one of the desighated game elements appear

in the sel_ected play area. Thué, if the trigger module 210 detects that there is at least one
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desngnated game element appearing within the selected play area a trigger signal |s

generated

" The gaming machine 200 can optionally further comprise an interface circuit board
216 coupled to the game module 206, and a bill validator module 218 coupled to the game
module 206. The bill validator module 218 corﬁprises circuitry for implementing bill validation
and counting. In the example embodiment, |f a prmter outlet 110 is provided, a printer 220 |s

“also comprised in the gaming machine 200 for performmg the prlntmg functions.

It will be appreciated that the gaming maehihe.ZOO may further comprise other
components that are not described here for . clarity of illustration of the example

embodiments_.

The interface circuit board 216 can be optionally provided to communicate with a
game control server (not shown) that can e.g. monitor the results of the games of the
gaming machine 200, for example for logging results of theme-type base games of the

gaming machine 200.

In such an example embodiment, a win that is awarded based on the tri»gger module
210 can trigger the game module 206 to instruct or inform the interface circuit board 216 that

a favourable result has been obtained. T Hé game control server can be informe'd via the

‘interface circuit board 216.

In some example embediments, the game control server (not shown) can e.g.
control the gaming machine 200, for example for informing of a‘winning instance of an
external rhystery-type server/network garﬁe implemented at the game control server.
The server/network game is typicaliy independent of the base games installed at the
gaming machine 200. The communication with the game control server may be over a

wired or wireless network.

For example, optionally; for a network game, the game control server can instruct
or inform the interfac‘e. circuit board 216 that a favourable result, specifically for the gaming
machine 200, has been obtained. This may be d_ue to, for example but not limited to, a

predetermined playing time being reached-by the player, or a random generated number
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internal the gaming machine matching a predetermined number stored-in a database on the

' game control server etc. The interface circuit board 216 can then instruct the game module

206 to perform relevant game.functions' Comprising displaying rhedia\_e.g; based on the

favourable result of the network game.

Figures 3 to 6 are schematic drawings for illustrating an exemp.lary game in an
example ém‘bodimv?nt. In the ex'ar'hplevembodiment, a reel game is described for illustration
purposes. The exemplary game is implemented on é gaming . machine that functions
substantially identically to the gaming machines 100, 200 described with reference to
Figures 1 and 2. Like numerals are used to refer to substantial identical components already
described. '

\v With reference to Figure 3, the reel game is implemented using an array of e.g. 5
rows and 5 columns (i.e. 5 x 5 reel space). In the example embodiment, a game display area
300 encompasses the reel windows of the array. The game display area 300 is displayed on

a main screen (compare 104) of the gaming machine. The game display area 300 can be

4 generated/controlied/operated by the game module (compare-206).

With reference to Figure 4, a play area 400 is selected in association with the game
display area 300. Thé play area 400 shows a 3 x 3 reel area. The selected reel windows of
the play area 400 are, smaller than and, within the gamé display area 300. in the example
embodiment, the play module (compare 208) detects, upon selection, a boundary of the play
area 400. The play module’facilitates dimming the areas outside the play area 400 by, e.g.
instructing display components -coupled to the main screén 104, based on the detected
boundary such that the play area 400 becomes a focus area for the player. Alternatively, the
play area 400 may be brightened with respect to the areas outside the play area 400. This
may be achieved by the play module (compare 208) facilitating brightening the play area 400
by;'e.g. instructing display components coupled to the main screen 104, based on the
detected boundary such that the play area 400 becomes a focus area for the player. The
display components may be light emitting diodes (LED) of a LED touch screen used as the
main screen 104. The detection of the boundary may be performed by reading touch
sensors'coupled to the touch screen used as the main screen 104. The play module may
provide emphasisor-prominence or hlighlfghting to the play area 400 such that a player can

focus on the selécted play area 400. In yet another alternative, the play area 400 may even
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‘be duplicated and displayed at a separate display area that is external the game ‘display

area 300 such that the player can focus on the game being displayed in the play area 400
W|thout looking at any part of the game display area 300 For example, using the detected
boundary, the'play module may transmit data to the game module. The game module can
instruct a display of the selected play area at a separate display area external the game
area. This may be achieved by the game module (compare 206) . instructing display

components coupled t_dth‘e main screen 104 to graphically generate a separate display area..

Preferably, the emphasis or prominencé or highlightihg of the play area 400 is

maintained, after selection of the play area 400 and maintained, during p|ay of the game.

The selection of the play area 400 is by a player using a player interaction panel
(compare 108) or using touch commands via a touch screen input of the main screen 104:
in an alternative embodiment, the play area 400 is automatically and/or randomly

selected by the game module 206.

With reference to Figure 5, the game module 206 accesses a table/list of
predetermined game elements. These predetermined gafne elements may be stored in a
database or storage and may be located within the gaming machine. The game module 206
randomly generates one or more game elements from the predetermined game elements,
and instructs the display of the randomly generated game elements in the game area 300 on

the main screen 104. This is shown in the populated game area 500 operated by the game

- module 206. The player's attention is directed/focused to the populated play area 502 by the

emphasising of the play area 502, such that the play area 502 becomes a focus area.

In the example embodiment, a trigger module (compare 210) monitors the selected
play area 502 to detect which of the game elements from the table/list appear in the play
area 502, the number of occurrences of the game elements appearing within the play area
502, and preferably, the position of each game element appearing within the play area 502.
This can be, for exémple but not limited to, reading parameter values of each game
element/symbol appearing within coordinates of the play area to determine what game
element has appeared at each reéi windpw of the selected_ play area. If one or more
predetermined conditions is met by the game elements appearing within the piay area 502,

the trigger module 210 generates a trigger signal to the game module 206 signalling that a
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win is awarded. This may trigger the game module 206 to perform relevant game functions

comprising, for example, awarding game points to the player, displaying media etc.

- In an alternative exaxmple embodiment, the player can be allowed to designate game
elements of choice, and the predetermined condition may be whether the designated game

elements appear within the play area 502.

In the example embodiment, it may be a pré-determined condition “that - three
occurrences of a game element such as a star symbol (see numeral 602) results in a win.
Thus, in the drawing shown in Figure 6, a condition/instance of three occurrences of the star
symbol triggers the game module 206 in awarding points to the player. Preferably, there is a
base predetermined condition of awarding points for one occurrence of the star symbol:'For
example, 1000 bonus points may be awarded for 3 star symbols appearing. The points may
be determined based on an odds table or predetermined list that is stored in a databaée or

storage located in the gaming machine and/or displayed on a top screen (compare 102) of

* the gaming machine.

In an alternative example embodiment, it may even be provided that all the symbols
appearing in the play area 502 can each result in awarding of points and thus, points are
awarded based on the number of single appearances of the symbols in the play area 502.

For example, a star symbol may result in 10 ‘points awarded while a moon symbol may result

_ in 100 points awarded.

In the example embodiment, a neutral game element can also be provided, from the
predetermined game elements, such that the neutral element can represent at least one or
any generated elements for comparison to the predetermined conditions. For example, the
heart symbol 604 can be a neutral element or a so-called joker symbol. Thus, with the heart
symbdl 604, the trigger module 210 can determine that there is instance/condition of 4
occurrences/appearances of the star symbol and correspondingly, more points may be
awarded to the player due to a predetermined <;ondiﬁon of four occu’rr'ences' of the star
symbol. In addition, if there is a predetermined condition of two occurrences of two moons

and/or three suns, the heart symbol 604 can also lead to these predetermined conditions

~ being met based on the drawing in Figure 6. Therefore, additional points may be awarded to

the player.
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“In the example e_m'bodiments, there is aanntageous|y no need for a player to look
out for game elements appéaring in a line >(e.g. a game element being adjacent to an
identical game element and the elemehts have to be connected in a line that stretches
across the game area from one edge of the game area to an opposite edge of the game
area). Given the many permutations of lines that can be stretching across the game area,
line-type games can become confusing to a player. In the example embodiments, a area-

type game is provided whereby as long as a predetermined condition of a game elemeht

- appearing within the play area is met, a win can be awarded. The player need

advantageously not look out for unbroken lines of game elements within the game area.
Further, advantageously, as opposed to line-type games, emphasis or prominence or
highlighting of the play aréa can allow the player to better understand the win conditions and
obtain higher satisfaction and entertainment due to e.g. ease of understanding how a game

is won each time.

In addition, a selection of a play area may make the game interesting to a pléyer. Any
area may be selected and it may be provided that the player can exchange points to cover a
different area. That is, the play area may be variable in dimensions based on a number of
points exchanged by the player. For example, a larger area may be exchanged for a larger
amount of points from the player. The play area may even substantially encompass the
game area. That is, the en:tire game érea may be. selected as the play area. Thus,; the above
example embodiment is not limited to a play area of 3 x 3 reel area and can include, for
example, 5 x 5 reel area, 2 X 2 reel area, 1 x 1 reel area etc. As an example, the player can
actuate a button (or use a touch screen option) to select a play area of a 3 x 2 reel area or
six reel windows. The player can actuate another button (or use a touch screen option) to
select a I‘arg]er play area of a 4 x 2 reel area or eight reel windows. The player can actuate
yet another button (or use a touch screen optionj to select an even larger play area of a 3 x
3 reel area or nine reel windows. The player can actuate another button (or use a touch
screen option) to select a larger play area of a 2 x 6 reel area or twelve reel windows. The
buttons or touch screen options may be associated with increésing amount of points to be
exchanged by the player with a larger selectable play area being exchanged for more points

from the player.
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In addition, there may even be a plurality of play sub-areas that can be selected in
association to a game area. For example, two separate 2 x 2 reel areas may be selected as
play area within a game area. of 5 x 5 reel area. Thus, in this instance, there can be

discontinuous sub-areas selected as a play area within the game area:

Figure 7 is a schematic. drawing that ilustrates discontinuous selected areas in an

~ example embodiment. As a further example, the player may select fou‘r corners e.g. 702,

704 of a géme area 700 as the play area. The four corners are brightened in contrast to the

areas outside of these four corners to emphasise the play area.

Alternatively, the player may even be allowed to only select multiple numbers of sub-
areas fixed in dimensions (or “fixed areas”), i.e. each area having a fixed nurhber of reel
windows, as the final play area. Figure 8(a) is a schematic drawing that illustrates fixed
areas selected as a play area in an example embodiment. In this example embodiment, 500
points may be exchanged for each fixed area of 2 x 2 reel area. Thus, a player may
exchange 1000 points for two such fixed areas 802, 804, and selectably place these areas
802, 804 within the game area 800. '

Figure 8(b) is a schematic drawing that illustrates fixed areas selected as a play area
in an example embodiment. In this example embodiment, a blayer may exchange 1000
points for two fixed areas (compare 802, 804), and selectably place these areas in an
overlapping manner to have a play area 806 of 3 x 2 reel area within the game area 800. In
the example embodiment, the emphasis of the play areas 802, 804, 806 may be via a
boundary line enclosing each play area. Dimming and brightening of unselected/selected

areas resp'ectively may also be used to emphasise the play area. .

In addition, the predetermined conditions may be made more interesting rather than
just counting the number of occurrences. For example, but not being limiting, a

predetermined condition may be such that certain game elements appearing adjacent each

~other may result in a win. Preferably, the certain game elements may refer to, but are not

limited to, identical game elements. This win may be in additional to other predetermined
conditions such as a win .bei'ng awarded for a single occurrence of a game element of the
adjacent pair. As another example, but not being limiting, a predetermined condition may be

such that certain game elements appearing in a pattern may result in a win. Such a pattern
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may be a pattern visible to a player. Preferably, the certain game elements may refer to, but

are not limited to, identical game:elements. This win may be in additional to other

“predetermined conditions such as a win being awarded for a single occurrence of a game

element of the pattern.

Figure 9 is a schematic drawing illustrating a pattern in an example embodiment. In
the example embodiment, a cross pattern of smiley face game elements e.g. 902, 904 can
result in an additional win. The additional win may be ln addition to wins awarded for five
occurrences of the smiley face game element e.g. 902 and for four occurrences of the moon

game element e.g. 906.

Further, in some example embodiments, a look-up or awards table may be provided

that can providé a set of predetermined conditions. The look-up or awards table may be

stored in a datébase provided, for example, in a storage module or medium. Figure 10

shows an exemplary look-up table 1000 in an example embodiment. In the example

embodiment, it may be provided that certain game elements are rare such that occurrences

~ of such game elements in the selected play area can result in a major win. For example, for

a smiley face game element 1002, a one time occurrence can result in a major win. A two-
time occurrence can result in a major win as well, or a bigger win than if there is only one
occurrence. It may also be provided that certain game elements that commonly appear in
the game area may be deemed as common game elements such that multiple occurrences
of such game elements in the selected play area may be disregarded. For example, for a
lightning game element 1004, a four time occurrence does not result in any win while a five
time occurrence results only in a minor win. In the example embodiment, Opiionally, a minor
win awards a small number of points to the player while a major win awards a substantial

amount of points to the player.

Further, in some example embodim_ents, the game area may be of a non-ordered or
non-traditionally-ordered column-row array. That is, the game area may be of an irregular

shape.

Figure 11(a) is a schematic drawing illustrating ‘a game area in an example
embodiment. Figure 11(b) is a schematic drawing illustrating a selected play area in an '

example embodiment. In the example embodiment, the game area 1100 is a non-
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traditionally-ordered array and is irregular in shape. One selected play area 1102 is shown

brightened with respect to the areas outside the selected play area 1102.

‘Figure 12 is a schematic drawing illuetrating a game area in another example:

- embodiment. In the example embodiment, the game area 1200 is a non-traditionally-ordered

array and ‘is triangular. in shape. One selected play area 1202 is shown bnghtened with

respect to the areas outsnde the selected play area 1202

Furthef, the designation of game elements can make the game interesting to a
player. In some embodiments, the player can be allowed to choose from a predetermined
list/table/group of game elements. For.example, a larger number of game elements may be

designated for a larger amount of points from the player.

In the example embodiment, the game module randomly generates one or more
game elements for population of the game area, such as in a normal reel game. The wins of

the game are determined based on the contents of the play area.

In one example embodiment, a gaming machine may be provided to implement an
exemplary reel game. The reel game can operate substantially similar to the exemplary

game described with reference to Figures 3 to 6.

The -gaming machine can, instead of a video machine, be a machine that employs
mechanical spinning reels. For example, the reels may be stepper motor driven and carry
symbols. The game module operates the game area on a display (e.g. a window) of the
gaming machine by randomly generating/rolling the reels so as to randomly achieve symbols

on each position of the reel garhe.

A play area may be eelected by a player e.g. actuating mechanical buttons to vary a
boundary of a window and moving the window to select the play area in association with the
game area. The boundary may be detected based on its final position and preferably, a
plurality of light sources such as light emitting diodes at the detected boundary position may
be turned on to emphasuse the play area, such that the selected play area becomes a focus

area
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A play module may calculate the coordinates of the selected play area and correlate

“the coordinates to the game area. A tfigger mbdul_e may read resistor values of randomly

achieved symbols on each position of the reel gaﬁwe and co-operate with the play module to
determine if at least one predetermined condition is met. For example, if there is detected a
game element on display within the play area and there is a predetermined condition that

awards a win based on an occurrence of the game element, the trigger module generates a

- trigger signal to the game module so that the game module can e.g. award points to a

player:

Figure 16 is a schematic flowchart 1600 for illustrating an exemplary way of
determining a number of occurrences of a game element in an example embodiment. In the
example embodiment, the particular game element may be known as a scatter symbol ahd a
predetermined condition is such that a win can be awarded based on at le‘ast one
occurrence of the scatter symbol. At step 1602, a counter cnt is initialiéed to a zero value.
The counter cnt is used for counting the number of occurrences of thé scatter symbol. A
trigger module proceeds to check each position or reel window of a play area for an
occurrence of the scatter symbol. Firstly, a column co-ordinate n is set to 1 and a row. co-
ordinate x is set to 1. Thus, the starting co-ordinate is (1,1). At step 1604, the symbol at the
co-ordinate is obtained by the detected parameter value. This may, for example, by a
number 1 to 10 with each number representing a different symbol. At step 1606, it is
determined whether the symbol is a scatter symbol. At step 1608, if the symbol is a scatter
symbol, the counter cnt is incremented by 1. Otherwise, if the symbol is determined to be not
a scatter symbol, at step 1610, the trigger module proceeds to check a next row of the same
column, i.e. the row co-ordinate is incrémented fo 2. At step 1612, it is determined whether
the row number represents' a number beyond. the maximum row number, i.e. the trigger
module has checked past the last row of the play area. If the current row is not beyond the

last row, i.e. at most at the last row, the process loops to step 1604 to determine the symbol.

Otherwise, if it is determined at step 1612 that the row number is beyond the
maximum row number, i.e. the previous row checked was the last row, the process proceeds
to step 1614. At step 1614, the column co-ordinate n is incremented to 2. At step 1616, it is
determined whether the column number represents a number beyond the maximum column
number, i.e. the"trigger module has checked past the last column of the play area. If the

current column is not beyond the last column, i.e. at most at the last column, the pfocess
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proceeds to step 1618. At step 1618 the row co- ordinate is reset to value 1. Thus, the

) detection has progressed to a first row of the next column of the play area. The process

loops to step 1604 to determine the symbol of the new co-ordinates.

~ Otherwise, if it is determined at step 1616 that the column number is beyond the

- maximum column number, i.e. the previous column checked was the last column, the trigger

module determines that all columns and rows have been checked and the process proceeds

to end at step 1620. The value of counter cnt is then retrieve to determine the number of

occurrences of the scatter symbol, ‘and compare to the predetermined condition. Thus, if

there is a predetermined condition that a win is awarded for at least one occurrence of the
scatter symbol, a value of one or more for the counter cnt can result in a win being awarded

to the player.

Figure 13 is a schematic flowchart 1300 for illustrating a method of generating a
focus area in an example embodiment. At step 1302, a game area is being operated. At
step 1304, a play area in association with the game area is selected. At step 1306, a
boundary of the selected play area is detected. At step 1308, the selected play area, based
on the detected boundary, is emphasised against any unselected portions of the game area,

such that the selected play area becomes the focus area.

Figure 14 is a schematic drawing illustrating a network environment suitable for
implementing an example embodiment. In the e;<ampie embodiment, one or more
gaming machines e.g. 1402, 1404 are network-linked to a server, e.g. a game server
1406, using communication links e.g. 1408. The gaming machines can function
substantially simiiérl-y to the gaming machines 100, 200 as-'described withkreference to
Figures 1 and 2. The server 1406 can perform Iogging, backup operetions etc., of the
gaming machines e.g. 1402, 1404. The network links e.g. 1408 may be wired or

wireless. The communication protocol may  be using e.g. Transmission Control

- Protocol/Internet Protocol (TCP/IP) protocol.

Different example embodiments can be implemented in the context of data structure,
program modules, program and compUter instructions executed in a computer implemented
environment: A general purpose computing environment is briefly disclosed herein. One or

more example embodiments may be embodied in one or more computer systems, such as is
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_schématically ilustrated in Figure 15. Such -computer systems may be generally

implemented in e.g.-a gaming machine.

One or more example embodiments may be implemented as software, such as a
computer program being executed within, for example, a general computer system 1500,

and instructing the computer system 1500 to conduct a method of an example embodiment.

" The comleter system 1500 comprises a compyte.r unit 1502, input module’s such as
a keyboard 1504 and a pointing device 150_6 and a plurality of output devices such as a
display 1508, and printer 1510. A user can interact with the computer unit 1502 using the
above devices. The pointing device can be implemented with a mouse, track ball, pen device
or any similar device. One or more other input devices (not shown) such as a joystick, game
pad, satellite dish, scanner, touch sensitive screen or the like can also be connected to the
computer unit 1502. The display 1508 may include a cathode ray tube ‘(CRT), liquid crystal
display (LCD), field emission display (FED), plasma display or any other device that

produces an image that is viewable by the user.

The computér unit 1502 can be connected to a computer network 1512 via a suitable
transceiver device 1514, to enable access to e.g. the Internet or other network systems such
as Local Area Network (LAN) or-Wide Area Network (WAN) or a personal network. The
network 1512 can comprise a server, a router, a network personal computer, a peer device
or other common network node, a wireless telephone or wireless personal digital assistant.
Networking environments may be found in offices, enterprise-wide computer networks and
home computer systems etc. The transceiver device 1514 can be a modem/router unit
located within or external to the computer unit 1502, and may be any type of modem/router

such as a cable modem or a satellite modem.

it willlbe appreciated that network connections shown are exemplary and other ways
of establishing a communications link between computers can be used. The existence of any
of various brotocols, such as TCP/IP, Frame Relay, Ethernet,'FTP, HTTP and the like, is.
presumed, and the computer unit 1502 can be operated in a client-server con“ﬁguration to
permit a user to retriéve"web_ pages from a web-based server. Furthermore, any of 'various ‘

web browsers can be used to display and manipulate data on web pages. .
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The computer unit 1502 in the example comprises a processor 1518, a R_andém
Access Memory (RAM) 1520 and a Read Only Memory (ROM) 1522. The ROM 1522 can
be a system memory storing basic input/ output system (BIOS) information. The RAM 1520

can store one or more program modules such as operating systems, application programs

and program data.

The computer unit 1502 further comprises a number of Input/Output (1/O) interface
units, for example /O interface unit-1524 to the display 1'508, and.1/O interface unit 1526 to
the keyboard 1504. The components of the computer unit 1502 typically communicate and
interface/couple connectedly via an interconnected system bus 1528 and in a manner known
to the person skilled in the relevant art. The bus 1528 can be any of several types of bus
structures including a-memory bus or memory controller, a peripheral bus, and a local bus

using any of a variety of bus architectures. .

It will be appreciated that other devices can also be connected to the system bus

1528. For example, a universal serial bus (USB) interface can be used for coupling a video

~ or digital camera to the system bus 1528. An IEEE 1394 interface may be used to couple

additional devices to the computer unit 1502. Other manufacturer interfaces are also
possible such as FireWire developed by Apple Computer and i.Link developed by Sony.
Coupling of devices to the system bus 1528 can also be via a parallel port, a game port, a
PCI board or any other interface used to couple an input device to a computer. It will also be
appreciated that, while the components are not shown in the figure, sound/audio can be
recorded and reproduced with a microphone and a speaker. A sound card may be used to
couple a microphone and a spéaker to the system bus 1528. It will be appreciated that
several peripheral devices can be coupled to the system bus 1528 via alternative interfaces

simuitaneously.

An application program can be supplied to the user of the computer system 1500
being encoded/stored on a data storage medium such as a CD-ROM or flash memory
carrier. The application program can be read using a correspdnding data storage medium
drive of a data storage device 1530. The data storage medium is not '|imited to being
por_t'able and can include instances of beihg embedded in the computer unit 1502. The data
storage device 1530 can comprise a hard disk interface unit and/or a removable memory

interface unit (both not shown in detail) respectively coupling a hard disk drive and/or a
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removable memory drive to the Syst_em bué 1528. This- can enable reading/writing of data.
Examples of removable memory drives include magnetic disk drives and optical disk drives.
The drives and their associated computer-readable media, such as a ﬂo"p’py'disk‘pmvide
nonvolatile storage of computer readable instructions, data structures, program modules and

other data for the computer unit 1502. It will be appreciated that the computer unit 1502 may

_ inclu_de several of such drives. Furthefmore, the computer unit 1502 may include drives for

interfacing’ with other types of,computer readable media.

The application program is read and controlled in its eXecution by the processor

1518. Intermediate storage of program data may be accomplished using RAM 1520. The

method(s) of the examb|e embodiments can be implemented as computer readable
instructions, computer executable components, or software modules. One or more software
modules may alternatively be used. These can include an executable program, a data link
library, a configuration file, a database, a graphical image, a binary data file, a text data file,
an object file, a source. code file, or the like. When one or more computer processors
execute one or more of the software modules, the software modules interact to cause one or

more computer systems to perform according to the teachings herein.

The operation of the computer unit 1502 can be controlled by a variety of different
program modules. Examples of program modules are routines, programs, objects,
compbnents, data stru'ctures', libraries, etc. that perform particular tasks or implement
particular abstract data types. The example embodiments may also be. practiced with other
computer system configurations, including handheld devices, multiprocessor systems,
microprocessor-based or programmable consumer electronics, network PCs,
minicomputers, mainframe computers, personal digital assistants, mobile telephones and the
like. Furthermore, the example er_nbodimenté may also be practiced in distributed computing
environments where tasks are performed by remote processing devices that are linked
through a wireless or wired communications network. In a distributed computing
environment, program modules may be located in both local and remote memory storage

devices.

It will be appreciated by a person skilled in the art that other variations and/or
modifications may be made to the specific embodiments without departing from the spirit or
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scope of the in\)ention as broadly described. The present embodiments are, therefore, .to be

considered in all respects to be illustrative and not restrictive.

For example, although dimming/brightening of displays or providing light sources

’ have been described as exemplary ways to emphasise play areas, the example

embodiﬂments‘are not limited as such and'can include e.g. ways to make the areas outside
the play areas opaque, or SImpIy to indicate boundanes to set out the play areas (e.g.
without dimming of displays) etc The emphasising can also include flashing boundaries or
the like. For example, if the entire game area is selected as the play area, the selected play
area may have a flashing display Alternatively, the selected play area may be made
substantially brighter in display to emphasnse to the player that the entire game area is the

selected play area.

Furthermore, although it is described that the game area is pcpulated with game
elements before determining whether any win is to be awarded based on the play area, the

example embodiments are not limited as such and can include generation of game elements

~ within the play area only e.g. the areas outside the play area are not populated.

In addition, while it has been described that the game module can comprise
integrally, or alternatively is coupled to, a play module and a trigger module, the example
embodiments are limited to these alternatives. The game module may comprise integrally
one of the play module and the trigger module,' and be coupled to the other module that is

not integrated with the game module.

Fur‘ther the game is not limited-to a reel game but can include e.g. any game of
chance or game of skill that can provide the player with entertainment. The game can take
different forms and graphical representations of games mcludlng, but not limited to, table
games, card games, numbers games sports games, medal games, redemption games,
vending games, video games, music games, amusement games etc.. The winning

combinations may also be governed by dlfferent game rules.

In addition, the prizes awarded are not limited to points and can include loyalty

points, entertainment credits etc.
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The gaming machines may be impiemented as physical or virtual gaming machines,
such as via the Internet, interactive TV, Local Area Network (LAN)-based or other service

networks. The virtual gaming machines méy be ifnpleménted' on desk top devices or

portable devices. For gaming machines implemented as physical gaming machines,

although touch screen keys have been primarily described in the example embodiments,
other -actuators such asmechanica’l keys or pull/push handles may also be used to play the

games contained in the gaming machine.
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CLAIMS

1. A 'géming madhine, the gaming mac':h»ine comprising, ‘

a game module for operating a game area, the game module being capable of
randomly generating in the game area one or more game elements from a plurality of
predetermined game elements; _ ' |

a play module for allowing seleCtion of a play area in association with the game area;

a trigger module for 'monitoring' the selected play areé, the trigger modLlle being
capable of generating a trigger signal based on whether the selected play area contains
randorhly generated game elements that match at least one of a set of predetermined
conditioné; and '

wherein the play module is configured to detect-a boundary of the selected play area
and to emphasise the selected play area, based on the detected boundary, against any
unselected portions of the game area such that the selected play area becomes a focus

area.

2. The gaming machine as claimed in claim 1, wherein the play module is further
configured to emphasise the selected play area against any unselected portions of the game
area both upon selection of the play area and during generation of the one or more game

elements within the selected play area.

3. The gaming machine as claimed in claims -1 or 2, wherein the play area is

within the game area or substantially encompasses the game area.

4. The gaming machine as-claimed in any one of claims 1-to 3, wherein the
selected play area is emphasised by the play module instructing dimming a display of said
any unselected portions of the game area; by the play module instructing brightening a

display of the selécted play area; or both.

5. - The gaming machine as claimed in any one of claims 1 to 4, wherein the
selected play area is emphasised by the play module instructing a display of a visible

boundary enclosing_the selected play area based on the detected boundary.

-
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B. The gaming machine as claimed in any one of claims 1 to 3, wherein the
selected play area is emphasised by the game module instructing a dlsplay of the selected

play area at.a separate display area external the game area.
T The gaming machine as claimed in any one of clams 1 to 6, further
comprising a first selection module coupled to the play module, wherein the first selection

module is configured to allow a player to select the play area.

8. The gaming machine as claimed in any one of claims 1 to 7, wherein the play

area is configured to be variable in dimensions.

- 9. The gaming machine as claimed in claim 8, wherein the play area is

conflgured to be variable in dimensions based on a number of points exchanged by a player.

10. The gaming machine as claimed in any one of claims 1 to 9, wherein the play

_ area comprises two or more discontinuous sub-areas.

11. "The gaming machine as claimed in any one of claims 1 to 9, wherein the play

area comprises two or more sub-areas fixed in dimensions.

12. The gaming machine as claimed in claim 11, wherein the sub-areas fixed in

<

dimensions are allowed to overlap as the play area.

13. The gaming machine as claimed in any one of claims 1 to 12, wherein the
tr'igger module is configured to detect a number of occurrences of each game element within

the selected play area.

14. The gaming machine as claimed in claim 13, wherein the trigger module is
further configured to detect a position of each randomly generated game element within the

selected play area.

15. The gaming machine -as claimed in any one of claims 1 to 14, further
comprising a second selection module coupled to the game module, wherein the second

selection module is configured to allow a player to select at least one designated game
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element whereby the trigger module is arranged to detect whether the selected play area

_éontains the at least one designated game element.

16. The gaming machine as claimed in any one of claims 1 to 15, wherein the
predetermined game elements comprise a neutral element, the neutral element being

capable of representing at least one randomly generated game element.

17. The gaming machine as claimed in any one of claims 1 to 16, wherein the
game area comprises one or more columns, one or more rows, or both, for display of the

game elements.

‘ 18. - The gaming machlne as claimed in any one of clalms 1 to 17, wherein the
game area comprises a plurahty of reel windows, further wherein each reel window is

arranged to display a game element.

19. The gaming machine as claimed in claim 18, wherein the game area

comprises a non-ordered array of reel windows.

20. The gaming machine as claimed in any one of claims 1 to 19, further

comprising a storage module for storing a database of the set of predetermined conditions.

21. The gaming machine as claimed in any one of claims 1 to 20, wherein the set

- of predetermined conditions comprises a condition based on a number of occurrences of a

game element being randomly generated within the selected play area.

22. The gaming machine as claimed in any one of claims 1 to 21, wherein the set
of predetermined conditions comprises a condition based on whether one or more game

elements are randomly generated to be adjacent one another within the selected play area.

23. The gaming machine as claimed in any one of claims 1 to 22, wherein the set
of predetermined conditions comprises a condition based on whether one or more game

elements are randomly generated to be in a visible pattern within the selected play area.
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24.  The gaming machine as claimed in any one of claims 1 to 23, wherein the

game module comprises integrally one or both of the play m'odule and the trigger module..

25. A method of generating a focus area, the method comprising,
~ operating a game area; '
selecting a play area in association 'with the game area;
detecting a boundary of the selected play area; and
emphasising the selected play area, based on the detected boundary, agalnst any
unselected portions of the game area such that the selected play area becomes the focus

area.

26. The method as claimed in claim 25, wherein the step of emphasising the
selected play area is performed both upon selection of the play area and during generation

of one or more game elements within the selected play area.

27. The method as claimed in claims 25 or 26, wherein the play area is within the

~ game area or substantially encompasses the game area.

28. The method as claimed in any one of claims 25 to 27, wherein the step of

emphasising the selected play area comprises dimming a display of said any unselected

~ portions of the game area,; brightening a display of the selected play area; or both.

29. The method as claimed in any one of claims 25 to 28, wherein the step of
emphasising the selected play area comprises instructing a display of a visible boundary

enclosing the selected play area.

30. The method as claimed in any one of claims 25 to 27, wherein the step of
emphasising the selected play area comprises instructing a display of the selected play area

at a separate display area external the game area.

31. The method as claimed in any one of claims 25 to 30, further comprlsmg

'allowung a player to select the play area.
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32.  The method as claimed in any one of claims 25 to 31, wherein the play area

is variable in dimensions.

33. The method as claimed in claim 32, wherein the play area is variable in

dimensions based on a number of points exchanged by a player.

34 The method as claimed in any one of claums 25 to 33, wherein the play area

' compnses two or more discontinuous sub-areas.

35. The method as claimed in any one of claims 25 to 33, wherein the play area

comprises two or more sub-areas fixed in dimensions.

36. The method as claimed in claim 35, wherein the sub -areas fixed in

dimensions overlap as the play area.

37. The method as claimed in any one of claims 25 to 36, further comprising

~ randomly generating in the play area the one or more game elements from a plurallty of

predetermined game elements and _ ,
generating a trigger signal based on whether the selected play area contains
randomly generated game. elements that match at least one of a set of predetermmed

conditions.

38. The method as claimed in claim 37, further comprising detecting a number of

occurrences of each game element within the selected play area.

39. The method as claimed in claim 38, further comprising detecting a position of

each randomly generated game element within the selected play area.

40. The method as claimed in any one of claims 37 to 39, further comprising
allowing a player to select at least one designated game element; and the step of generating
a trigger signal further comprises detecting whether the selected play area contains the at

least one designated game element.
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a1, The method as claimed in any one of claims 37 to 40, wherein the
predetermined game. elements comprlse a neutral element the neutral element being

capable of represeriting at least one randomly generated game element.

- 42 The method as claimed in any one of claims 25 to 41, further comprising
provndmg the game area compnsmg one or more columns one or more rows, or both, for

display of game elements.

43.  The method as claimed in any one ef claims 25 to 42, further comprising
providing the game area comprising a plurality of reel windows, further wherein each reel

window is arranged to display a game element.

44, The method as claimed in claim 43, wherein the game area . comprises a non-

ordered array of reel windows.

45, The method as claimed in any one of claims 37 to 44, further comprising

storing a database of the set of predetermined conditions.

46. The method as claimed in any one of claims 37 to 45, wherein the set of
predetermined conditions comprises a condition based on a number of occurrences of a

game element randomly generated within the selected play area.

47. The method as claimed in any one of claims 37 to 46, wherein the set of
predetermined conditions comprises a condition based on whether one or more game

elements are randomly generated to be adjacent one another within the selected play area.

48. The method as claimed in any one of claims 37 to 47, wherein the set of

predetermined conditions comprises a condition based on whether one or more game

elements are randomly generated to be in a visible pattern within the selected play area.

49. A computer _readable medium having stored thereOn_ instructions for
instructing a pro‘cessbr of a gaming machine to execute a method of generating a focus
area, the method comprising, h ' ’ ' '

operating a game area,
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'selecting a play area in éssociation with the game aréa;
. detecting a boundary of the selected play érea;'and
"emphasising the selected play area, based on the detected bdundéry, égainét any
unselected portions of the game area suchkthat the selected play area becomes the focus

area.

50. The computer readable medium as claimed in claim 49, wherein the step of
emphasising the selected play area is performed both upon selection of the play area and

during generation of the one or more game elements.

51. The computer readable medium as claimed in claims 49 or 50, the method
further comprising randomly generating in the play area one or more game elements from a
plurality of pkedetermined game elements; and generating a trigger signal based on whether
the selected play area contains randomly generated game elements that match at least one

of a set of predetermined conditions.
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