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WAGERING GAME WITH ENHANCED PROGRESSIVE GAME

FIELD OF THE INVENTION
[0001] The present invention relates generally to gaming terminals and, more

particularly, to a gaming terminal having a multi-level progressive game.

BACKGROUND OF THE INVENTION
[0002] Gaming machines, such as slot machines, video poker machines, and the like,
have been a cornerstone of the gaming industry for several years. Generally, the
popularity of such machines with players is dependent on the likelihood (or perceived
likelihood) of winning money at the machine and the infrinsic entertainment value of
the machine relative to other available gaming options. Where the available gaming
options include a number of competing machines and the expectation of winning each
machine is roughly the same (or believed to be the same), players are most likely to
be attracted to the most entertaining and exciting of the machines.
[0003] Consequently, shrewd operators strive to employ the most entertaining and
exciting machines available because such machines attract frequent play and, hence,
increase profitability to the operator. In the competitive gaming machine industry,
there is a continuing need for gaming machine manufacturers to produce new types of
games, or enhancements to existing games, which will attract frequent play by
enhancing the entertainment value and excitement associated with the game.
[0004] One concept that has been successfully employed to enhance the entertainment
value of a game is that of a “bonus” game which may be played in conjunction with a
“basic” game. The bonus game may comprise any type of game, either similar to or
completely different from the basic game, and is entered upon the occurrence of a
selected event or outcome of the basic game. Such a bonus game produces a
significantly higher level of player excitement than the basic game because it provides
a greater expectation of winning than the basic game.
[0005] Another concept that has been employed is the use of a progressive jackpot.
In the gaming industry, a “progressive” involves collecting coin-in data from

participating gaming device(s) (e.g., slot machines), contributing a percentage of that
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coin-in data to a jackpot amount, and awarding that jackpot amount to a player upon
the occurrence of a certain jackpot-won event. The percentage of the coin-in is
determined prior to any result being achieved and is independent of any result. A
jackpot-won event typically occurs when a “progressive winning position” is achieved
at a participating gaming device. If the gaming device is a slot machine, a progressive
winning position may, for example, correspond to alignment of progressive jackpot
reel symbols along a certain payline. The initial progressive jackpot is a
predetermined minimum amount. That jackpot amount, however, progressively
increases as players continue to play the gaming machine without winning the
jackpot. Further, when several gaming machines are linked together such that several
players at several gaming machines compete for the same jackpot, the jackpot
progressively increases at a much faster rate, which leads to further player excitement.
[0006] In some current progressive games, the player is merely a spectator while the
progressive jackpot is being awarded. This can lower the level of player excitement,
because the player may feel as though he or she is not participating in the game.
[0007] In some progressive games, there are multiple levels of progressive jackpots or
awards, which are designed to increase player excitement. However, in some of these
games, the player can only win one of the levels of progressive jackpots. This can
lower the level of player excitement if the player wins the smallest award, because the
player is not going to win the larger level progressive award.

[0008] Thus, there is a need for increasing player excitement by improving wagering
game formats that increase the feeling of control a player has over the progressive
game.

[0009] Also, there is a need for increasing player excitement by allowing a player to

win multiple progressive jackpots in a single turn.

SUMMARY OF THE INVENTION
[0010] In one embodiment of the present invention, the needs mentioned above are
met by a method of playing a wagering game that has a basic game and a multi-level
secondary game. The present invention does so by conducting the basic game at a

gaming terminal and achieving a first-level secondary game entry award at the
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gaming terminal. In response to achieving the first-level secondary game entry
award, a first-level secondary game is activated. A first set of player-selectable game
elements is then displayed. At least one player-selectable game element is chosen, via
player inputs, and the player-selectable game elements include a second-level
secondary game entry award. When the second-level secondary game is achieved, a
second-level secondary game is activated, and a second set of player-selectable game
elements is displayed. At least one of the second set of player-selectable game
elements is then selected via player inputs and a progressive game payoff is awarded
based on the selecting.

[0011] In accordance with another embodiment of the present invention, a gaming
terminal includes a wagering game having a plurality of symbols that indicate a
randomly selected outcome of the wagering game and a secondary game. In response
to the randomly selected outcome being a start-secondary game outcome, the gaming
terminal displays a plurality of player-selectable game elements whose symbols are
revealed as selected by a player. The plurality of player-selectable game elements
includes at least one of a stop-game element, an award element, and a continue-game
element. The ratio of the number of stop-game elements to continue-game elements
is dependant on an amount wagered during the wagering game.

[0012] In accordance with another embodiment of the present invention, a gaming
system includes a gaming terminal for playing a special-event game, the gaming
terminal having a display. Signage that is related to the special event is coupled and
located proximate to the gaming terminal. The signage has a signage display. The
special-event game is simultaneously displayed on the display of the gaming terminal
and on the signage display of the signage. However, the signage display displays an
altered version of the special-event game.

[0013] In accordance with yet another embodiment of the present invention, a method
of playing a wagering game is provided. The wagering game includes a basic game
and a secondary game. The method includes conducting the basic game at a gaming
terminal and achieving a secondary game entry award at the gaming terminal. In
response to achieving the secondary game entry award, a secondary game is activated.

A set of player-selectable game elements is displayed during the secondary game, and
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the player selects at least one. The player-selectable game elements include at least
one progressive-game-award symbol and at least one credit-award symbol. In
response to the player selecting the at least one progressive-game-award symbol, a
progressive game award is awarded. If the player selects the at least one credit-award
symbol, an award corresponding to the credit award symbol is awarded. However, if
both the at least one credit-award symbol and the at least one progressive game-award
symbol are selected, the player is then awarded both the progressive game award and
the award corresponding to the credit-award symbol.

[0014] The above summary of the present invention is not intended to represent each
embodiment or every aspect of the present invention. The detailed description and

Figures will describe many of the embodiments and aspects of the present invention.

BRIEF DESCRIPTION OF THE DRAWINGS
[0015] The foregoing and other advantages of the invention will become apparent
upon reading the following detailed description and upon reference to the drawings.
[0016] FIG. 1 is a perspective view of a video gaming terminal according to one
embodiment of the present invention.
[0017] FIG. 2 is a block diagram of the gaming terminal of FIG. 1.
[0018] FIG. 3 illustrates a display of a basic game on the gaming terminal of FIG. 1.
[0019] FIG. 4 illustrates an initial progressive game screen on the gaming terminal of
FIG. 1.
[0020] FIG. 5 illustrates another progressive game screen on the gaming terminal of
FIG. 1.
[0021] FIG. 6 is a flow chart describing the method of playing the bonus game.
[0022] FIG. 7 illustrates a gaming system according to one embodiment of the present
invention.
[0023] While the invention is susceptible to various modifications and alternative
forms, specific embodiments have been shown by way of example in the drawings
and will be described in detail herein. It should be understood, however, that the

invention is not intended to be limited to the particular forms disclosed. Rather, the
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invention is to cover all modifications, equivalents, and alternatives falling within the

spirit and scope of the invention as defined by the appended claims.

DESCRIPTION OF ILLUSTRATIVE EMBODIMENTS
[0024] FIG. 1 shows a perspective view of a typical gaming terminal 10 used by
gaming establishments, such as casinos. With regard to the present invention, the
gaming terminal 10 may be any type of gaming terminal and may have varying
structures and methods of operation. For example, the gaming terminal 10 may be a
mechanical gaming terminal configured to play mechanical slots, or it may be an
electromechanical or electrical gaming terminal configured to play video slots or a
video casino game, such as blackjack, slots, keno, poker, etc.
[0025] As shown, the gaming terminal 10 includes input devices, such as a wager
acceptor 16 (shown as a card wager acceptor 16a and a cash wager accepter 16b), a
touch screen 21, a push-button panel 22, and a player-identification card reader 24.
For outputs, the gaming terminal 10 includes a main display 26 for displaying
information about the basic wagering game, and a secondary display 27 that may
display an electronic version of a pay table, and/or also possibly game-related
information or other entertainment features. While these typical components found in
the gaming terminal 10 are described below, it should be understood that numerous
other elements may exist and may be used in any number of combinations to create
various forms of a gaming terminal.
[0026] The wager acceptor 16 may be provided in many forms, individually or in
combination. The cash wager acceptor 16a may include a coin slot acceptor or a note
acceptor to input value to the gaming terminal 10. The card wager acceptor 16b may
include a card-reading device for reading a card that has a recorded monetary value
with which it is associated. The card wager acceptor 16b may also receive a card that
authorizes access to a central account, which can transfer money to the gaming
terminal 10.
[0027] The push button panel 22 is typically offered, in addition to the touch screen
21, to provide players with an option on how to make their game selections.

Alternatively, the push button panel 22 provides inputs for one aspect of operating the
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game, while the touch screen 21 allows for inputs needed for another aspect of
operating the game.

[0028] The outcome of the basic wagering game is displayed to the player on the
main display 26. The main display 26 may take the form of a cathode ray tube
(CRT), a high resolution LCD, a plasma display, LED, or any other type of video
display suitable for use in the gaming terminal 10. As shown, the main display 26
includes the touch screen 21 overlaying the entire monitor (or a portion thereof) to
allow players to make game-related selections. Alternatively, the gaming terminal 10
may have a number of mechanical reels to display the game outcome, as long as it
includes the secondary display 27 for displaying the bonus game feature described
below.

[0029] The player-identification card reader 24 allows for the identification of a
player by reading a card with information indicating his or her true identity.
Currently, the identification is used by casinos for rewarding certain players with
complimentary services or special offers. For example, a player may be enrolled in
the gaming establishment’s players’ club and may be awarded certain complimentary
services as that player collects points in his or her player-tracking account. The
player inserts his or her card into the player-identification card reader 24, which
allows the casino’s computers to register that player’s wagering at the gaming
terminal 10. The gaming terminal 10 may use the secondary display 27 for providing
the player with information about his or her account or other player-specific
information.

[0030] As shown in FIG. 2, the various components of the gaming terminal 10 are
controlled by a central processing unit (CPU) 30 (such as a microprocessor or
microcontroller). To provide the gaming functions, the CPU 30 executes a game
program that allows for the randomly selected outcome. The CPU 30 is also coupled
to or includes a system memory 32. The system memory 32 may comprise a volatile
memory 33 (e.g., a random-access memory (RAM)) and a non-volatile memory 34
(e.g., an EEPROM). It should be appreciated that the CPU 30 may include one or
more microprocessors. Similarly, the memory 32 may include multiple RAM and

multiple program memories.
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[0031] Communications between the peripheral components of the gaming terminal
10 and the CPU 30 occur through input/output (I/0) circuits 35a. As such, the CPU
30 also controls and receives inputs from the peripheral components of the gaming
terminal 10. Further, the CPU 30 communicates with external systems via the I/O
circuits 35b. Although the I/O circuits 35 may be shown as a single block, it should
be appreciated that the I/O circuits 35 may include a number of different types of I/0
circuits.

[0032] In some embodiments, the CPU 30 may not be inside the gaming terminal 10.
Instead, the CPU 30 may be part of a progressive game network 50 (FIG. 2) and may
be used to control numerous gaming terminals 10. In these embodiments, the CPU 30
will run the basic games for each of the gaming terminals 10, and may also be used to
link the gaming terminals 10 together. The gaming terminals 10 may all be part of a
progressive game network. The progressive game network can include progressive
jackpots that are contributed to by all or some of the gaming terminals 10 in the
network. For example, the gaming terminals may have four levels of progressive
jackpots: a terminal-level jackpot, that is unique to each terminal 10, a bank-level
jackpot that every terminal 10 in a particular bank of terminals 10 contributes to, a
first wide-area jackpot that is contributed to by multiple banks of terminals 10, or is
even casino wide; and a second wide-area jackpot that multiple casinos participate in.
[0033] Turning now to FIG. 3, the main display 26 of one embodiment of the present
invention is shown in more detail. In this embodiment, the basic game is a slot
machine game, with symbols on five different reels 36, 38, 40, 42, 44. The reels 36-
44 may be either traditional mechanical reels or they may be computer-generated
images of reels, with each reel composed of a plurality of symbols. The payline
indicators 46 indicate a randomly selected outcome for each payline, which is the
combination of symbols on the reels 36-44. Thereafter, an outcome indicator 48
indicates whether the outcome has resulted in a payout, a progressive jackpot, a bonus
game, or whether it resulted in nothing. While multiple paylines are shown, a gaming
terminal 10 with a single payline will also work with the present invention.

[0034] In the present example, the wagering game follows the theme of a dairy farm,

where the symbols represent different things generally associated with milking cows
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(e.g., farmers, barns, pails of milk, cows, milk bottles, etc...). Various combinations
of the symbols can result in prizes, including monetary and non-monetary prizes. The
non-monetary prizes include free spins, multipliers, entry into a bonus game, entry
into a progressive game, efc.

[0035] In this particular embodiment, as shown in FIG. 3, a particular symbol, or
group of symbols, generates entry into a progressive game. The game enters the
progressive stage when a particular symbol is present in any of the reels 36, 38, 40,
42, and 44. In this embodiment, the progressive-game entry symbol is a “jackpot
party” symbol 52 shown in the fifth reel 44, on an actual payline played by the player.
In other embodiments, other symbols and/or symbol combinations (including symbols
on other reels) may trigger the bonus game.

[0036] Turning now to FIG. 4, a display of the progressive game is shown that is
triggered by the progressive-game entry symbol in the basic game, as shown in FIG.
3. In this embodiment, the progressive game includes a number of presents 54
arranged in an array on the main display 26. After the player selects one of the
presents 54, either be pressing the present 54 on the touch screen 21 (FIGs. 1 and 2)
or by giving the coordinates of the present 54, the selected present 56 opens and
reveals its contents to the player. In the illustrated embodiment, the player selected
three presents 56, the first two awarding credit amounts, and a third that reveals the
word “collect.” In other embodiments, the awards can be non-monetary awards such
as free spins or multipliers. The “collect” symbol is a progressive game-ending
symbol, and effectively ends the progressive round for the player. The player is then
awarded the total amount of the number of credits or other awards that were revealed
prior to choosing the collect prize.

[0037] Turning now to FIG. 5, another outcome is illustrated. In this progressive
game, the player has selected the same three presents, but in this embodiment, the
third present selected reveals a “star” symbol, or a continue-game element or symbol,
which causes the player to jump to the next level progressive. When the player
achieves a continue-game element, the player is awarded the amount of credits from
the selected presents in this case 600 credits, plus the progressive amount for the first

level, and then is given a new array of presents to begin selecting for more prizes. In
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other embodiments, there may only be a single level in the secondary game and when
the player achieves the “star” symbol, the player is awarded the progressive and any
credits achieved, and then the secondary game ends.

[0038] In one embodiment, there are four levels of progressives, with each level
offering a progressive jackpot that is larger than the previous level. At each of the
first three levels, the player is given a chance to advance to the next higher level. At
the final level, if the player achieves the “star” or continue-game symbol, the player is
awarded the final and largest progressive jackpot.

[0039] In some embodiments, each level progressive game is linked to a different
gaming terminal or set of terminals. For example, the first level progressive jackpot
may be specific to each individual gaming terminal (i.e., a terminal level progressive).
The second level progressive jackpot may be a bank-level progressive, meaning that
all the gaming terminals in a particular bank (e.g., four or five adjacent terminals)
contribute and are eligible to win. The third level progressive jackpot may be a wide-
area progressive, such as a multi-bank progressive or a casino-wide progressive. The
fourth level progressive jackpot may also be a wide-area progressive, but one that is
larger than the third, e.g., a casino-wide progressive or a state-wide progressive.
[0040] In some embodiments, the number of end-game symbols and continue-game
symbols may be varied depending upon the wager made by the player. For example,
Table 1, shown below, provides one example of how the amount of the initial wager
in the basic game shown in FIG. 3 may vary the number of “stars” (continue-game
symbols) and “poopers” (end-game symbols). In other embodiments, the number of
“stars” and “poopers” may be constant or the number of “stars” and “poopers” may be
randomly varied regardless of the amount wagered. In some embodiments, the
number of “stars” and “poopers” may also vary depending on which progressive level
the player is in. For example, there may be four “stars” to one “pooper” in the first-
level progressive game, but in the second-level; there may be only three “stars,” and

three “poopers.”

Table 1

Wager Stars Poopers
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40 1 4
80 2 3
120 3 2
160 4 1
200 5 0

[0041] Table 2 illustrates how the number of “stars” and “poopers” is varied for

wager levels that fall between the set wager amounts.

Table 2
Chance at Chance at
Wager Stars Poopers Extra Star Extra Pooper
41 1 3 1/40 39/40
42 1 3 2/40 38/40
43 1 3 3/40 37/40
44 1 3 4/40 36/40

[0042] The above tables were related to a particular embodiment, where the
progressive game relates to an arrangement of packages. In other embodiments, the
progressive game could be other indicia, such as reel symbols from a standard slot
machine or cards from a deck of cards.

[0043] Turning now to FIG. 6, the operation detailing the method of playing the game
according to the illustrated embodiment of the invention will be described. In step
5100, a player at the gaming terminal 10 begins a gaming session by any conventional
method (e.g., inserting coins or using credits). The gaming terminal 10 has a basic
wagering game that involves a player making various inputs, including, for example,
choosing a number of paylines to play (step s102). In some embodiments, there are a
maximum of nine paylines, as shown in the gaming terminal 10 of FIG. 1. In other
embodiments, there may only be a single payline. In those embodiments, this step
would be skipped. After choosing how many paylines to play, the player selects how
many credits (e.g., 1-5) to wager on each payline (step s104).

[0044] Regarding eligibility for the progressive game, in some embodiments, the

player is only eligible for the progressive game if the player chooses to play all of the
10
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paylines and/or the player wagers the maximum amount on each of the paylines
played. In other embodiments, the player is automatically eligible for the progressive
game, and is not required to make a minimum wager or to play a minimum number of
lines. In some other embodiments, there is a “side-wager” option that allows the
player to be eligible for the bonus game. The “side-wager” option is described in U.S.
Patent Application No. 10/659,878, filed on September 11, 2003, entitled “Gaming
Machine With Multi-Level Progressive Jackpot,” which is commonly owned and
herein incorporated by reference in its entirety.

[0045] At step s106, the player begins the basic wagering game, thereby causing the
reels to spin and display a symbol combination that corresponds to the randomly
selected outcome from the CPU 30 (FIG. 2). At step s108, it is determined if the
randomly selected outcome (i.e., arrangement of symbols) is one of the winning
outcomes according to a basic-game pay table (not shown). If the answer is “yes,”
then the gaming system progresses to step s110, and awards the player with the
associated payout amount.

[0046] If the answer at step s108 is “no,” or, after the payout has been awarded at step
5110, then the gaming terminal 10 determines whether any of the symbols is a start-
progressive game symbol, which is associated with entering a progressive game (step
s112). If the answer is “no”, the game returns to step s100 and the game begins again.
[0047] If one of the symbols the randomly selected outcome is a start-progressive
game symbol that causes entry to the progressive game, then terminal advances to
step s113, and the allocation of the symbols (as described above in reference to Tables
1 and 2) is determined based on the players selections at steps s102 and s104. The
game then progresses to step s114, and the progressive game screen is displayed. As
stated above in reference to FIG. 4, the progressive game is set up as an array of
presents 54. The player is then directed to select a present (step s116), which is then
opened to reveal the contents of the present (the selected present 56 of FIG. 4). In this
embodiment, the array of presents 54 include game-ending symbols, value-adding
symbols (e.g., credits and free spins), and continue-game symbols. If the card is a

game-ending symbol such as “pooper” or a “collect” symbol (step s118), the game
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continues to step $120 and the player is awarded any credits or other awards achieved
during the progressive game. The progressive game is now complete.

[0048] If the card is not a game-ending symbol such as a “pooper” or a “collect”
symbol, the progressive game continues to step s122, at which the symbol is analyzed
to determine whether it is a continue-game symbol, which takes the player to the next
level of the progressive game. If it is not a continue-game symbol, the player is
directed to select another present to open (step s116).

[0049] If the symbol is a continue-game symbol, the player is awarded any credits or
other awards achieved during the progressive game and the first level progressive
amount (step s124). The player then advances to a second-level progressive game
(step s126), and a new array of presents is displayed (s116), whose symbols are
determined at s128 depending on the decisions made by the player at steps s102 and
s104. The game progresses the same as the first-level progressive game, except that if
the player selects a “star,” then the player is awarded the second-level progressive and
proceeds to the third level progressive game. This continues until the player either
selects a “pooper” or a “star” in the highest level progressive. Once the player selects
a “pooper,” the game ends as described above. If the player selects a “star” at the
highest level progressive, then the player is awarded the highest progressive jackpot,
and the progressive game ends, returning the player to the beginning of the game.
[0050] In some embodiments, when the player advances to the second-level
progressive game, the player is awarded all the credits earned from the open presents
in the first level as well as the first-level progressive jackpot. In other embodiments,
if a player achieves the second-level progressive jackpot, the first-level jackpot is
forfeited for the larger, second-level jackpot.

[0051] In other embodiments, the first level of the progressive game does not include
a progressive jackpot. Instead, the first level acts as a qualifying round. In the first
level of these embodiments, the “star” or continue-game element does not award the
player a progressive jackpot. Instead, revealing the “star” advances the player to the
second level of the progressive game, which includes a progressive jackpot. The first
level may include presents 56 that reveal credits or other non-monetary awards and

also “poopers” or other game-ending symbols. As in the above-described
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embodiments, the player selects the presents 56 until he or she obtains either the
“star” or the “pooper.” If the player has achieved credits prior to revealing the “star”
or “pooper” symbol, the player may be awarded the total amount of those credits.
[0052] Turning now to FIG. 7, a gaming system 60 of gaming machines 10a, 10b,
10c, 10d is shown. The four gaming machines 10a, 10b, 10c, 10d are of the type
described above in relation to FIGS. 1 and 2. The four gaming machines 10a, 10b,
10c, 10d are interconnected and located near signage 62. The signage 62 includes at
least one jackpot screen 64 displaying a plurality of dollar amounts for a multi-level
progressive payout or progressive jackpot. In this embodiment, there are three dollar
amount levels: a Mini Jackpot, a Maxi Jackpot, and a Mega Jackpot. In other
embodiments, there may be any number of progressive jackpots.

[0053] The jackpot screen 64 also alerts the players at the gaming terminals 10a, 10b,
10c, 10d when one of the players at a gaming terminal initiates the progressive game
described above. While the progressive game is being played at the gaming terminal,
the jackpot screen 64 also displays the progressive game. However, the jackpot
screen 64 does not exactly duplicate the main display 26 of the gaming terminal.
Instead, the jackpot screen 64 will alter the information shown on the main display 26
in the following ways: delete certain information; add other information; and/or
substitute information.

[0054] In some situations, the jackpot screen 64 will delete certain portions of the
screen as shown on the main display 26 of the gaming terminal 10. One purpose for
deleting or omitting information may be to preserve the player’s privacy, such as
credits wagered, credits remaining, etc.... For example, as shown in FIG. 4, the
information along the bottom of the main display 26 such as a credit meter indicating
the total number of credits that the player has at any given time may be deleted from
the jackpot screen 64. Also, while the gaming terminal is waiting for the player to
make a selection, the presents may jiggle or somehow be animated. The jackpot
screen 64 may delete this portion of the display, and show the presents as stationary
during play of the progressive game. The jackpot screen 64 may also delete player

identification information that may be included on the main display 26.
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[0055] In other embodiments, information is added. For example, when a player wins
a progressive jackpot, the main display 26 of the gaming terminal may show some
animation with a star. When this occurs, the jackpot screen 64 will show much more
animation and may include sound. This is to draw people’s attention to the fact that
someone has won one of the progressive jackpots. Another example of added
information may be a portion of the screen that is dedicated to the amounts of the
progressive jackpots. On the jackpot screen, the progressive jackpot “tickers” or
amounts will be updated in real-time to show how much each is worth. Another
example may be animation that is added to the presents on the jackpot screen 64 in
order to draw attention to the game being played and to lure more players to the
gaming terminals.

[0056] In other embodiments, information from the main display 26 is replaced with
different information on the jackpot screen 64. When a player wins a credit amount in
the progressive game (as illustrated in FIG. 4), the main display 26 of the gaming
terminal illustrates to the player exactly how many credits was won. To protect the
player’s privacy, the jackpot screen 64 only shows a symbol, such a dollar sign,
indicating that the player has won a credit amount — instead of showing exactly how
much the player has won. Also, when one of the progressive jackpots is won, the
main display 26 of the gaming terminal will show the player the amount of the
progressive jackpot won, plus any credits won also. The jackpot screen 64 will only
show the amount of the progressive jackpot won and may substitute a symbol such as
a dollar sign for the amount of credits won, or it may not show that information at all.
[0057] The signage 62 may include a signage controller 68 that is connected to each
of the four gaming machines 10a, 10b, 10c, 10d. The signage controller 68 transmits
information to and receives information from the CPU 30 (FIG. 2) in each of the four
gaming machines 10a, 10b, 10c, 10d throughout the game. The gaming system 60
allows for various aspects of the gaming machines 10a, 10b, 10c, 10d, such as
updating the progressive jackpots to be controlled through the signage controller 68 in
the signage 62. Also the signage controller 68 may control how information is

displayed on the jackpot screen 64.
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[0058] Alternatively, the jackpot screen 64 may be controlled by the individual CPU
30. As described above in reference to FIG. 2, the CPU 30 may be located in each of
the gaming terminals 10a, 10b, 10c, 10d or it may be located remotely from the
géming terminals, or be a part of the network 50.

[0059] In another embodiment, the gaming terminal 10 and jackpot screen 64 may
also utilize different accompanying audio programs that are paired with the different
displays. The more elaborate animation on the jackpot screen 64 may be
accompanied by a more intense audio soundtrack.

[0060] In another embodiment, the jackpot screen 64 may replay previously played
progressive games in order to attract new players to the gaming terminals 10a, 10b,
10c, 10d. In this embodiment, progressive games that result in a player winning a
progressive jackpot may be saved in a memory, such as the system memory 32 or ina
memory (not shown) outside of the gaming terminal. During times when there is not
a progressive game being played on the bank of gaming terminals 10a, 10b, 10c, 10d
and/or when there is an opening at one of the gaming terminals 10a, 10b, 10c, 10d, the
jackpot screen 64 will replay exciting jackpot wins. In some versions, the entire
progressive game will be replayed, in others, only the winning portions or other
exciting portions of the progressive game may be replayed. In other embodiments,
portions of multiple progressive games may be edited together to create a “highlight”
reel. By replaying exciting moments in the games, new players may feel as though
they want to be a part of the excitement and may join in playing the game.

[0061] While the present invention has been described with reference to one or more
particular embodiments, those skilled in the art will recognize that many changes may
be made thereto without departing from the spirit and scope of the present invention.
Each of these embodiments and obvious variations thereof is contemplated as falling
within the spirit and scope of the claimed invention, which is set forth in the following

claims.
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WHAT IS CLAIMED IS:

1.

A method of playing a wagering game, the wagering game having a basic

game and a multi-level secondary game, the method comprising:

2.
3.

conducting the basic game at a gaming terminal;

achieving a first-level secondary game entry award at the gaming terminal;

activating a first-level secondary game in response to achieving the first-level
secondary game entry award;

displaying a first set of player-selectable game elements during the first level
secondary game;

selecting, via player inputs, at least one of the first set of player-selectable
game elements, the player-selectable game elements including at least
one second-level secondary game entry award;

activating a second-level secondary game in response to selecting the at least
one second-level secondary game entry award,;

displaying a second set of player-selectable game elements during the second
level secondary game;

selecting, via player inputs, at least one of the second set of player-selectable
game elements; and

awarding a progressive game payoff based on the selecting.

The method of claim 1, wherein the secondary game is a bonus game.

The method of claim 1, wherein the secondary game is a multi-level

progressive game that is funded by a percentage of a wager amount input by a player.

4.

The method of claim 1, wherein in response to achieving the second-level

secondary game, awarding the player a first-level progressive award.

5.

The method of claim 1 wherein the player-selectable game elements include at

least one credit-award symbol and in response to the player selecting the at least one

credit-award symbol, awarding an award corresponding to the credit award symbol

and in response to the player selecting both the at least one credit-award symbol and

the at least one progressive game-award symbol, awarding the first level progressive

award and the award corresponding to the credit-award symbol.
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6. The method of claim 1, wherein the player continues to select player-
selectable game elements until a game-ending symbol is achieved.
7. The method of claim 6, wherein the number of game-ending symbols is varied
depending on a wager amount in the basic game.
8. The method of claim 7, wherein the number of second-level secondary game
entry awards is varied depending on a wager amount in the basic game.
9. The method of claim 7, wherein the ratio of the number of game-ending
symbols to the number of second-level secondary game entry awards is varied
depending on a wager amount.
10.  The method of claim 9, wherein the ratio of the number of game-ending
symbols to the number of second-level secondary game entry awards decreases as the
wager amount increases.
11. A gaming terminal capable of playing a multi-level secondary game that is
triggered during or after a wagering game being played at the gaming terminal,
comprising:
an input device for receiving inputs from a player during the wagering game,
the inputs including a wager amount;
a display for displaying a randomly selected outcome of the wagering game in
response to receiving the wager amount from the player; and
wherein, in response to a first level of the multi-level secondary game being
triggered, the display displaying a plurality of player-selectable game
elements, initially hiding an associated outcome of each of the plurality
of player-selectable game elements, and revealing the associated
outcomes of the selected player-selectable game elements, a first level
secondary game payoff being determined based on a selection by the
player of the player-selectable game elements, such that at least one of
the player-selectable game elements triggers a second level of the
multi-level secondary game and generates an award of at least a first
level secondary jackpot, the second level including a possibility of

achieving a second level secondary jackpot.
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12. The gaming terminal of claim 11, wherein the player-selectable game
elements includes at least one stop-game elements.

13.  The gaming terminal of claim 12, wherein, in response to the player selecting
the player-selectable element revealing the at least one stop-game elements, the first
level of the multi-level progressive game is ended.

14. The gaming terminal of claim 11, wherein the player-selectable game
elements includes at least one stop-game element, and at least one continue-game
element, wherein the at least one continue-game element triggers the second level of
the multi-level secondary game.

15.  The gaming terminal of claim 14, wherein the ratio of the number of stop-
game elements to the number of continue-game elements is varied depending on a
wager amount.

16.  The gaming terminal of claim 15, wherein the ratio of the number of stop-
game elements to the number of continue-game elements decreases as the wager
amount increases.

17. The gaming terminal of claim 11, wherein the player-selectable game
elements include at least one credit-award element, such that, in response to both the
second-level trigger element and the credit-award element being selected, the gaming
terminal awards a player the credit amount associated with the credit-award element

and the first level secondary jackpot.

18.  The gaming terminal of claim 11, wherein the secondary game is a bonus
game.
19.  The gaming terminal of claim 11, wherein the secondary game is a multi-level

progressive game that is funded by a percentage of a wager amount input by a player.
20. A method of playing a special-event game at a gaming terminal having a
display, the gaming terminal being coupled to a signage that is related to the special
event, the signage having a signage display, the method comprising:
allowing the player to participate in the special-event game;
simultaneously displaying the special-event game on the display of the gaming
terminal and on the signage display of the signage, the signage display

displaying an altered version of the special-event game.
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21.  The method of claim 20, wherein the special-event game is a bonus game.
22.  The method of claim 20, wherein displaying an altered version of the special-
event game comprises adding information to the display.
23.  The method of claim 22, wherein the added information comprises at least one
of adding additional animation and sound effects.
24.  The method of claim 20, wherein displaying an altered version of the special-
event game comprises deleting information from the display.
25.  The method of claim 20, wherein the displaying an altered version of the
special-event game comprises replacing images.
26.  The method of claim 25, wherein replacing images comprises replacing a
credit amount with a symbol.
27.  The method of claim 20, wherein the special-event game is a multi-tiered
progressive game.
28.  The method of claim 27, wherein the player-selectable elements comprise a
continue-game element, and in response to receiving the continue-game element,
crediting a player with a level-specific payoff amount, allowing the player to continue
to a next level of the secondary game, and displaying the level-specific payoff amount
on the gaming terminal display.
29.  The method of claim 28, further comprising altering information on the
display of the level-specific payoff amount and displaying the altered information on
the signage.
30. A gaming system comprising:
a gaming terminal for playing a special-event game, the gaming terminal
having a display; and
a signage that is related to the special event and is coupled and located
proximate to the gaming terminal, the signage having a signage
display;
wherein the special-event game is simultaneously displayed on the display of
the gaming terminal and on the signage display of the signage, the
signage display displaying an altered version of the special-event

game.
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31.  The gaming terminal of claim 30, wherein the altered version of the gaming
terminal display comprises an additional display.

32.  The gaming terminal of claim 31, wherein the additional display comprises at
least one of added animation and a real-time display of the progressive jackpot.

33.  The gaming terminal of claim 30, wherein the altered version of the gaming
terminal display comprises a lesser display, such that the lesser display is missing a
portion of the gaming terminal display.

34.  The gaming terminal of claim 33, wherein the missing portion of the gaming
terminal display is player identification information.

35.  The gaming terminal of claim 30, wherein the altered version of the gaming
terminal display comprises replacing an item on the gaming terminal display with a
different item on the signage.

36.  The gaming terminal of claim 35, wherein item replaced is a credit amount

awarded and the replacing item is a symbol.
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