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Mystery Jackpot Controller
Introduction

The present invention relates to apparatus for use with a system of
linked poker machines and in particular the apparatus provides an improved
mystery jackpot mechanism for use with such a poker machine system.
Background of the Invention

Many schemes have been devised in the past to induce players to
play slot machines including schemes such as specifying periods during
which jackpot prizes are increased or bonus jackpots paid. Other schemes
involve awarding an additional prize to a first player to achieve a
predetermined combination on a poker machine after a given point in time.
These methods, while effective, add to club overheads because of the need
for additional staff to ensure that the scheme is operated smoothly. More
recently, with the advent of poker machines linked through electrical
networks it has been possible to automatically generate jackpot prizes on the
basis of information received from the machines being played which are
connected to the system and one such prior art arrangement, commonly
known as "Cashcade®, counts turnover {or games played) on all mathines in
the network, increments a prize value in accordance with the turnover (or
number of games played) and pays a mystery jackpot prize when the count
reaches some predetermined and randomly selected number. This
arrangement has been in use in the State of New South Wales and in other
jurisdictions for a considerable period of time, however, as with other
aspects of slot machine games, players become bored with such
arrangements and new and more innovative schemes become necessary in
order to stimulate player interest.

Summary of the Invention _

According to a first aspect, the present invention provides a random
prize awarding system associated with one or more gaming consoles each of
which includes signal output means arranged to produce an output signal in
response to operation of the respective console, the system including means
to generate and store a pool of numbers, random selection means arranged to
select a prize winning number from the pool of numbers, means responsive
to the signals received from each associated console to randomly select from
the pool a number corresponding to each said received signal, the signal
responsive means being arranged to remove the selected number from the
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pool and to compare that number with the randomly selected prize winning
number, recording means being arranged to record the identity of a console
associated with the selected number when it equates to the randomly
selected prize winning number and indicator means arranged to indicate
details of the console associated with the prize winning number as a prize
winning console and the prize awarded.

According to a second aspect, the present invention provides a
random prize awarding system associated with one or more gaming consoles
each of which includes signal output means arranged to produce an output
signal in response to operation of the respective console, the system
including random interval generating means to generate time intervals of
random length, means responsive to the signals generated by the associated
gaming consoles to count the occurrence of m games following the
completion of each random time interval and to allocate a prize to the
console reporting the mth game, prize generating means arranged to
randomly select a prize and indication means arranged to indicate the
identity of the prize winning console and the prize awarded.

In an alternative arrangement random number generating means are
provided to generate a random value for m at the completion of each random
time interval, Preferably m will be a relatively small number such that the
period taken for m games to be played is significantly less than the
respective random time interval.

Preferably the prizes awarded by the system of the present invention
are monetary amounts the values of which are either a plurality of
preselected values held in a pool of prize values or prize values within a
range of allowable values which are either incremented or randomly selected
during operation of the prize awarding system.

Where used above, the term 'console’ is used to indicate a gaming
machine, a gaming terminal or other device arranged to be connected to a
communications system and to provide a user gaming interface. In the
following description, examples are give which employ traditional slot
machines, however the invention should be taken to include gaming systems
which include user interfaces other than traditional slot machines.

Brief Description of the Drawings

Embodiments of the invention will now be described by way of

example, with reference to the accompanying drawings, in which:
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Figure 1 is a block diagram of a network of electronic gaming
machines to which a mystery jackpot controller according to the present
invention is connected;

Figure 2 is a flow chart showing a first game arrangement according
to the invention; and

Figure 3 is a flow chart of the game arrangement according to a
further embodiment of the present invention.

Detailed Description of the Preferred Embodiments

Referring to Figure 1 a plurality of electronic gaming machines 10
are connected to a network 11, to which a mystery jackpot controller 12 and
display means 13 are also connected.

Each of the electronic gaming machines 10 are provided with a
network interface arranged to provide a signal onto the network 11 on each
occurrence of an operation of a respective machine and the jackpot
controller 12 is arranged to receive each of the machine operation signals
and to generate and award a random jackpot prize on the occurrence of one
of these operation signals.

Flow charts for two prize awarding algorithms are illustrated in
Figures 2 and 3.

Referring to the algorithm of Figure 2 machine contributions go into
the prize pool as with known prior art jackpot systems, while the overhead
display shows the incrementing prize value.

In step 20 the controller sets up a random number allocation pool in
some user defined range e.g. 1 to 10,000 and then in step 21, randomly
chooses a number to be a prize winning number. Every game that is played
is reported (step 22) to the controller which not only allocates a contribution
to the prize pool but randomly allocates a number from the above pool to
that game and deletes that number from the pool (step 23). The number
allocated to the machine is then tested (step 24) and if this number matches
the controller's number a win is awarded (step 25). If a jackpot is awarded
the winning machine is locked up (step 26) and the controller awaits an
indication that the prize bas been paid and the machine unlocked (step 27)
before returning to step 20. If the number does not match then there is no
jackpot win for that game and the controller returns to step 22 and waits for
the next machine to report operation. This means that the jackpot win
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probability steadily increases towards a final value of 1 thus ensuring that
the jackpot must be struck within a certain number of games.

The following is a simple numerical example to further illustrate the
process. The controller randomly chooses a number in the range 1 to 10.

For example, 5 say. The number pool for games is therefore also 1 to 10.

The first game played is reported to the controller which allocates a
contribution to the prize pool and randomly allocates a number (from 1 to
10) to that game. Let's say it allocates 6. It checks to see if this matches its
first number (5). There is no match in this case, so there is no win. The
number 6 is now removed from the allocation pool.

The next game played is reported to the controller. It follows the
same process as above but now can only choose a number from the 9 left in
the allocation pool i.e. the probability of striking the jackpot has gone from
1/10 to 1/9.

Obviously chance says the jackpot can be won at any time and the
longer it runs the greater will be the "prize".

If the "starting value" were set at $25 and the contribution per game
is $1 then the published range for this example is $25 to $35 and as the prize
value approaches the $35 limit the probability of it "going off" increases, just
as with the normal "Cashcade".

Referring to Figure 3 another possibility is to merely give away prizes
at randomly selected times. These prizes can be fixed or random amounts.
The controller would be programmed (step 30} to select a winner n times in
a user defined period {step 31). Once the controller decides that it is time
for a prize to be awarded {step 32), the mth game to be played from that
instant becomes the winner (step 34), where m is a random number chosen
between user selected limits. If a programmable sound source is fitted then
the "Jackpot Imminent" sound starts at this time.

'The prize amount may be chosen randomly from a user defined table
of values (step 33). These could be $50, $100, etc up to a suitable maximum,

When the winning machine has been selected, the prize and winning
machine are displayed (step 35} and the winning machine locked up (step
36) until the controller receives an indication that the prize is paid and the
winning machine unlocked {step 37). The controller then tests to see if the

nth period has elapsed (step 38) and then returns control to step 31 or step
32,
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A variation of this algorithm is to have the animated display showing
the prize values as they are randomly selected. It cycles through all the
possible prize values, showing each one for a suitable period. When the
jackpot is won, the display freezes showing the prize value that has just been
woR.

The following is a further simple numerical example to illustrate the
process. A club with 275 machines is open daily from 10.00am until
11.00pm. The weekly turnover is $1,700,000 and it is decided to allocate 2
1/2% of this to Jackpots. This means that $42,500 is to be given away in
jackpots each week, or approximately $6000 per day.

The Slot Manager decides that a jackpot of some sort going off every
six minutes on average would generate the excitement he is looking for.
This equates to 130 jackpots in the 13 hour day. He could simply divide the
$,6000 by 130 and give away 130 prizes of $46 but it would be preferable to
have a range of prizes e.g.

1x  $2,000 = $2,000

5x $200 = $1,000

24x $50 = $1,200

100x $18 = $1,800

The overhead displays now cycle through these values spending
perhaps 1 minute displaying each one. This means that "$200" would be
displayed for five 1 minute periods during the life of the particular jackpot
cycle., Similarly "$50" would be displayed for a total of 24 minutes.

The display cycle is initially 130 minutes and the $2,000 prize is
available for only one of those minutes. As priies are won and removed
from the pool, the cycle gets shorter and shorter until in the last six minute
(average) period there is only one prize left to win.

The controller at a random time picks a number (m above}, starts up
the *"Jackpot Imminent" sound and begins to count games. When the count
reaches the value m the win is triggered and the prize as shown on the
overhead display is awarded to the machine that generated that game.

The "random time" would be in minutes since the completion of the
last jackpot. e.g. if the desired average interval between jackpots is six
minutes then choosing randomly an interval of from 3 to 9 minutes, coupled
with the variation in m should give the desired effect.



This jackpot includes every machine in the Club and it may be
desirable to run smaller ones with fewer machines. Obviously the principle
is the same but a corollary of this is that our new controller must be able to
handle large numbers of machines.

It will be appreciated by persons skilled in the art that numerous
variations and/or modifications may be made to the invention as shown in
the specific embodiments without departing from the spirit or scope of the
invention as broadly described. The present embodiments are, therefore, to
be considered in all respects as illustrative and not restrictive.
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CLAIMS

1. A random prize awarding system associated with one or more
gaming consoles each of which includes signal output means arranged to
produce an output signal in response to operation of the respective console,
the system including means to generate and store a pool of numbers,
random selection means arranged to select a prize winning number from the
pool of numbers, means responsive to the signals received from each
associated console to randomly select from the pool a number corresponding
to each said received signal, the signal responsive means being arranged to
remove the selected number from the pool and to compare that number with
the randomly selected prize winning number, recording means being
arranged to record the identity of a console associated with the selected
number when it equates to the randomly selected prize winning number and
indicator means arranged to indicate details of the console associated with
the prize winning number as a prize winning console and the prize awarded.
2, A random prize awarding system associated with one or more
gaming consoles each of which includes signal output means arranged to
produce an output signal in response to operation of the respective console,
the system including random interval generating means to generate time
intervals of random length, means responsive to the signals generated by the
associated gaming consoles to count the occurrence of m games following
the completion of each random time interval and to allocate a prize to the
console reporting the mth game, prize generating means arranged to
randomly select a prize and indication means arranged to indicate the
identity of the prize winning console and the prize awarded.

3. The system of claim 2 where m is a predetermined number.

4, The system of claim 2 including random number generating means

to generate a random value for m at the completion of sach random time
interval.
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5. The system of claim 4 in which the randomly selected value of M
selected at the end of each time interval is used to count a number of gaines
after the end of the just completed time interval.

6. The system of claim 4 in which the randomly selected value of M
selected at the end of each time interval is used to count a number of games
after the end of the next completed time interval.

7. The system as claimed in any one of the preceeding claims wherein
the prizes awarded by the system are monetary amounts.

8. The system of claim 7 in which the values of the prizes are selected
from a plurality of preselected values held in a pool or range of prize values.
9. The system of claim 8 in which each selected value prize is selected
by incrementing, or decrementing the previous prize value, within the range
of values, during operation of the prize awarding system.

10. The system of claim 9 in which each selected prize value is selected
by selecting the previous, or next, value in the pool during operation of the
prize awarding system.

11.  Arandom prize awarding system as claimed in any one of the

preceeding claims substantially as hereinbefore described.



