1 Gaming Apparatus and Systems FIELD OF THE INVENTION The present invention relates to
gaming apparatus and systems. It 5relates for example to electronic gaming machines and to
networked gaming systems, such as internet-based gaming systems. BACKGROUND OF THE
INVENTION Gaming machines have been a popylar form of entertainment for many 10 years. This
popularity has been enhanced with the advent of electronic gaming machines and computer-based

gaming systems such as are pré?fiBHNG PR At Y Sygtelmfny different types of game are
playable. They include for example standard slot-machine type games with spinning reels, poker

machines, keno, 15bingo, blaclgack, roulette: pachinko and the like. A user will typically place a
bet, press %‘%EQOQ%F | frfghgegin a game, and will win or lose based upon the gaming
machine's play algorithm and random number generator. An aim of the present invention is to

provide gaming a'ﬁmamh’aivimﬁ@nwémmr@&@n@maamgmmm:agﬁmseré‘st._SUMMARY OF
THE IBVENFIQN greording %, Ishgspect alibc o e ndlioyided gapmyng  method for

use with a gaming apparatus configure provi irst feature 25event having a prize award
potential, thgstaethosliticlaglingethe shass ot alefitgngy atgmeshold value; conducting the first feature
event, or part thereof, so as to determine a feature event win value; and comparing the feature

event win value to the threshold value and, if the 30feature event win value is less than or equal to the
threshold \BARKGRGUNPLHggdraliy E&EDRINfeature event, whereby the second feature event has a
prize 2 award potential that is greater than the prize award potential of the first feature event.

Preferably the first fgatgerRien dechedessbenpipasion ofarplurlieabiaature @ameasand the second
feature event includes the provision of a plurality 5of feﬁgre games, fIg%one embpodiment a number of

featut€ gaiRd prol e @ RHAENSEESRFRIARNE W §s3 Yeth B F e dYLI8s provided by

the machines and computer-based gaming systems, such as are provided over the

internet.

Many different types of game are playable. They include for example
standard slot-machine type games with spinning reels, poker machines, keno,

15 bingo, blackjack, roulette, pachinko and the like.

A user will typically place a bet, press a button or pull a lever to begin a
game, and will win or lose based upon the gaming machine’s play algorithm and

random number generator.

An aim of the present invention is to provide gaming apparatus having

20  novel features for enhancing gameplay interest.

SUMMARY OF THE INVENTION

According to a first asped of the invention there is provided a gaming
method for use with a gaming apparatus configured to provide a first feature
25  event having a prize award potential, the method including the steps of:
defining a threshold value;
conducting the first feature event, or part thereof, so as to determihe a
feature event win value; and _
comparing the feature event win value to the threshold value and, if the
30 feature event win value is less than or equal to the threshold value, providing a

triggerable second feature event, whereby the second feature event has a prize



first feature event. Preferably the number of feature games provided by the second feature event is
calculated in accordance with a predetermined or random calculation scheme. The calculation scheme
may provide a 10substantially inverse relationship between the number of feature games provided by
the second feature event and the feature event win yalue. In one embodiment a multiplier is
applicable to at least some prizes awardable in the second feature event. Preferably a value of the
multiplier is salatdapedentiat doatihoecaier hprethadriivincverdadentishriuleidrms € 15The
calculation e may provide a substantially inverse relationship between the value of the multiplier
and the feature event win value. One embodiment includes the step of comparing the feature
event win value to the threshold value and, if the feature event win value is less than or equal to the

threshold value, implefiesRilg Redirstdrtermay e BcdonesiiheurecyisioR e Rif HGHEr When a set
amount of gameplay iieachrfinitRedb e saeordliestura@Yast iRYipehPRAINHEYREMININ the set

amount of gameplay. In one embodiment the threshold value is a constant predefined value, for

examplé zer® IRAAAEISE RS IHIPRACIMD PHEWIYI@ PATDR RfTe8HRP AEIRRiREY 198D RY
embodimentfiurtherjnglucas tbe sieps stcdainnaAsrmingRallicipaiesstbresiheld Igveledetermining

a gaming participation level for the player; and making the provision of the trigggrable second

feature everi’SbIABEREYSH: thePRIANS Bty BarfiRrlradRNEsiRPEEES B, Begreater than,

the 30gamingepaiciRationtBiRMdiselaBd in ABSImRhes Wiy Dpritagerrtny atriggering bet.
Preferably the threshold value is dependent upon a bet placed by the player, which may be the

triggering bee PRI EAIENALAB BeRemSn WAREIATOSRAISRBERLPBYIEERENndent may be a side

bet plaged ag e ermAGTceEISataliiniishisatwesrerRNhUmBBeSTRRAdIEgARIBS threshold value is
equal to a first factor multiplied by the bet upon which the threshold value is dependent. Preferably

the second feERUIde8 RythscRAfENd i BHER 1RDIERE hadaatyReer! y4m¥e¥eeast one re-spin; use

of a bonus play screen; the provision of a prize; the provision of a jackpot prize; and/or use of at least
one wild feature. 1(hAsiditionalyi pretiesnativalyidhes sansinchigatiorateeest soaydneiuds any one or

more of: at least one extraneous game from the main.game; a bonus game; and/or a high payout
game. An en@%ﬁﬁg}ﬁ fﬁéﬁu%é??ggg%ﬁé%ﬁ even’?.1 rbge{grab?y a va?ug crpﬁwe muk%pﬁer %
calculated in accordance with a predetermined or random calculation scheme.
15  The calculation scheme may provide a substantially inverse relationship

between the value of the multiplier and the feature event win value.

One embodiment includes the step of comparing the feature event win
value to the threshold value and, if the feature event win value is less than or
equal to the threshold value, implementing a guarantee that the second feature

20  event will trigger when a set amount of gameplay is reached without the second

feature event having been triggered within the set amount of gameplay.

in one embodiment the threshold value is a constant predefined value,
for example zero. In another embodiment the threshold value is randomly

determined.

25 One embodiment further includes the steps of:
defining a gaming participation threshold level,
determining a gaming participation level for the player; and
making the provision of the triggefabie second feature event contingent
upon the player's gaming participation level being equal to, or greater than, the

30  gaming participation threshold level.



defining a plurality of threshold ranges; and 15defining at least one parameter of the second feature
event in dependence upon a particular threshold range in which the feature event win value falls.
According to a second aspect of the invention there is provided a gaming method for use with a
gaming apparatus configured to provide a first feature 20event, the method including the steps of:
defining a threshold value; conducting the first feature event, orﬁart thereof, so as to determine a

feature event win VAIBENAREE SRayRiigas e v dUeaeiing PabietttRePMYdERold value and, if the
25feature eygREWHMVALRIS|BEDENAB MR toethsidbeeshplthy g epraviding aseeand feature

event that is guaranteed to trigger when a set amount of aameplay is reached without the second

feature evetiYRR/IRG BEENAIGTAEYEIiItHS PR SBCAMMIFR By HHRIAY VvRMBK Rfie set amount of

gapelplay i&j@ﬁl@h&h@t@mﬁ@@@éad@aﬁ@ﬂm@ﬁ@m&d@t@mﬁm@érr]r@ng@mrwmltaﬁ@mheme. The
calculation scheme may provide a substantially inverse relationship between the set amount of
gameplay afttie 180F0BALTAN AR NEAN Ldﬁ’#?eﬁﬂH@I&@J'fﬁ?@%ﬁsﬂa‘ﬁﬁwyﬁﬁng' a plurality

of thresholdyafngeseangon wigiintng theesebramali f geyeeptayt.in dependence upon the threshold
range in which the feature event win value fans. 5According to a third aspect of the invention there is

provided a gaming:ellgr o UKk HAMING ARRATBIBLCANP WiRdP iREnIde aflksideature event

the method including the steps o ing a thr value; conducting the first feature event,
or part thereufedteagrmistetieagt ariofeapie eserpidipvalsepiandcreetoivparmasing fature event

win value tog ?&Bf%ﬁgtﬁﬁ%ww% %@gf {EARsJEFIE SHAMLWELVRUE iSJass I OFeAYRl o the

threshold value, taki e following steps: making a plurality of player selectable options available;
10  Additionally or alternatively the second feature event may include any one or

more of: at least one extraneous game from the main game; a bonus game;

and/or a high payout game.

An embodiment includes the steps of:
defining a plurality of threshold ranges; and
18 defining at least one parameter of the second feature event in
dependence upon a particular threshold range in which the feature event win

value falls.

According to a second aspect of the invention there is provided a gaming
method for use with a gaming apparatus configured to provide a first feature
20 event, the method including the steps of:
defining a threshold value;
conducting the first feature event, or part thereof, so as to determine a
feature event win value; and
comparing the feature event win value to the threshold value and, if the
25  feature event win value is less than or equal to the threshoid value, providing a
second feature event that is guaranteed to frigger when a set amount of
gameplay is reached without the second feature event having been triggered

within the set amount of gameplay.

Preferably the set amount of gameplay is calculated in accordance with a
30 predetermined or random calculation scheme. The calculation scheme may
provide a substantially inverse relationship between the set amount of

gameplay and the feature event win value.




15receiving a player input selecting one of said options; and implementing at least one of said options
in response to said input. In one embodiment the player selectable options include: the award of a
bonus prize; the provision of a triggerable second feature event; and the provision of a second feature
event that is guaranteed to trigger when a set 20aghount of gameplay is reached without the second
feature event having been triggered within the set amount of gameplay. According to a fourth

aspect of the inverftid S THREETESHLREEAHIB FEPERcutable code for instructing a computer to
perform any one oﬁ&mm@gﬂ&ﬂw@ﬁlﬁa@md%gg&p@ming to a fifth aspect of the invention there

is provided a computer readable storage medium storing compyter executable code as described
sbove.  AccordiRTE LRti4PEEL BF GO ANER AT ITRRTTAAARPR T B Mbparatus
having a censigg®incesingnénitaassosiaiedwiremduy &l storage 30devices, and input and output
devices, the apparatus being configured to perform a method as described above. 5 According to

a severyh aspect of e IYEIYIOD HIRLe.5 EPYARA GRIRIRG ARRALILS BGCIng g sapRponent for

defining a threshold value; ©  a component for conducting at least part of a first feature event so as
to 5determireaifeatiareusgatitiyi damieg saipaTat fea@i BlRh BN priFst Aekdepotential; and

a component, fof, COmPAHLIAGNG, featuH ﬁ@%&é@o‘f@'ue to the threshold value and, if the feature event

win value is less than or equal to the threshold value, providing a triggerable second feature event,
whereby the secorféFféingé 1vesbrichydléeprize award potential that is greater than the prize award

potential of the firskiaailEg Ry 8rd-first RERAEINGIA, 3 BlFNRASBEE RS BvRAHARLRere is provided

gaming apparatus including: a component for defining a threshold value; 15a component for

conductig dBRIEE URTGMATIVE! ¥8afHE event so as to

comparing the feature event win value to the threshold value and, if the
feature event win value is less than or equal to the threshold value, taking the
following steps:
making a plurality of player selectable options available;
15 receiving a player input selecting one of said options; and

implementing at least one of said options in response to said input.

in one embodiment the player selectable options include: the award of a
bonus prize; the provision of a triggerable second feature event; and the
provision of a second feature event that is guaranteed to trigger when a set

20 amount of gameplay is reached without the second feature event having been

triggered within the set amount of gameplay.

According to a fourth aspect of the invention there is provided computer
executable code for instructing a computer to perform any one of the methods

described above.

25 According to a fifth aspect of the invention there is provided a computer
readable storage medium storing computer executable code as described

above.

According to a sixth aspect of the invention there is provided a computing
apparatus having a central processing unit, associated memory and storage
30 devices, and input and output devices, the apparatus being configured to

perform a method as described above.




determine a feature event win value; and a component for comparing the feature event win value
to the threshold value and, if the feature event win value is less than or equal to the threshold value,
providing a second feature event that is guaranteed to trigger when a set 20amount of gameplay is
reached without the second feature event having been triggered within the set amount of gameplay.
According to a ninth aspect of the invention there isefgrovided a gaming system including: a component
for defining a threshclebvading 252 seveptnespiort cdridadtingratdedsepart giravidstfemttniegvent so as

to determine a fg%%g gven .Win value, said first feature event having a prize award potential; and
a componen?%r comparing R& feature event win value to the threshold value and, if the feature event

win value is less tharcompguelrtiof thel diireisigoddtBGstioé] pedwéding a triggerable second feature event,

whereby the second g‘jeaturgznc(ae\r/]ﬁ?(tj rhgg‘nad cr:'t%ne aV\{E}éd gtot%ntig% %hﬁFsi {%r%alt%r et\rllgrqttgg E%)ri%cc)a award
potential of the firstr&RMRBVER °'6 ccoqrcﬂng fo ahodther aspec Stthe nvention there is provided

a gamiriy sydteaTimoke difgaumemrieninfontefirsag ditht éshtlevabee! having a gomponent for
conducting at Ieaaé&atrt cgf a first feature event so as to 5determine a feature event win value; and

a componen%%arrc r’r?p%rﬁhag’tﬁg eature event win value to the threshold value and, if the feature event
win value is less tharcomgqurartofthrectmestiold teduiegiuoridirenasieceaid ddattite dvestthat is

guaranteed to tri erwg a.set amount of gameplay_is reached without the second feature event
having been"ﬂ%‘@%‘%‘ %Eﬁhfl% %%'eresgfl gnmount\éqggrﬁseﬁsa%aﬁan Ane H(t)fa?tr'njgnﬁ (r)?%ng?ébove system
further includesua certvadiogndrtidgerablenge aayahiew @ig evdm, @hdralpiuraiseobrehiesduckents in

commynpication with the central control over a communications network, the remote cli including
screenlfsefor the-d itstB?aSyaOP oA i%gn 3 %f‘e@%rﬁ?%ﬁ%%@g wﬁ@n g (ﬁl%t%’ %?eas\évé? ?n ér%%‘r%i may be
applied to arof sutdinkt fypeaf gaeming system or platform. It can apply to stand-alone gaming

apparatus, e.g. electronic gaming machines, such as video gaming machines, to gaming machines

that are inked togefioto fifhal1B 2 MEMAK SIS AMUHRRRLANHErd BRI SRR Provided

through computing or other Z0electronic devices, e.g. personal computers, PDAs, mobile telephones,
digital apparatus including:

a component for defining a threshold value;
15 a component for conducting at least part of a first feature event so as to
determine a feature event win value; and
a component for comparing the feature event win value to the threshold
value and, if the feature event win value is iess than or equal to the threshold
value, providing a second feature event that is guaranteed to trigger when a set
20  amount of gameplay is reached without the second feature event having been

triggered within the set amount of gameplay.

According to a ninth aspect of the invention there is provided a gaming
system including:
a component for defining a threshold value;

25 a component for conducting at least part of a first feature event so as to
determine a feature event win value, said first feature event having a prize
award potential, and

a component for comparing the feature event win value to the threshold
value and, if the feature event win value is less than or equal to the threshold

30 value, providing a triggerable second feature event, whereby the second feature
event has a prize award potential that is greater than the prize award potential

of the first feature event.



televisions, and the like, e.g. over the Internet or other communications networks. The present
invention may be applied to gaming apparatus that plays any suitable game, e.g. slot-machine type
games, poker, keno, blackjack, 25bingo, roulette, pachinko, or the like. In some networked
embodiments of the invention, the central control may conduct the games and manage the accounting
and the like, and a number of remote terminals/clients merely provide the user input and display
mechanisms. In otHercoetimgrked rothedispacs of the inveniion thissecisnproviseasdeheaiaings and

various other fgt%%r?ﬁcrpg%ﬁg carried out at the remote terminals, or may be split between the central

control and tHe remote termmnals. 7 It should be noted that any of the features of any of the
aspects mentionedaabove onay bie cdailimedantithesihpidtheiueatures mentioned above, as appropriate.

empodiments of thg praeent nysarenullamy beidascrlad.dy payolpraambls ot ih reference

to the accompanying drawings. o be rstoo e particularity of the detailed description
and theSdrawisigsrdives satsaupe ssead thie geheratitydof the preceding description of the invention.

BRIEF DESCRIPTION, G T AP COMBANY INORMANGS MR conofioure Lis 2

I

block diagram of gaming apparatus a to one em ogiment of tH]é?%resent invention: Figure
2 is a genericataenamy! diiayfeateeresieot adoording i leascinbodinraitaftthbprdsesddention;
15Figure 3 is g flow diaaram of [ tr fessd cOrdanGe Wik emapdingnt of the
present inve\ﬁ?ﬁ}gr?’ p%@%{lﬁ%‘e&l Zf Elgs(’ngﬁ}ow@a |agraérunéﬁf a garéli gga?n(tiir%f~I p?gvé{eggai% accordance with
another embwdionen b itmepteseist ingehadnvidimelt the seFqyeréeRidra Ryandiagyine beagaming

controk roc i Ig@;ﬁg %%%%é gm péi/diment of the present invention. DETAILED
DESC @PTI@I@%@% Ig% 9 gﬁnM é% THE INVENTION Referring to Fig. 1, gaming
apparatus, which in this case takes the form 25of an electronic gaming machine (EGM) 1, includes
various standard An embodiment of the above system further includes a central control for

running a gaming algorithm, and a plurality of remote clients in communication

with the central control over a communications network, the remote clients

including screens for the display of information to players.

15 Embodiments of the present invention may be applied to any suitable
type of gaming system or platform. It can apply to stand-alone gaming
apparatus, e.g. electronic gaming machines, such as video gaming machines,
to gaming machines that are linked together, e.g. via a network such as an
intranet, and/or to gaming systems provided through computing or other

20 electronic devices, e.g. personal computers, PDAs, mobile telephones, digital
televisions, and the like, e.g. over the Internet or other communications

networks.

The present invention may be applied to gaming apparatus that plays
any suitable game, e.g. slot-machine type games, poker, keno, blackjack,

25  bingo, roulette, pachinko, or the like.

In some networked embodiments of the invention, the central control
may conduct the games and manage the accounting and the like, and a number
of remote terminals/clients merely provide the user input and display
mechanisms. In other networked embodiments of the invention, the control of

30 the games and various other features may be carried out at the remote

terminals, or may be split between the central control and the remote terminals.




components, such as a controller 2 for controlling the operation of the EGM 1 and the games run on it,
a note/coin/token input 3 for receiving bets, a note/coin/token output 4 for paying out winnings, a
display 5 for displaying game screens, and player input means 6 for allowing user interaction, which
30may include e.g. buttons 7 and which may e.qg. be7 provided as part of the display 5in a
touch-screen type manner. 8 The EGM 1 may be a stand-alone machine. It may also be
networked with othérdEGMS adied toriteol\centieVisatusaitathlersoad ihenasiiis network 8, such as
a LAN and/or WAN, in,order to play netwo [ a linked
jackpot. 5in lr}%%?tt'ﬁg %W%W%Yé?ﬁ%mngﬁrﬁ%é%%%%? @be%rf%%%%%?s%%@éﬁ%ﬁgf will insert
bank notes, esiap@amgidattakens into the EGM input 3, and will press a button 7 to initiate play of the
main game provided by the EGM. How matters then proceed will depend on the type of main game

being played. For exanple - fictie 2 {lustrales 2 ARRIRisHRANTERIME 3ot pelingytyRg game, 10in

which the EGM 1 dls%Tgys virtual reels 10 of symbols 11, and spins and stops these reels 10 in various
win andJoseexammpecombivitiveicsansseto thsore apRacying Hawhdsance ithe stored gaming

algorithm ang (gRAag,BukeSpaetelRs-) 80 ALesaRis cmBogmen Mot siEiRhhe main game

is a poker-type game, in which a player will'receive a number of cards with which to 15play for a

winning handigewhiche epriradatétetaanstadintgidsapraartensies shinjior prigdedestien-as keno,
blackjack. bingo, roulette, pachinko, or the like. For the purposes of this detailed description, the main
focus shall be upon an embodiment providing a slot machine-type main game. The player may

interact via tRRIGHOAE SCRIRTIOY. @F SPFoARGHPMBIANYING RFRANNNBRY the main game. A

common element will be win events, e.g, particular symbol combinations that pay out a prize or
jackpotyg  Also, injgrgir dedpfigase interest, the main game is capable of providing feature events
that consist of a plurality of feature games, which may or may not relate directI){ to the main game

being played, and tHABgEneraIR PIRRATHAYIRRL S3NNDM BRRFATHTAERENNE B¥HEs may include for

example onehFRRlighEBEHANES s ERrSPN(SiBHar to a free game but with one or more reels held on
a slot device), and the chance to play for higher winnings or the like. They may be e.g. luck or skills

based, They may bé [S{idets AISBEHRP MU IRRIRFSSHER SRUAFSH AMEP @een, and may be

extraneous t@theJumiz sesnen SPrevahenvaytRfiradding gaming interest is for a main game or a
feature event to include one or more wild symbals that _can#%)tresent more, than ongqt e of symbol or

card, ahd so can incrERYE this chiReddFaRial AGANRhAR 1E BIREFRSHOASF * Similarly, for
embodimentsydHciHRe diaEngamadsprceic gameativild cards may be provided.

Figure 4 is a flow diagram of a gaming control process in accordance
with another embodiment of the present invention; and
Figure 5 is a flow diagram of a gaming control process in accordance

20  with yet another embodiment of the present invention.

DETAILED DESCRIPTION OF PREFERRED EMBODIMENTS OF THE
INVENTION

Referring to Fig. 1, gaming apparatus, which in this case takes the form
25  of an electronic gaming machine (EGM) 1, includes various standard
components, such as a controller 2 for controlling the operation of the EGM 1
and the games run on it, a note/coin/token input 3 for receiving bets, a
note/coin/token output 4 for paying out winnings, a display 5 for displaying
game screens, and player input means 6 for allowing user interaction, which
30 may include e.g. buttons 7 and which may e.g. be provided as part of the

display 5 in a touch-screen type manner.




These win and feature events can be arranged to occur due to the usual operation of the main game
randomly or under a particular set of 5circumstances, e.g. under a set symbol or card combination.
They may also occur due to an accumulation of circumstances across a number of games, and may
occur due to the condition of a device supplementgl to the EGM 1 itself, e.g. they may relate to jackpot

wins in linked jackpot systems comprisg? a?E)IuraIity of GMs#mder e\ce tral c%ontrol. 10Figure 1
illustrates an esse nﬁlg%ﬂd%ﬁﬁ@éﬁ BRI AR MRCHEE KA RIE MR B3t Hial for networked

connectivityifr Q¥RMEEGMO el /B Mbeditie ntentre des s gataing systerorinaltichisgradtwdrked

computing apparatus having a c nw rocessi nit disposed at a central control computer. A
plurality of r n?H@(ﬁ%ﬁt‘sﬁ%\%ﬁ@m u'r[ﬁéaﬁbﬂr i hij e‘%yeﬁ?rt:\{ﬁr’ggé(t%' 'c'cr)]rlﬁ%rllj téP over a
communicatigamaetyariesusharsaa ladakeremaetotork and/or a wide area network. Each of the remote
clients has at least one screen for the display of information to a player and input means allowing for

player igteraction y)ibe eateqconiiplidhe Penatapaliohaoaen BRsacarssdp associated

memory and 20storage devic he central control computer also has access to comsjuter executable

code for insthudtingrthél desrrabesktnsitesnasine raodyan tate Baiid R RMhint it &f6rms the
embodiment,af thedoveive,metafidfeqns eorposimantdhmegroviriexpastabtagode is in the form

of software and associated data, which are stored upon a computer-readable medium in the 25form of

one or moretpatemsbenesRan W liABBaNAGdNA KR REBP BIE S MRS iaNTSUter readable

storage medig, sushak Digital YarsaliaddsradPY Risbdhandsriyenfiasiimemeps Giarable
Programmable Read-On%y Memory EPROM, and the like. Alternativ§ly, the softw?}zg?%nd its associated

data &) benshish A350RE Wr hiire gy MiBUaRISRE!Sr PePh GHERPEEddtaBie FRESBITEIRRS accessible

via a compuiies £OREYNIGHIQRS MEWaNKsCb es dhamibiesoatbidbtions dheorenbogionent of the present
invention provides a bonus scheme associated Wé%tl%%}qamirl%&r_ cess that is . a featurgeevent which

provides a pRAAINSf feRtARS YLRRRE M F30% s ws ] Wp@gfrﬁenﬁa% Yamethat is
provided majetBRRANGR, HT Aayreansisinaboaire thanadiie: tyreerf) Sfeatupngganes isith each type of

feature game being provided once or maore than ance. At appropriate times_ duri f the main
game or theﬁ&‘ﬁﬂ?@&%@ﬁfﬁ%&b@&%rﬁa?;}aﬁlgé Wﬁe TRput ?naeoﬁﬁlg% o f#dﬁgé 8 %‘gﬁ%@% a%er wishes to
reviewithe ryes ebithedonug selnemé, witiioch spretmistdddnat thiberhsimenmeas gae@#IN-WIN

FEATURE. This results in the screen shot s infi [ I d yer on
display 5. M3y %%(?orpdégnec% \?vli't%hs%smee %%Ec%gﬁ%%%%é%oﬁ%é t(g@g?r% %ﬁiﬁﬁgﬁ : t?eﬁliEl%Wl\J/Igl includes
within the gafointpalgonitersconipsndsisfor talsioiptienyttousindatys steshdararealepicted in

flowchart form In any. ORE 25 RANG gfgigyﬁggcﬁir%gvgéo&gm game.

The player may interact via the buttons 7, so as e.g. to spin or hold reels
20  and otherwise play the main game. A common element will be win events, e.g.

particular symbol combinations that pay out a prize or jackpot.

Also, in order to increase interest, the main game is capable of providing
feature events that consist of a plurality of feature games, which may or may not
relate directly to the main game being played, and that generally provide a prize

25  of some sort. These feature events may include for example one or more free
games, a re-spin (similar fo a free game but with one or more reels held on a
slot device), and the chance to play for higher winnings or the like. They may
be e.g. luck or skills based. They may be provided as “second screen” features

that display on a new screen, and may be extraneous to the main game.

30 Another way of adding gaming interest is for a main game or a feature
event to include one or more wild symbols that can represent more than one

type of symbol or card, and so can increase the chances of achieving a winning




15The flowchart of figure 3 assumes that the main game is being played by the player and at some
point a feature event is triggered by a bet placed on the main game by the player. This is represented
by Step Si on the flow chart. At this step the amount of the triggering bet, and the number of lines on
which the trigger bet was placed, are stored at a predefined memory address in random 20access
memory that is accessible to the processor in the EGM controller 2. For the sake of a running
example, weshaliredsmee thatlthe apimiiatlyf thearitustivenisis $ob (Gethwigaraeig i credits)
and that this bet was placed on all 25 lines - ain slot machine game. At Step S2 the processor
defines the t%%‘iﬁ&%“%%%? it |s@%g%%ggﬁn§ga%r&:he threshold value is equal to the trigger bet value

multiplied by a first factor of ten. Hence, in the running example, the threshold value is S20.00 (i.e.
$2.00 multiplied by TiBsa MénmRSHRAILEIGES8 E16RsHRA ATHRBEBHIEPRTANHE dadhesYSHEandom

access memary that is ageessible dadhe arocsesPb AR steRiRI0sesspr also sets a variable

known as the gaming process win 30value to zero. This variable is stored at another memory address.

11 of thBse GiBIHBSIRRLS: B8y WoTSER GE S HLAhA GHNSORtIHI Sz e SBY tR8LaiRfalent in
credits) to thg playelARSSECH PAMSIH ﬁ%%%@@ﬁéﬁ%@é‘%ﬁh@e@@?@%@ﬂéﬂdhe

preceding game to the gaming process win value so as to keep track of the total amount won by the

player in therfestaecyadies o5 Fopend laiiPdeiisns vrosnaprdasintbarkEMel 1888 Amount won by
the player bi.geyrapchiiqe aidns [aekys oamen inRedRiRphapauivalenipandiia). | AlStep
i

S5 the loop lin ter. determines whether the required number of feature games has been played. If not,
the processdiitapy AN SteprsBaIce 0t feftiPbd number of feature games has been played the
processor moves onto Step 86. This step makes the award of the bonus prize to the player contingent

upon the player's ggging Raltiginationdevedsknthaigerani-aphodmentnideygamiggpaticipation
threshold level is defined with regard to the number of lines of She}_ﬁet on the m%ig slot machine game

that triggeredaing i BB die RIS HAE REMNBTHRIGERARBESLY st PFAVE LA IHHMd on all 25 lines for

the play to peteptiaiinaHesfs iRl Ronwsmprizey dtencRcibeingosessokadcessesiting memory address at
which the number of lines of the trig%er bet is stored in order to determine a ?)]m{'n participation level

for the playeRPRAFHSCBIYAORERERIRIRCE TN OINE ITRRSH agﬁrﬁ%@a% rticipation 20

threshold levehgizielf thesiwaialbeseaioetsiRinthen ithedphayenigaabfiesiforiaeposstde award of a
bonus prize and the processor moves onto Step S7. If the two Var(lijéeS are[-ﬂno ual, then the

proces$8r mEPELR) SRBIPYES QVAIcH COMETUE IGPHARTMRYE thaHHAAT da %‘i‘ﬁlﬁ 2 PEANRIE example

the trigger belyuas:envall2a lieaand e nea dheplagearavstifieisins a shanteast being awanded the
bonus 25prize. At Step 57 the processor accesses the memory add essesgag hich the gaming

process win (RIJBEABRAY R 440ABaHA0dWR RGN THEME T 08IALVMRS H%SV?& and, if the

gaming procese Wikivalyatistaecater thiagotitecthreshold value, the player is not awarded the bonus
prize and the processor 30moves to Step S10. If the gaming process win value is less than, or equal

e R A T S1o8 S0 A0 AP Rls g proces

awardexDto theoptayetievices. The central control computer also has access to computer
executable code for instructing the central control computer to run the gaming
algorithm that performs the embodiment of the inventive method. in one
embodiment the computer executable code is in the form of software and
associated data, which are stored upon a computer-readable medium in the

25  form of one or more compact disks. Alternative embodiments make use of

other forms of computer readable storage media, such as Digital Versatile Discs
(DVD’s), hard drives, flash memory, Erasable Programmable Read-Only
Memory EPROM, and the like. Alternatively, the software and its associated
data may be stored as one or more downloadable or remotely executable files

30 that are accessible via a computer communications network such as the

infernet.




12 At Step S8 the processor calculates the amount of the bonus prize. Firstly the processor
accesses the memory addresses at which the gaming process win value and the trigger bet amount
were stored. The processor then determines in which range the gaming process win value falls with
reference to 5some predetermined ranges. The rgsgultant range determines a second factor in
accordance with t foIIovy)ing. loo UP hable: : GPming Pr cesisin VaIHe Range Second
Factor Zero e embodiment of the present invention provides a bonus scheme

associated with a gaming process that is a feature event which provides a

plurality of feature games. This may consist of a single type of feature game

that is provided more than once, or may consist of more than one type of

5 feature game, with each type of feature game being provided once or more than

once. At appropriate times during play of the main game or the feature event,

the player may use the input means 6 to indicate that the player wishes to

review the rules of the bonus scheme, which is referred to in this embodiment

as the WIN-WIN FEATURE. This results in the screen shot shown in figure 2

10  being presented to the player on display 5.

In accordance with some embodiments of the present invention, the
EGM 1 includes within the gaming algorithm components for taking the various
method steps that are depicted in flowchart form in any one or more of figures
3, 4 and/or 5.

15 The flowchart of figure 3 assumes that the main game is being played by
the player and at some point a feature event is triggered by a bet placed on the
main game by the player. This is represented by Step S1 on the flow chart. At
this step the amount of the triggering bet, and the number of lines on which the
trigger bet was placed, are stored at a predefined memory address in random

20  access memory that is accessible to the processor in the EGM controller 2. For
the sake of a running example, we shall assume that the amount of the trigger
bet was $2.00 (or the equivalent in credits) and that this bet was placed on all

25 lines of the main slot machine game.

At Step S2 the processor defines the threshoid value. In this
25  embodiment the threshold value is equal to the trigger bet value multiplied by a
first factor of ten. Hence, in the running example, the threshold value is $20.00
(i.e. $2.00 multiplied by 10). The threshold value is stored at a predefined
memory address in random access memory that is accessible to the processor.
At this step the processor also sets a variable known as the gaming process win

30 value to zero. This variable is stored at another memory address.

At Step S3 the processor commences running of a gaming process in the

form of the feature event, which consists of a number of feature games. Each




250 Greater than zero to 2 times the trigger bet amount 25 Greater than 2 times the trigger
bet amount to 5 times the trigger bet amount

11
of these games may, or may not, result in the award of monetary prizes (or the
equivalent in credits) to the player. After each game, at Step 54, the processor
adds the amount won in the preceding game to the gaming process win value
so as to keep track of the total amount won by the player in the feature games.
5  For the running example we shall assume that the total amount won by the
player by the conclusion of the feature games is $3.00 (or the equivalent in

credits).

At Step S5 the loop limiter determines whether the required number of

feature games has been played. If not, the processor loops back to Step S3. If

10  the required number of feature games has been played the processor moves
onto Step S6. This step makes the award of the bonus prize to the player
contingent upon the player's gaming participation level. In the current
embodiment, the gaming participation threshold level is defined with regard to
the number of lines of the bet on the main slot machine game that triggered the

15  feature event. That is, the triggering bet must have been placed on all 25 lines
for the play to potentially qualify for a bonus prize. Hence, the processor
accesses the memory address at which the number of lines of the trigger bet is
stored in order to determine a gaming participation level for the player. The
processor then compares this value to the predefined gaming participation

20 threshold level of 25. If the two values are equal, then the player qualifies for a
possible award of a bonus prize and the processor moves onto Step S7. If the
two values are not equal, then the processor moves to Step S10, which consists
of returning to the main game. In the running example the trigger bet was on all
25 lines and hence the player qualifies for a chance at being awarded the bonus

25  prize.

At Step S7 the processor accesses the memory addresses at which the
gaming process win value and the threshold value were stored. These two
values are compared and, if the gaming process win value is greater than the
threshold value, the player is not awarded the bonus prize and the processor

30 moves to Step S10. If the gaming process win value is less than, or equal to,
the threshold value, the processor moves to Step S8. In the running example,
the gaming process win value is $3.00, which is less than the threshold value of

$20.00. Hence, a bonus prize must be awarded to the player.




10

10

12

At Step S8 the processor calculates the amount of the bonus prize.

Firstly the processor accesses the memory addresses at which the gaming

process win value and the trigger bet amount were stored. The processor then

determines in which range the gaming process win value falls with reference to

some predetermined ranges. The resultant range determines a second factor in

accordance with the following look up table:

Gaming Process Win Value Range

Second Factor

Zero 250
Greater than zero to 25
2 times the trigger bet amount

Greater than 2 times the trigger bet amount to 10
5 times the trigger bet amount

Greater than 5 times the trigger bet amount to 3)

10 times the trigger bet amount

With reference to the running example, in which the trigger bet amount is

$2.00, this look up table is as follows:

Gaming Process Win Value Range

Second Facior

Zero 250
Greater than zero to $4.00 25
Greater than $4.00 to $10.00 10
Greater than $10.00 to $20.00 5




5 Greater than 5 times the trigger bet amount to 10 times the trigger bet amount

10

15

20

25

30

13
In the running example the gaming process win value was $3.00, which
falls within the range of “Greater than zero to $4.00”. Hence, for the running
example the second factor is 25. To calculate the amount of the bonus prize,
the processor multiplies the trigger bet amount by the second factor. Hence, in

the running example, the amount of the bonus prize is $50.00.

It will be appreciated from the above tables that as the win value range
increases, the second factor decreases. Hence, this scheme for calculation of
the amount of the bonus prize provides a substantially inverse relationship
between the value of the bonus prize and the gaming process win value, albeit
in a staggered and approximate manner as opposed to a mathematically perfect
inverse relationship. As used in this document the term ‘inverse relationship’ is
to be construed as including staggered, approximate and mathematically
imperfect relationships. In other embodiments the determination of the value of
the bonus prize at Step S8 is via a predetermined or random calculation

scheme.

At Step S9 the bonus prize is awarded to the player. This may be in the
form of is any one or more of game credits, cash, a physical prize, extra free
games, a jackpot and/or a re-play of the feature, provided that the total value of
the bonus prize is equal to the amount calculated in Step S8. Once the prize
has been awarded the processor moves onto Step S10 and returns to the main

game.

In the above embodiment the threshold value was determined at Step 2
by muitiplying the {rigger bet by a first factor of ten. However, in another
embodiment the threshold value has a predetermined constant value. For
example, if the threshold value is set to zero, then the bonus prize is only
awardable if the player wins nothing in the feature event. In other words, if the
threshold value is zero then the gaming process win value must also be zero in
order to satisfy the test at Step S7. In a further embodiment the threshold value
is dependent upon a side bet placed at the commencement of the feature event.

Such a side bet may be a secondary bet that is optional or compulsory.

In yet another embodiment, the threshold value is randomly determined

at Step S2 from amongst a range of possible values. As used in this document,




With reference to the running example, in which the trigger bet amount is 10$2.00, this look up table is
as follows: Gaming Process Win Value Range Second Factor Zero 250 Greater than zero to $4.00 25
Greater than $4.00 to $10.00 10 rea er man iu.uu to 13 In the running example the gaming process
win value was $3.00, which falls within the range o{l'l'Greater than zero to 84,00". Hence, for the
running example the second factor is 25. To calculate the amount of the bonus prize, the processor
multiplies thiachgljeg ietzendaitndytiecieansnthfztest, Heardombtheantemigekaapietifie amount of
the bonus Pl '§r§§8'89'construed as connoting either a purely random process or a
“pseudo-random” process. An example of a pseudo-random process includes
the determination by a computer processor of a pseudo-random number in

5 response to an output of a digital clock.

In the embodiment shown in figure 3 the routine to determine whether to
award the bonus prize (i.e. Steps S6 and S7) is performed after the feature
event has concluded and the gaming process win value that is used in the
routine is the sum of the winnings from all of the feature games in the feature

10  event. However in an alternative embodiment the routine is conducted at
predefined points, or randomly determined points, throughout the feature event.
In this embodiment the gaming process win value that is used in the routine is
the sum of the winnings from only the relevant part of the feature event. For
example, the routine to determine whether to award the bonus prize may be

15 performed at the conclusion of each pair of feature games during the feature
event. In this case the gaming process win value that is used in the routine is
the sum of the player’s winnings solely from the preceding pair of feature
games. In this alternative embodiment, the player may be given more than one

chance to win a bonus prize for each feature event that is triggered.

20 Referring to figure 4, the player commences play of the main game.
Eventually a bet placed on the main game by the player results in triggering of
the first feature event, as shown at Step S1. That bet is referred to herein as a

‘triggering bet’.

The process flow then proceeds to Step S2, at which a threshold value is
25 defined. In some embodiments the threshold value is a constant predefined
value such as zero and in some other embodiments the threshold vaiue is
randomly determined and/or dependent upon a side bet placed at the
commencement of the first feature event. Such side bets may be compulsory,
optional or automatically taken without the player’'s knowledge. In the
30 embodiment that will be described in more detail below with reference to figure

4, four threshold ranges are defined, which are based on factors multiplied by




It will be appreciated from the above tables that as the win value range increases, the second factor
decreases. Hence, this scheme for calculation of the amount of the bonus prize provides a
substantially inverse relationship between the value of the bonus prize and the gaming process win
value, albeit 10in a staggered and approximate mapnner as opposed to a mathematically perfect
inverse relationship. As used in this document the term ‘inverse relationship' is to be construed as
including stdygereuap pfdkientaigoant nrizehEmatasp iagseriactie atreshigapcotABE@mbodiments
the determi%go#%m%vgalue of the bonus prize at Step S8 is via a predetermined or random
calculation Ibscheme. At Step 59 the bonus prize is awarded to the player. This may be in the
form of is any one or mor&afogame credits, cash, a physical prize, extra free games, a jackpot and/or
a re-play of the feature, provided that the total yalue of th nus, prize is equal to the amount
calculated in Step S8. ‘onceh eEﬁr?zaenZZ(IJDhrglstt ggilmaev?a{[rh gtg?é)?g gpc%cgéssor moves onto Step S10 and
returns o the main game Greatsy thealove esrthediioeet thet tiorsirolek\vialeériggsrdetérarided at Step 2

by multiplying the trigger bet by a first factor of ten. Howeéer, ine}a@1 ther ef-gnbgdimpe t the threshold
value has a predeterm’fneg’ EfREDatETES %éQgﬁﬁﬂ ,elfftt% BRI AITEE 8&to zero, then

the bonus prize is only awardable if the player wins nothing in the feature event, in other words, if the
threshold value is ZBe thendbhsogdneindgompedsough \BikepsridstSsanbeSteino pidgdr to satisfy the test

at Step S7. in a further embodiment the threshgld value | t ' placed at the
commencentaiY ng{e&%ef lg%l%l(lf ae%%ﬁ%gugag%ggéﬂégg ﬁ&% %%gzg eségacéo{%g;%? S)Agﬁr?g%is optional or
comtpulsory.plk:@ingluﬁmgammr@ gﬂmmt sythiettemay hanwmqt"raadbmlﬁ'wiﬂan&@ﬁ;@d)lzém? &ied the Iik:,
are to be construed as connqting e a purely r P ra.) - " process. An
examptfg of & b%%‘%s @-@én%%posmhﬁroct’)ucge}n:sg |%8I§jlé{ésmﬁzg§§5£reméﬁéﬁ§§\\” y\?glépgri%u e&raprocgeés%r of a
pseudo-randenaceumheaia Sngspoosetevan outpatfesutigiaiheldbR! rathipehhisedieeetdaown in

figure 3 the routine tg determine whether.to award.the b ize (i. 7) is performed
after the feat%tr«.g {;,\e\Pe%tgl hatf:h gollr%]lalcrl]gdc QHHQH%\%gﬁtﬁnélp?%%Hegsg v%zltﬁr\ga l?e t gt%@%fg\c?slﬁ the routine is
the sum of tHfeatimaisgsit oraval hefthe eadrelgdhiep e ftreek sl d0esshe KENeISUiraa alternative

embodiment the routine is conducted at predefi ' rmjne ints, throughout
the feature e(?eaﬁi’!rﬁ%ﬁ@%sm%gdqgﬁgﬁﬁéévé?a%mlrﬁg %?ﬁésv%ﬁ{%}g %@M@%ﬁ iﬁat (—:-él%(_)utine is the
sum offthie wirgifngsuinjeotdnly thetiglkvaot partnod ther feande engiFonexasipleyaddibitghe to

determine whethes 18 SYAIG 4SO S 1 be 0B IauEs gidhe conclusion o each pair o

feature gamé ré"event. In this case the gaming process win value that is used in the

routine is the sum of the player's winnings solely from the preceding pair of feature games. In this
alternative embodinTdis: fitsé fsripse @egnbo aRvarkneure Biks GHeEhRetRANIWRIHBbHRER Pfize for each

feature eventthat isiiggeiRdse skilled in the art based on the feature game parameters,
such as the amounts of awardable prizes and the associated probabilities, the
20  number of feature games provided in the feature event, the multiplier applied to
the winnings, etc. In some embodiments the prize award potential is the
average expected return-to-player provided by the feature event, however other

metrics may be utilised in other embodiments.

At Step S6 of figure 4 the player's participation level is checked in the
25  manner described in more detail above in relation to Step S6 of figure 3, except
in the embodiment of figure 4 it is the provision of a triggerable second feature
event that is contingent upon the player's gaming participation level being equal
to, or greater than, a predefined gaming participation threshold level. If the
player’s participation level is insufficient, the process flow proceeds to Step S10,
30  which is a return to main game play. If the player's participation level is

sufficient, the process flow proceeds to Step S7.




20Referring to figure 4, the player commences play of the main game. Eventually a bet placed on the
main game by the player results in triggering of the first feature event, as shown at Step Si. That bet is
referred to herein as a 'triggering bet'. The process flow then proceeds to Step S2, at which a
threshold value is 25defined. In some embodiment 6Ihe threshold value is a constant predefined value
such as zero and in some other embodiments the threshold value is randomly determined and/or
dependent upon a Aidstbetlafdipatahe thenpnosessnrernropaieditbeféeatiree examnt 8uich side bets may

be compulson, e AuaGalY Laken VIR DA FBLA KRetlie ol tag Spbodiment

that will be déscribed IR mora reference to res ranges are defined,
which are baggetolinféitctdtberhittipdistthrest® o armranad tHetitus precbes fiew ielspiated by the

player. Thesg I9nges pic as fallaus: e Gregie iR £eiada s e iaugs e » Greater than

2 times the trigger timés the trigger bet; an reater times the trigger bet to '10 times
the trigger bigtature Bive pracessiushiatidosipsitheoag’ Stepkrssh@d waldSirgeeddnes previde the first

feature event, Each loop co >te ith t iNgL0 r , which may or may
not result inr@%yvi%? aac(:erl?]ﬁrsnggm%%%grﬁajﬁs%%%\gs%%%gﬁgg S(@ @?egeg?%?g] egvé%rln win value is
updated so asgtgesicguansiaienaipaimsuayedndh Sepfedture game that has just been executed at Step

S3. The looping continues until all of the feature games of the first feature event have been played. In

this preferred embodipedofahalibLle R isgaBRs IR e ihanwBpags arising

from those 10 games 15being subject to a multiplier of 2. In other words, any winnings achieved during
the 10 featufeog@RISRIEIHBS iRt FeRELfRAVENE ¥Pa IHEY diplude THasisdesiieeVeRt A8 a known

prize aygard gptephal,ligh&aadie aalcHiaipd By shass:slietindhy arjhaged i desfeasie game

parameters, such as the amounts of awardable prizes and the associated probabilities, the 20number

of feature gateeLHAVRRE Anthwifd eal e MURe MG ARFASHiRAf YRR SHRRY Y dHdan some
embodiments e, pEize AMALhPOie Al tReAYRIRES S PAHE A SRS RTRIRRINREO I g iy the

feature event, however other metrics may be utilised in other embodiments. At Step S6 of figure 4 the
player's parti@#sagiofne{w ashiae AP grime.

The second feature event is tailored so as to have a greater prize award
15  potential as compared to that of the first feature event. In other words, the
parameters of the second feature event are selected so as to advantageously
influence the average return-to-player of the second feature event as compared
to that of the first feature event. Hence, the player can be assured that if the
first feature event results in a sufficiently low total win, then the player will
20  qualify for the opportunity to subsequently trigger a second feature event that is

more potent than the first feature event.

in some embodiments the extent to which the prize award potential of the
second feature event is more potent is dependent upon the particular threshold
value range that the feature event win value fell within. This is achieved by
25  defining game parameters for the second feature event in dependence upon the
relevant range. For example, the number of free games provided by the second

feature event may be calculated within reference to a look up table such as the

following:
Threshold Vaiue Range Number of Games
Zero

50




25manner described in more detail above in relation to Step S6 of figure 3, except in the embodiment
of figure 4 it is the provision of a triggerabie second feature event that is contingent upon the player's
gaming participation level being equal to, or greater than, a predefined gaming participation threshold
level. If the player's participation level is insufficiem}, he process flow proceeds to Step 510, 30which is
a return to main game play. If the player's participation level is sufficient, the process flow proceeds to
Step S7. 16xASwpisn akfigureitheptbedsggecdeipares the feature event win value to the
threshold value ranges. If the feature event win value exceeds the L?ﬁ’per limit of the highest threshold
value rangeA{emn it fi UFT: i ITEgRMEAfatep S10. 1f the comparison at Step S7
determines %g%hée@%ﬁ;?eﬁeﬁ/gﬂﬁﬁn gﬂaﬁ%{gfg%s%?tﬁn one ofﬂt%e thweshold value ranges, then the
player qualifiegder Rether main game play, at Step S8, which is cqpable of triggering a second feature

event, at Steg 33t ANPE AHIBETHTE GHECEEEE 16 RIOYIRRR G SEcond featre Svent. For

example, the secon e event may Ificlude: free games; re-spiRs; use 10 of a bonus play screen;

the provisioftrigiggpkige, including a jackpot prize; and/or use of at I]east one wild feature. Further, the
second feammmmmmwmmmﬁ' ‘ e main

game; a bonus gamean (i3 BB RANOUHIAENE aHIGSRRORA dentLIB YR indallased SO as to have a

greater prize award 15potential as compared to that of the first feature event. In other words, the

parameters dfaf@ese80nYTER IR indeusandne theeph ol 4atag s30eR AR dRe average
return-to-playerofdhe SecR JeRiEe RYaRbaR CaaRaRkie thatidthe ficet fentdetgusant. Hence, the

player can be assured that if the first feature event results in a sufficiently low total win, then the player
will 20qualifPfer tRioppBrtuRRFABEIAFBER SRINLNGGE EhastBRETdHERE 8Yent that is more potent
than the first feature event. In some embodiments the extent to which the prize award potential of

the secgnd feature gyet igtaIaERiIPORNL e depeBHeNidtonhebparticaitizesbolgavadise range that
the feature event win value fell within. This is achieved bgﬁég defjnir;paqg{ame%zrﬁmeters for the
br e

second feat PRSI RY depSRGERES TR RYSRICDAM CFRINEL M AL LT DPFree games

provided by tha&seorsideritive evaBhiBarbe eaenitednaithimisiesneamieagankdateble such as the

following: Threshold Value RangeNumber of Games Zero 50
the second feature event may be randomly selected from a range of numbers,

for example ranging between 15 and 50. Preferably, the calculation scheme is
10  such that the number of games provided by the second feature event exceeds

the 10 games provided by the first feature event. All other parameters being

equal, this allows the second feature event to have a greater prize award

potential as compared to that of the first feature event.

Another way in which the prize award potential of the second feature
15  event may be influenced is by defining a value of a multiplier in dependence
upon the threshold value range in which the feature event win value fell, such

as in the ook up table below:

Threshold Value Range Multiplier
Zero
6
Greater than zero to 2 times the trigger bet 5
Greater than 2 times the trigger bet to 5 times the trigger bet .

Greater than 5 times the trigger bet to 10 times the trigger bet




17 Greater than zero to 2 times the trigger bet 25 Greater than 2 times the trigger bet to 5 times the 20
trigger bet Greater than 5 times the trigger bet to 10 times the 15 trigger bet The values in the look up
table above provide an approximate and staggered inverse relationship between the threshold value
range in which the feature event win value falls ang the associated number of free games to be

provided by the second feature game once, it has been triggered. 5As an. alternatiye to use of such a
look up table, the YRS aa?%s?%%%mé@% ?ﬁ’é’%%@éﬁg%a?ﬂr%p@&%{{“ rﬁ%aey%nea/determined by a
predetermisegge rendorpreal esllationssohesteckorthxahmplh dhbvalimbengé gawksiptoeided by the

second feagure event may.be randomly selected from a.range pf number r anging
between 1éefﬁﬁr%(?\'|§%f§}%@?%g@%@ﬂﬁ%ﬁ %%'1%‘&8@‘1591 SUc ﬂﬁ{ﬁ %ggngg)rﬁﬁéeawgﬁaémes provided
by the secomttéeatuveresdniekupéus shedl demtes prexided by theddtsnidtinies évim. All other
parameters being.equal, this allows the sec featur. 9. A Q'I{' ter pr ard potential
as compare o] %(gt% g%’t%el?ir%?\(gé u?(lae(%%%\rﬁﬁ gr %%H@gﬁe&rﬁmgﬁéﬁvhlc Ft%g B igéga@grd potential of
the secondvéatingsl&esiegtimtoelfedhfeaineedveidy defining a value of a multiplier in dependence
upon the threshold value range in which the feature event win value fell, such as in the look up table

below: Threshold MaliiefranagiMUERIES of such a look up table, the multiplier used

during the second feature event may be determined by a predetermined or
random calculation scheme. For example, the multiplier may be randomly

10  selected from a range of numbers, for example ranging between 4 and 10.

Another way in which the prize award potential of the second feature
event may be influenced is by making the operation of wild or other high paying
symbols in the second feature event dependent upon the threshold vaiue range
in which the feature event win value fell. For example, this may define the

15 number of times that wild symbols and/or other high paying symbols are used in

the feature games of the second feature event.

Figure 5 illustrates another embodiment of the invention that is generally
similar to that of figure 4; however it differs with regard to the manner in which
the second feature event may be triggered. Hence, Steps S1 to S7 of figure 5
20 are as described above with reference to figure 4. However, once the process
flow reaches Step S8 of figure 5 (i.e. once a determination is made at Step S7
that the feature event win value falls within one of the threshold value ranges) a
~ guarantee is implemented as play of the main game re-commences. This
guarantee is based on the guarantee that is described in more detail in the
25  applicant's granted Australian Patent No. 2004281073, the contents of which

are hereby incorporated in their entirety by way of reference.

The guarantee is that the second feature event will have triggered in one
of two possible ways once a set amount of gameplay is reached. The first way
in which the second feature game may be triggered at Step S9 of figure 5 is due

30  to the normal feature triggering rules of the main game and this may occur at
any point within the set amount of gameplay. The second way in which the

second feature game may be triggered at Step S9 of figure 5 arises if normal




Zero Greater than zero to 2 times the trigger bet Greater than 2 times the trigger bet to 5 times the
trigger bet 4 Greater than 5 times the trigger bet to 10 times the trigger bet .3 18 The values in the
look up table above provide an approximate and staggered inverse relationship between the threshold
value range in which the feature event win value fa§s and the value of the multiplier that is applied to
the prizes awarded during the second feature event. The lowest multiplier in the above table, 3, is

neverthelesy BRHEILISRS SHORARGRIEN6E NP SEIAIRICIERMBMYS RRsPREM BRENRS feature event.
As an alterngalive fiuUuse.0hFYS Riariostdn iabiggtiednritpliarsyses thyingrihg sesemd feature event

may be determined by a predetermined or random calculation scheme. For example, the multiplier
may be randoa9g N EEIEREd HEMa T8B! numbers, for example ranging between 4 and 10.
Another way in which the prize award potential of the second feature event may be influenced is by
making the operatiGaokpidy anatter ighs pesdnesyhbolany thetableoparfpatize teweit dependent upon
the threshold value range in which the feature event win yalue fell. For example, this may define the

sholg yalue, % ! SAREDIS. s MRy

15number th?rlﬁgs' hat wild rsny(?H{)'o 2 SRdlsP ‘gthesf%gﬁ%gay?n%u@?n%o ST DE B ature games

of the secorahfeantref degstaid, tHeiguratEilloslirstepayethar sibbdiemmofithe gareatithethat is

generally simijlar, tQ t i ; ey i;%i\f Cﬁ t g‘he manner in which the second
feature evenqdrﬁ{z%/8 Bgﬁhg’é‘g%%g;‘gg §§%s é@%ﬁg ?:g%?é%% are as described above with
reference to figure 4. However, once the process flow reaches Step S8 of figure 5 (i.e. once a

determination is miHEN: STRPEMeRitiifeSREARE BVt IR SRiRE FRRIGHIRIRDRe of the threshold

value rangegkadiarateisd PrRiaeemrtkashiRy afithestrimaame rexepmpmeneeseddig guarantee is
based on the guarantee that is described in more detail in the 25applicant's granted Australian Patent

No. 200428 {74 &reveshie Aeasr WAk 1 rBa & SIPRIES 8RR EPIF HFEG RIS WIRFAY of reference.

such as 100, of main games have been played at Step S8. Alternatively, the
second feature event may be guaranteed to have triggered once a randomly
determined number of main games have been played at Step S8. This random
determination may be selected from within a predetermined range, such as

15 between 50 and 150 games.

in another embodiment the set amount of gameplay is calculated in
dependence upon the particular threshold value range in which the feature

event win value fell. This may be achieved with the use of the following look up

table:
Threshold Value Range Set Amount of Gameplay
Zero

25
Greater than zero to 2 times the trigger bet

50
Greater than 2 times the trigger bet to 5 times the

75
trigger bet
Greater than 5 times the trigger bet to 10 times the

‘ 100
trigger bet
20 The values in the look up table above provide an approximate and

staggered inverse relationship between the threshold value range in which the
feature event win value falls and the set amount of gameplay. Hence, using the

above figures, if a player wins nothing in the first feature event, they can return




The guarantee is that the second feature event will have triggered in one of two possible ways once a
set amount of gameplay is reached. The first way in which the second feature game may be triggered
at Step S9 of figure 5 is due 30to the normal feature triggering rules of the main game and this may
occur at any point within the set amount of gamepl ¥ The second way in which the second feature
game may be triggered at Step S9 of figure 5 arise% If normal 19 triggering does not occur once the
set amount ¢f géapersltehasibeemeaciBidp B8 tigsecomb fdideme ipdbatks eidgedgedhasgardless of

the normal fegature triggering rules of the main game., r on any
suitable parﬁ?\ﬁee?gfﬂ%?%é@fﬁﬁgg i\{/és %%raé%o%@%%%%?n%%?@gtcﬁggrg?ﬁgg]’ljor?dt?er of games
played, the @mtn@ﬂﬁttﬁrbetstlaéd;éh’ezmmm of tmesnalayedne a slot machine type game, the number of
hands played in a card machine type game, etc. In one embodiment the set amount of gameplay is

calculated in accordance \Mﬂé qmgﬁ%é%ggrgﬁ@ga}g%ﬁpgﬁmgagg £XNBRIeythe second

10feature eve_nt is guarante red once a predetermlned number, such as 100. of main
games havettigeariigyeidhs stepregeaftematesly, THabicse e reeoantifriySecy@atanteed to

have 1iggeredoNEe A IO SRISTER e LT AERAIER ISV RS HalR o ik Step S8 This

random determination selected from within a predetermined range, such as 15 between 50
and 150 ganwehecauss nosriramebodiel aartes isat basdetbferthieplajistieie®@Hefependence

50 gand . IR . .
upon the PalGiAGRIERaBENaBIE ég%gpmggg%W%%%g%%WMM%ﬂfS’f'tﬁé‘lﬁéﬂ@y be

achieved with the u up table: Threshold Value Range Set Amount of Gameplay
Zero 25 Greg@nthah Zem $3 2. times the trigger bet 50

10 In some embodiments of the method of figure 5 the second feature event
need not have a prize award potential that is greater than that of the first feature
event. In other words, the provision of the guarantee alone is considered to be
the benefit conferred to the player due to the low performing first feature event.
However, in other embodiments, the benefit consists of eligibility for a second

15  feature event with a higher prize award potential, the provision of a guarantee
and the immediate award of a bonus prize. Indeed, it will be appreciated that
embodiments of the invention may be configured so as to provide the player

with any combination of one, two or three of these benefits.

Another embodiment of the invention allows the player to select the
20  benefit that they wish to receive due to a low performing first feature event. In
this embodiment (not illustrated), the process flow of Steps 51 to S7 is as
described above with reference to figure 4. However, once the process flow
reaches the equivalent of Step S8, the gaming apparatus 1 makes a plurality of
player selectable options available. For example, once the processor
25  determines that the feature event win value either exceeds the threshold value
(as in Step S7 of figure 3) or falls within a threshold value range (as in Step S7
of figures 4 or 5), a list containing the following three options is effectively
presented to the player on display 5:
1. An immediate award of a bonus prize (as described above in

30 relation to figure 3);




Greater than 2 times the trigger bet to 5 times the trigger bet 75  Greater than 5 times the trigger bet
to 10 times the 100 trigger bet 20The values in the look up table above provide an approximate and
staggered inverse relationship between the threshold value range in which the feature event win value
falls and the set amount of gameplay. Hence, using{he above figures, if a player wins nothing in the
first feature event, they can return 20 to play of the main game at Step S8 of figure 5 confident in the
knowledge that the se2onthfearmésivest s HiggarabisdserpedriggiieiigidraMig 2or at the
completion of, the next 2 ' :g}?(?pgn - } : [ ly
applicable to the next 5 tf?g%gﬁg cr)%ﬁg’féio feat]%%ir(gﬁes\i{rﬂggr%fg%%%%jﬁgrge%ct:%en;(ﬂggture event
has been triggered (eithedesesitocthe PRyl tEtRjEINE figesot the'main game or because the set
amount of gameplay has - t r ' [ the process
flow returns to norma?%la?%%rﬁ@@rﬁg@? gﬁ%@%@%%ﬁ%ﬁ%ﬁ%ﬁ%%%@ﬂﬁe method of
figure 5&he second featurigg@enwhesdcerest Have whbazeamapipydteinriRdM4tapeai&ethan that of the
first feature event. In Otheéé’&BFﬂffoEﬁ;Pé"%f\'%R{‘t@\}iﬂ guUarEEAaNG IfFPARIASIed R, RR the benefit
conferred to the player due to the low performing first feature évent. However, in other embodiments,
the benefit consists of eligibiligfop@sées it 3o feedurbavigeint WigiiamigH&YsAZe award potential, the
provision of a guarantee and the immediate award of a bonus prize. Indeed, it will be appreciated that
embodiments of thejvgRiiQR Sy BRGOBfELY eskbselArtoprepise: theifayelswithpanyreaimbination of
one, two or three of these benefits. Another embodiment of the invention allows the player to select the

20benefit th& E¢ RIS FdERRIPRIBNE 1ol SerRIRTRGRrPIERFRVEMREIN this embodiment (not
illustrajed), therprecss e Pitersebie sy wmeiessrndmbae wirdginrensare figure 4.

However, once the process flow reaches the equivalent of Step 58, the gaming apparatus 1 makes a
plurality of pRigBRERICFIRESHIGESIRT RIAYRY. P ERIRPIL nce the processor 25determines that the

feature event win value either exceeds the threshold value
It is to be understood that various alterations, additions and/or

modifications may be made to the parts previously described without departing
from the ambit of the present invention, and that, in the light of the above

15  teachings, the present invention may be implemented in software, firmware
and/or hardware in a variety of manners as would be understood by a person
skilled in the art.




(as in Step 57 of figure 3) or falls within a threshold value range (as in Step S7 of figures 4 or 5), a list
containing the following three options is effectively presented to the player on dispiay 5: CSLL 1. An
immediate award of a bonus prize (as described above in 30relation to figure 3); 21 9. TNe provision
of a triggerabie second feature event having a greater prize award potential than that of the first
feature event (as described above in relation to figure 4): or 3. The provision of a guarantee that the
second feature event will 5trigger when a set amount of gameplay is reached without the second
feature eventadng\ s itopaed widknESEHIINONRECASAFBIRIRYWAS: described above in relation
to figure 5). The processor 2 then gives the player an opportunity to use input means 6 to select
one of these options. This causes an input signal to be 10communicated to the processor 2, which is
programmed to regpgashiytheetnputisidnad ytinpiemengng theaplayesisejactedoptioride It is to be
understood that various alterations, additions and/qr modifications m e made to the parts
previougly d%é%ﬁftf&a%mq%‘{ﬁf&é}?ﬁ’#ﬁﬁ&%&ﬁ%ﬁéﬁ"ﬁ?ﬁﬁ?&??ﬁ%ﬁo%%%é‘h?%%m.ngH,g‘QﬁoF BYat, in the light of
the above 1btgpehings, the present invention may be implemented in software, firmware and/or
hardware in a variety.of manners as would be understood by a person skilled in the art. MCSLLP 22
THE CLAIMS DEFRINES R ETRUER TRAS ARE AS FOLLOWS: 1. A gaming method for use with a
gaming apparatus configtiregl tteedfhotitkatadisstdiettur @ @vdne teadi ey aptizdeiasmtpatential, the

method |ncILg%@géhg@ﬁpﬁg&aqqgng}%a threghold vglue; conducting the first feature event, or part
thereof, so as 10 defermine a feature event win value; and
10 comparing the feature event win value to the threshold value and, if the

feature event win value is less than or equal to the threshold value, providing a
triggerable second feature event, whereby the second feature event has a prize

award potential that is greater than the prize award potential of the first feature

event.

15
2. A gaming method according to claim 1 wherein the first feature event
includes the provision of a plurality of feature games and wherein the second
feature event includes the provision of a plurality of feature games.

20 3. A gaming method according to claim 2 wherein a number of feature

games provided by the second feature event exceeds a number of feature

games provided by the first feature event.

4. A method according to claim 3 wherein the number of feature games
25  provided by the second feature event is calculated in accordance with a

predetermined or random calculation scheme.

5. A method according to claim 4 wherein the calculation scheme provides
a substantially inverse relationship between the number of feature games

30 provided by the second feature event and the feature event win value.

6. A gaming method according to any one of the preceding claims wherein
a multiplier is applicable to at least some prizes awardable in the second feature

event.




10comparing the feature event win value to the threshold value and, if the feature event win value is
less than or equal to the threshold value, providing a triggerable second feature event, whereby the
second feature event has a prize award potential that is greater than the prize award potehiet lgt%he
first feature event. 15 2. A gaming method according to claim 1 wherein the first feature event includes
the provision of a plurality of feature games and wherein the second feature event includes the
provision of a plurality of feature games. 203.A gaming method according to claim 2 wherein a number
of feature games proviredyJEs GRgabtisatlsatieeairexcetas ¢ thanheltiofitzature games provided
by the first feature event. 4. A method accoér;di to clgim 3 wherein iheI r%umberh%p;eeaature games
25providedW@@Qd&r%cf@é?@%cg\%ﬁ? S RH Sl%?r 'Tﬁ%@é&?&‘ﬁ?&g Fth PP riuetErmiRed or random
calculation scheme. 5. A method according to claim 4 wherein the calculation scheme provides a
substantially inverse relationship between the gumber of featur. S [ he second
featuregeve tandt @?é%?tﬂ'g% SRt Ov%’tﬁjg‘. A Bﬁﬁiﬂéhr%&%%g%@%rsjﬁﬁ%% gr?él/ (;ﬁm%gof the
preceding clasuisstererain mveutiplidaiioeppidadiete ratieastisemttpeizes!iviardxisigha the second
feature eve% U%SLVLSF;]tZ%Y.\%mgthOd according to claim 6 wherein a value of the multiplier is
calculated i accordance With a predetermined or random calculation scheme. 58.A method according
to claim 7 wherein the calculation scheme provides a substantially inverse relationship between the

value of thegmu'“%g@%@%@g&wsc%ﬁaﬁnq%%g%ng-M@%@é@ﬂ@%ﬁﬁgm@% any one of

the preceding cla the step of Comparing the feature event win value to the threshold
value 40d, ifthstentoiewvpatingrivalisaisrrosyanhn or@dualitottrdireebRlly ana&thHlementing a

quarantee il ihesecd ealo YR 1IHagPbABER:RESHaTRUBhokGATRRIAY IS reached without

the second feature event having been triggered within the set amount of gamepiay. 15 10. A method

according tdraplg e it g Brecstiaryterlinhe wheramh Rl RaEWHITY 885 ¥BRB1E S redefined

value. amount of gameplay is reached without the second feature event having been

triggered within the set amount of gameplay.

15
10. A method according to any one of the preceding claims wherein the
threshold value is a constant predefined value.
11. A method according to claim 10 wherein the threshold value is zero.
20

12. A method according to any one of the preceding claims wherein the

threshold value is randomly determined.

13. A method according to any one of the preceding claims further including
25  the steps of:
defining a gaming participation threshold level;
determining a gaming participation level for the player; and
making the provision of the triggerable second feature event contingent
upon the player's gaming participation level being equal to, or greater than, the

30 gaming participation.threshold level.

14. A method according to any one of the preceding claims wherein the

method is triggered by a triggering bet.




11. A method according to claim 10 wherein the threshold value is zero. 20 12. A method according to
any one of the preceding claims wherein the threshold value is randomly determined. 13. A glctqg
according to any one of the preceding claims further including 25the steps of: defining a gaming
participation threshold level; determining a gaming participation level for the player; and making

the provision of the triggerable second feature event contingent upon the player's gaming participation
level being 8§ual tb, BEHIRARFAPEINGHE 30y&Re SafRIBeaSRIFEIRSINISIEIN TE A method

according tqanyeie o theimrssding Alaimns whrisintaimetadia ggered by a triggering bet. MC

SLLP 24 15. A method according to any one of the preceding claims wherein the threshold value is
dependent upon a bet placed by the player. 16. A method according to claim 15 when depended from

claim 14 whegein therhahupanwiiRdhe durshaldwalielipdrpendent isiahe tiggedrgiet. 17. A
method according to claim 15 wherein the bet upon which the threshold value Edependent is a side

bet placed dPthBIISRATEWREALRE SripNRId RIS ESRAECED! 1BNE HEEREA & rding to claim 15
wherein the threshold value is equal to a first factor multiplied by the bet upon which the threshold

value is dependent, 19. A method according to any one. of the preceding claims wherein the 15second
feature everilt—/incluéé?%tﬂf?%ﬁgcc?f%éooﬁ%ekgs%ﬁé%@ﬁg?%@%?Te fc&@?e-spin; use of a bonus
play screentithespeisiineofsadppzanthe praviierbef aljadget rizeomnttaceseof af fleast one wild
feature. 20..A method according to any one of the preceding claims wherein the 20second feature
event includ%@?gﬁﬁ%ﬁ% %Y?%re of: at least one extraneous game from the main game; a bonus game;
and/or1@ high payout game. 21. A method according to any one of the preceding claims including the
steps of: 18. A method according to claim 15 wherein the threshold value is equal to a

first factor multiplied by the bet upon which the threshold value is dependent.

19. A method according to any one of the preceding claims wherein the
15  second feature event includes any one or more of: at least one free game; at
least one re-spin; use of a bonus play screen; the provision of a prize; the

provision of a jackpot prize; and/or use of at least one wild feature.

20. A method according to any one of the preceding claims wherein the
20 second feature event includes any one or more of: at least one extraneous

game from the main game; a bonus game; and/or a high payout game.

21. A method according to any one of the preceding claims including the
steps of:
25 defining a plurality of threshold ranges; and
defining at least one parameter of the second feature event in
dependence upon the particular threshold range in which the feature event win

value falls.

30 22. A gaming method for use with a gaming apparatus configured to provide
a first feature event, the method including the steps of:
~ defining a threshold value;
conducting the first feature event, or part thereof, so as to determine a

feature event win value; and




25defining a plurality of threshold ranges; and defining at least one parameter of the second
feature event in dependence upon the particular threshold range in which the feature event{$ Ve
falls. 3022.A gaming method for use with a gaming apparatus configured to provide a first feature
event, the method including the steps of: defining,a threshold value; conducting the first feature
event, or part thereof, so as to determine a feature event win value; and NICSLLP 25 comparing
the feature event wiMRAIBISALARIESRYEVaNIE ¥AleiteHBadhiasd ebbyr AR Ul 1R8ess than or

equal to therthreabalcbualye, PIRMING & 3REANH ERlEreRYRhR hisidvalaatersiaiigger when a set

amount of gameplaéis reached without the second feature event having been triggered 5within the set

amount of gERePIhiEatara aHenidaal it SRR is e thimDadRhuish thedABAIR of gameplay is

calculated i AceRdanePayihey RIRASIEtRINRL R daadaTGleHaiBNrir Beae trifided method
according to claim 23 wherein the calculation scheme provides a substantially inverse relationship

between the"88iMNB§5t SMRHAEPIHPTRPIRE feature event win value, 25. A method according to any

one of claims 22 to 24 including the steps of: 15defining a plurality of threshold ranges; and

defining the set amount of gameplay in de en? ce upan the threshold range in which the feature
event win valde falls P8R 3ﬁﬁf%%%ﬁ?o sl é:e\'%ﬁfe ng%ﬁﬁ ggboa%ggﬁz%%m%)u%dsto provide 20a
first feature exentatbe imetheddackainighthe stepseomidetiningaa dorestedtnliizioe ;schegmnducting the
first feature event, or part thereof, so as to determine a feature event win value; and comparing

the feature event win value to the threshold value and, if the 25feature event win value is less than or
equal t@the 2hreshalchetiod, aakorditigetdotiawinglstepein the calculation scheme provides

a substantially inverse relationship between the set amount of gameplay and

the feature event win value.

25. A method according to any one of claims 22 to 24 including the steps of:
15 defining a plurality of threshold ranges; and
defining the set amount of gameplay in dependence upon the threshold

range in which the feature event win value falls.

26. A gaming method for use with a gaming apparatus configured to provide
20  a first feature event, the method including the steps of:
defining a threshold value;
conducting the first feature event, or part thereof, so as to determine a
feature event win value; and
comparing the feature event win value to the threshold value and, if the
25  feature event win value is less than or equal to the threshold value, taking the
following steps:
making a plurality of player selectable options available;
receiving a player input selecting one of said options; and
implementing at least one of said options in response fo said input.
30
27. A gaming method according to claim 26 wherein one of said player

selectable options is the award of a bonus prize.




making a plurality of player selectable options available; receiving a player input selecting one of said
options; and implementing at least one of said options in response to said input. 30 27. A dﬁﬁﬁr"rép
method according to claim 26 wherein one of said player selectable options is the award of a bonus
prize. 26 28A gaming method according to claimy,@6 or 27 wherein one of said player selectable
options is the provision of a trigg\?g]ble second feature event._29. A gaming method according to claim

28 wherein #e selofitnétire BRshe pRAingiR AR H Sfenlid AR S e AEF LAY Sfize award

potential of fae-firshfeAtErRVEThe oM LBMNIL MRIGOE Recosding tretate amsnpne of claims 26 to 29
wherein one of said player selectable options is the provision of a second feature event 10that is

guaranteed to trigger when a set amount of gameplay is reached without the second feature event

having been riggeseghiintaenset asperdib otgamenlag whbir&othpusetexe dedaiie code for
instructing a computer to perform the 15m,e5hod accordi{%g é[ﬁ any one of claims etc%igpéf?»z. A

computer refRBIBAS G RGEHARTTPRISHNG' Jth P ?ébépégﬁe%%@ra%g o-claim 31.

2033.0ne o eretdextnteasalie or remotely executable files containing computer executable code
according to claim 31. 34. A computing apparatus having a central processing unit, associated
memory and storage devices, and input and output devices, the apparatus 25being configured to
perform a n&thod Acgandingrte oy ereatichaimosclato 20y 086. dataims pparafughechiding: a
component for defining a threshold, value; .. a 6o t far.co [ t of a first
feature evert Soas %@ﬁa&éﬁ%ﬁgtgﬁl&l lﬁ)rtéog\slé%@ ﬁ%ﬁ%& nsczei)rlf(% fié;st eag'[]l%g{g\%%:v%gf/ing a prize
awardifoterttiak; iamliaraneet topoigget foheoasatiapthanfaittaeenay wircaahrdtyithethreshold

value and, iiie fealiiaexant MNPHR SIS IaN QL ARl IR HrashiptLkpbe. providing a

triggerabie s eature event, wherebythe second feature
gameplay.

31.  Computer executable code for instructing a computer to perform the

15 method according to any one of claims 1 to 30.

32. A computer readable storage medium storing computer executable code

according to claim 31.

20 33. One or more downloadable or remotely executable files containing

computer executable code according to claim 31.

34. A computing apparatus having a central processing unit, associated
memory and storage devices, and input and output devices, the apparatus

25  being configured to perform a method according to any one of claims 1 to 30.

35.  Gaming apparatus including:
a component for defining a threshold value;
a component for conducting at least part of a first feature event so as to
30 determine a feature event win value, said first feature event having a prize
award potential; and
a component for comparing the feature event win value to the threshold
value and, if the feature event win value is less than or equal to the threshold

value, providing a triggerable second feature event, whereby the second feature




27 event has a prize award potential that is greater than the prize award potential of the first feature
event. 36. Gaming apparatus including: 5a component for defining a threshold value; 8 component
for conducting at least part of a first feature event so as to determine a feature event win value: and

a component for comparing the feature event Winé/ lue to the threshold value and, if the feature event
win value is less than or equal to the threshold 10value, providing a second feature event that is
guaranteed ey&figer whsiia ase Ehistian i idaaidplaie piee e thapnaatanaiseesismfiéhture event

having been triggered withjn the-set amount of gameplay. 37. A gaming system including. 15a
component for defining a threshold value; a component for conducting at least part of a first feature

event so as to determine a feature event win value, said first feature event having a prize award
potential: angka compRReNLiFaRFEIddhg feature event win value to the threshold 20value and, if
the feature event win value is less than or equal to the threshold value, providing a triggerable second
feature ®vent, whefeB) tRERRHIRA $6HRING &/EREFRRAIG RiY® award potential that is greater than the

prize award potentiakehihsriiist featereiavant 20884 gaming systesatneluding: socgamponent for
defining a threshold value; a component for conducting at least part of a first feature event so as

to determind§fEANR 2RAMGFVAIIIANE Y oMGonent for comparing the feature event win value to
the threshold 30valueqngoifeiiterieabiraragtndrasiue isvessihanauegaéaihsstivigshold value,

idi d feat tthati teed. tq tri h t t of lay i
reached wittBHTHRNSeL oMt Featire 2a KA BoRIFT o B8 LA S ReC ARt of gamepiay. M

C SL.AP value, providing a second feature event that is guaranteed to trigger when a set
amount of gameplay is reached without the second feature event having been

triggered within the set amount of gameplay.

37. A gaming system including:
15 a component for defining a threshold value;

a component for conducting at least part of a first feature event so as to
determine a feature event win value, said first feature event having a prize
award potential, and

a component for comparing the feature event win value to the threshold

20 value and, if the feature event win value is less than or equal to the threshold
value, providing a triggerable second feature event, whereby the second feature
event has a prize award potential that is greater than the prize award potential

of the first feature event.

25 38, A gaming system including:
a component for defining a threshold value;
a component for conducting at least part of a first feature event so as to
determine a feature event win value; and
a component for comparing the feature event win value to the threshoid
30 value and, if the feature event win value is less than or equal to the threshold
value, providing a second feature event that is guaranteed to trigger when a set
amount of gameplay is reached without the second feature event having been

triggered within the set amount of gameplay.




28 39. The system of claim 37 or 38 further including a central control for running a gaming algorithm,
and a plurality of remote clients in communication with the central control over a communicitions-P
network, the remote clients including screens for the display of information to players. 5 40. A gaming
method being substantially as hereinbefore descrijggd with reference to any one or more of the
examples and/or the accompan%/ing_ drawings, 1041.Gaming apparatus substantially as hereinbefore

described with refetBREY #P AN B Hh &Ye Xt iRherAnsHEng mirs iRl SRR Rying drawings. 42.A

gaming systemriH iyl asdwetainbafure deseibpdmémoedesrace t0 atinen@ieatioore of the
examples and/or the accompanying drawings. 15 .
with the central contfol over a communications network, the remote clients

including screens for the display of information to players.

40. A gaming method being substantially as hereinbefore described with
reference to any one or more of the examples and/or the accompanying

drawings.

10 41. Gaming apparatus substantially as hereinbefore described with reference

to any one or more of the examples and/or the accompanying drawings.

42. A gaming system substantially as hereinbefore described with reference
to any one or more of the examples and/or the accompanying drawings.
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