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I NVENTI ON The present invention relates to a ganbling
game and particularly to a method to increase
attractiveness of ganbling 5 ganes. BACKGROUND COF THE

I NVENTI ON Craps, roulette and baccarat ganes are
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different odds are marked. When a game result coincides with

a player’s betting payment is made to the player by the odds
of the betting amount. The size of the odds depends on the
appearing chance of the game result. Take throwing three dice
15 in the craps game as an example, the chance of appearing
three “1” is 1/216, the odds generally is 1 to 190, the
converted return ratio of the player is about 88.4%, namely
when the sample number is sufficiently large, betting 100
units can get return about 88 units. Take roulette for instance,
20 with “three zero roulette” as an example, the chance of
appearing “1” is 1/39, the odds generally is | to 36, the
converted return ratio of the player is about 94.8%. Take
baccarat for instance, the chance of appearing a pair is 7.47%, and

the odds is I to 11, then the return ratio of the player is about
25 89.6%.



The af oresaid conventional ganble ganes generally

produce a lower return ratio for the players. The

pl ayers often feel being unfairly exploited. Thus the
appeal of those ganes to the players is |ow and

table utilization also is down. This nmakes maxi m zi ng
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result can be substitut t ynamc rai
includes: betting step, calculating dynamic raised odds step,

display step, game result generation step and payment step.
The betting step aims to let players to place bets for the
15 game result on the betting table. The calculating dynamic
raised odds step generates dynamic raised odds according to
each of the game results respectively. The display step
displays the dynamic raised odds of the game results on the
betting table after the betting step is finished. The game result
20  generation step aims to generate one of the game results of the
gambling game. The payment step aims to pay stakes for the
bets won in the gambling game according to the payment odds
or dynamic raised odds.
By means of the foregoing method, the payment odds of

25  the game result can be substituted by the dynamic raised odds,



2 nanely the players have chances to obtain a paynent
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10 proceeds with reference to the accompanying embodiments
and drawings. The embodiments serve only for illustrative

purpose and are not the limitations of the present invention.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a process flowchart of the present invention.
15 FIG. 2 is a flowchart of a first embodiment of the present
invention.
FIG. 3 is a schematic view of raised odds of the first
embodiment of the present invention.
FIG. 4 is a flowchart of a second embodiment of the present
20 invention.
FIG. 5 is a schematic view of raised odds of the second
embodiment of the present invention.
FIG. 6 is a flowchart of a third embodiment of the present
invention.

25  FIG. 7 is a schematic view of raised odds of the third



25 FIG 7 is a schematic view of raised odds of the
third 3 enbodi nent of the present invention. DETAILED
DESCRI PTI ON OF THE PREFERRED EMBODI MENTS Pl ease
referring to FIG 1, the present invention provides 5
an incentive nethod for a ganbling gane. The ganbling
ganmeemiboaliovest af Het piregettablve@®omand a plurality of

ganme results 40 (also referring to FIG 3) narked
respBdi TAAIVEW t (DESORIPT PO 3OF ThEFHEt NGEREFERRED
conpri ses procedures of. betting step , cal cul ating

dynapgiM B IoNq step 11, display step 12, 10 gane
resuTt generatton step 13 and paynent step 14. The

bettin I I rs,. I ro-
t he ggﬁgéf%sé?{egiq% tg)ﬁ Ilgﬁg Eétatt%:%ngl‘%%%ﬂeﬁ%%rﬁ%?sg@gﬁdes
: j.she lacing _ at, .east a chip 50 .t he

et RIAERNER R 85 i £ TrRge ah e ndling Bame
ame. resylts 40 i.s 15 defjned as ame probability.

ol TRt Ropeph BauabTor ¢ rad §anulaTeutn ame srgults 40

t he yment odds 30 is a player's return, ratio (a

mul tc‘?ﬁs@ sricrHagh &t + Beviedrkedt respsickivalyt viith payment
Wi nni n in the ganbling gane). The paynment odds 30

are (S‘égs a0. d'lyt veethodat amprises phecadyresne £ dektsi@Dstep 10,
shoul d be controlled at the 20 gi ven value to nake the
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difference of the player's return ratio and 100%is
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different rules of ganme, t'he paynent odds
The betting step 10 aims to let players to place bets for the
game results 40 on the betting table 20. This can be
accomplished by placing at least a chip 50 on the betting table
20. The probability of generating the game results 40 is
15 defined as a game probability. Multiplication product of the
game probability and the payment odds 30 is a player’s return
ratio (a multiple of the bet retrieved by the player for winning
in the gambling game). The payment odds 30 are set at a given
value. And the payment odds 30 should be controlled at the
20 given value to make the player’s return ratio no greater than
160%. The difference of the player’s return ratio and 100% is
the benefit of the landlord (banker).
Depending on different rules of game, the payment odds 30

include two types, i.e. returning the bet placed by the player

25 and no return of the bet placed by the player. The aforesaid



include two types, i.e. returning the bet placed by

the player 25 and no return of the bet placed by the
player. The aforesaid 4 player's return ratio is the
paynment odds 30 with returning the player's placed

bet, narrely the paynent odds 30 would be equal to the
mul t ppaeeos rebertbettipeisrihevpdymenthedes dpewifloreturning the
Wi nni ng in the ganbling gane. On the other hand, if
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fromone of raised odds, and the raised odds have
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In order to increase the odds, the calculating dynamic

raised odds step 11 generates dynamic raised odds 60 (with

15 returning the bet placed by the player) for each of the

different game results 40. The dynamic raised odds 60 are

selected from one of raised odds, and the raised odds have

respectively an appearing probability. An accumulated

average odds can be defined by an accumulation sum of

20 multiplication products of the raised odds and the

corresponding appearing probability. A raised player’s return

ratio can also be defined by a multiplication product of the

accumulated average odds and the probability of the game.

The calculating dynamic raised odds step 1! includes, first,

25 set a target value; next, adjust the raised odds and the



accumul ated average odds and the probability of the

gane. The cal culating dynam c rai sed odds step 11

i ncludes, first, 25 set a target value; next, adjust

the rai sed odds and the 5 correspondi ng appearing

probability to nmake the player's return ratio

appr oaineapentonghappaagetg vatalegbipitgsed thekvakhie pander’s

nunber of the raised odds; by nmerely adjusting the
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dynam ¢,.rai,.sed odds 60 of the different gane results

4% on th&Bafhn Pt'il‘ﬂ éjaﬂ@eﬁf't@@dﬁhé%bémiﬂ@t stepude the

ends. The gape result generation step 13 ains to
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ganbl e gane. The paynent step 14 ainms to pay stakes

for amendedt staobecombe thanbmiulg pdarsi@e cgdidngtt cof  the

the paynent odds 30 or the dynam c rai sed odds 60.

Pl easecuraiibateidoaFti@ge addnglasfduutslel bf she erbodidrend game
of the present invention adopted for a craps gane.

1Dhe Igﬁj‘@bim)yj ncl udes three dice (not shown in the

drawi ngs) and a dice cup (also not shown in the

drawi ngsje dikp®hOtkPCli9e8msheo SYEPIafSthe dynamic raised
odds 60 of the different game results 40 on the betting table
20 after the betting step 10 ends. The game result generation
step 13 aims to generate anyone of the game results 40 in the
15 gamble game. The payment step 14 aims to pay stakes for the
bets won in the gambling game according to the payment odds

30 or the dynamic raised odds 60.
Please refer to FIGS. 2 and 3 for a first embodiment of the
present invention adopted for a craps game. The game
20 includes three dice (not shown in the drawings) and a dice cup
(also not shown in the drawings). It also includes the steps as
previously discussed, namely the betting step 10, calculating
dynamic raised odds step 11, display step 12, the game result
generation step 13 and the payment step 14. First, a dice

25 shaking step 15 is executed, the three dice are shaken inside



previously discussed, nanely the betting step 10,
calculating dynamc raised odds step 11, display step
12, the ganme result generation step 13 and the

paynment step 14. First, a dice 25 shaking step 15 is
executed, the three dice are shaken inside 6 the dice
cup tht idicencapsnntil ieomdistilbromdxton;proegegrogeddiag the
betting step 10; then the game result generation step
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dice cup to get the gane result 40. Based on the ga
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paynent gnent step 144. The paynent judgnent step
142 %?é@ét nes whether to proceed paynent of the

dynam c_rai sed paynent odds 60, and based on which

ei t her the R?f)ﬁl’gl@ﬁgls%layh‘ér@%ti@plmd@ aowiniag se dgayerntstep
step 144 is proceeded. 15 Regarding the dynam c raised
odds!4tep paymientt hidgmenbodepehd 2, faor orizihahgaynbet step
chance of appearing of three dice showi ng the sane

i ndi t43 {adreerdisgd i paymh2hb, stepd lgideThet henhay@eidgment
odds 30 at 1 to 190 (the paynent odds 30 does not
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rai sadpofdls Thet payment judgment step 142 determines whether
to proceed payment of the dynamic raised payment odds 60,
and based on which either the original payment step 143 or
raise payment step 144 is proceeded.

1S Regarding the dynamic raised odds step 11, in this
embodiment, for instance, the chance of appearing of three
dice showing the same indicia (three 1s) is 1/216, and given
the payment odds 30 at | to 190 (the payment odds 30 does
not include return of the player’s bet), given the target value

20 at 95% (house benefit is 5%), and given the raised odds (not
with returning the player’s bet) at | to 190 (same as the
payment odds 30), I to 230, 1 to 260, and | to 300, the
corresponding probability of appearing after adjustment are

respectively 80%, 7%, 7% and 6%. Based on this, the raised

25 player’s return ratio is the multiplication product of the



with returning the player's bet) at 1 to 190 (sane as
the paynent odds 30), 1 to 230, 1to 260, and | to

300, the corresponding probability of appearing after
adjustnent are respectively 80% 7% 7% and 6% Based

on this, the raised 25 player's return ratio is the

mul taptimataten predoge oflds hplus? dudvirulodt dee dver dgetually
odds pl us double of the bet (actually taken nmultiple
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(1+190*80%*230*7%}260*7%}300*69@* 1/ 216=95. 04% The

rai sed pI ayer s return ratio is approximate to the
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di spl ays the ynam c rai sed odds 60 on the betting
tabl e 20 according to the different gane results 40,
nanmely, for three dice showing the sane indicia

(thregyhgre IS 180300l FRANGEs LOnALSRIRY, 1 (5%hEet multiple,
APay, are the raised odds, AProb; are the appearing probability

10 corresponding to the raised odds.

Mathematic calculation is as follow:

(1+190*80%+230%7%+260*7%+300%6%)* 1/216=95.04%

The raised player’s return ratio is approximate to the target
value of 95%, thus can meet requirements.

15 After the betting step 10, the display step 12 displays the
dynamic raised odds 60 on the betting table 20 according to
the different game results 40, namely, for three dice showing
the same indicia (three 1s) is 80% of chance to display 1 to 190
(the payment odds 30), 7% of chance to display 1 to 230, 7% of

20 chance to display 1 to s 260, and 6% of chance to display 1 to 300.

Please refer to FIGS. 4 and 5 for a second embodiment of the
invention adopted for a roulette game. The roulette game includes a

roulette wheel (not shown in the drawings) and a ball (also not



(the paynment odds 30), 7% of chance to display 1 to

230, 7% of 20 chance to display 1 to s 260, and 6% of
chance to display Ito 300. Please refer to FIGS. 4

and 5 for a second enbodi nent of the invention

adopted for a roulette gane. The roulette gane

i ncl sitegnain taldevenghkelt gsot inshetes iine tshepsdravpregsjusly
and a ball (also not 8 shown in the drawings). It

al sodisnaasdiesnainelystibps baginy ewdwull,y theli sdusiaedg dynamic
namely the betting step 10, the cal cul at i ng dynam c

rai sedseldddssen 11, thddisplspkasy $2eth néamtehl%sﬁﬁl@eneratmn

result generation step 13 and the paynent step
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betting step .17 is procee ch ends the etting

ot epo RO etHas 1l a wﬂ&%%lchpﬁgsg; Shethet dEnag e raised
sel ect ed speed t hen proceed the display step 12 to
showd@e sigpaht dheadgaaniddeised; oddedbis@merabead, and a
gane result generation step 13 and proceed a step of
shovitng bewing istep othtis oo cafechlald widzhwihdh the bettigi step
the ball wuntil in a static condition to generate and

i spl@ywhée thanealleisutdllffl siSwhn thahSaem@@iue@mpeed then
take a "single nunber" as an exanple, the chance of
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g| ven the paynment o | to 36, given the target

o 8o R IR e i BB Ty o
1toq téﬁ 0@%%%13@ 2 N8R IR n 8?%8 131@2 wlmcﬁ) i85 wait the ball
until in a static condition to generate and display the game result 40,
15 In this embodiment, take a “single number” as an example, the
chance of winning the bet for the “single number” is 1/39, and
given the payment odds 30 at 1 to 36, given the target value at 96%
(house benefit is 4%), and given the raised odds (not with returning
the player’s bet} at 1 to 36 (same as the payment odds 30), 1 to 42,
20 1to 48 and 1 to 54, the corresponding probability of appearing
after adjustment are respectively 96%, 2%, 1% and 1%. Based
on this, the mathematic calculation is as follow:
(1+36%96%+42%2%+48% 1 %+54% 1%)* 1/39=95.95%
The raised player’s return ratio is approximate to the

25 target value of 96%, thus can meet requirements.



20 1 to 48 and 1 to 54, the corresponding probability

of appearing after adjustnent are respectively 96%

2% 1% and 1% Based on this, the mathematic

calculation is as follow (1+36*96%+42*2%+48* 1%+54*

199 * 1/39=95.95% The rai sed player's return ratio is

appr oxi aeaset seliehdo BEGBargendvalfoe aothi9d%mbbdanean of the
neet requirenments. 9 Please refer to FIGS. 6 and 7 for

a t himdnerinodiomet] fof Haeearat paend.ilons adenhedishio tE)okers (not
baccarat gane. It is a gane using pokers (not shown

in thieownai nBs)draMingbpoiti AsbupRuddie R ABSHAS i
previously di scussel(rjllfz3 }riarrel y the betting gﬁt?pep iol?retvrl]%usiy

| k0 IYBEE Bl & el i
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Fhe s E P88y en PITUAGHPlaf e Paelid KRB neration
with_the ¢hips,50 at rked,the. ment odds 3Q. The
dynasichHo Ao Bane eeBR SR 1hg SiBkTas atfbe dyeldinecstep 10,
rai sed odds 60, sho at the display 10 step 12; then,
the laygey Placgeiner bits s et Blg érdleat @ avitihehe ghins SO
result 40, and paynment is done through t he_pa%ment
st epatimarkgd thehpapacatiodsls génehet dxea tvdc tiange d otdelai step 11
as an exanple. The chance of wi ning the bet of "pair”

i s 7gaTeates vidre thyamamaynenisedoddils36latshbwo dilthgidigplay
the target value at 95% (house benefit is 15 5%, and

@i vestephd 2r afired thddgafRotesult Behetdtion Rep NS Rhaydftes the
bet) at | to 11 (sane as the paynent odds '30), 1 to

14, & ; j
L e 800800, 11 phcand e SESSEREO DB scp 14

respecth AL RAat?dme AN ballinPaSGhiP as an example. The
chance of wining the bet of “pair” is 7.47%, given the payment
odds 30 at 1 to 11, given the target value at 95% (house benefit is
15 5%), and given the raised odds (not with returning the player’s bet)
at 1 to 11 (same as the payment odds 30), 1 to 14, 1 to 18 and [ to
22, and the corresponding probability of appearing after
adjustment are respectively 89%, 4%, 4% and 3%. Based on
this, the mathematic calculation of the raised player’s return
20 ratio is as follow:
(1+11%89%+14%4%+18*4%+22%3%)*7.47%=95.09%
The raised player’s return ratio is approximate to the target value
0f 95%, and can meet the requirement.
As a conclusion, the present invention, through the dynamic

25  raised odds step 11, allows the dynamic raised odds 60 to



this, the mathematic cal culation of the raised

player's return 20 ratio is as follow (I+11

*89%+14* 4%+18* 4%-22x3% X7. 47%95. 09% The rai sed

player's return ratio is approximte to the target

value of 95% and can neet the requirenent. As a
concsubsitibnte thieepgyrasanodideddntianme|yt theopiglyethbady ohance to
25 rai sed odds step 11, allows the dynam c rai sed odds
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ga tq% gambling gane includes a betting table and
a gqﬁ?gi}%y of gane results, the betting table

providing a mark of paynment odds according 5 to

di fferent gane results, the nmethod conprising the
steps of: betting step: allow ng players to place
bets for the ganme results on the betting table;

cal cul ating dynam c rai sed odds step: generating
dynam c raised odds according to each of the gane
results respectively; 10 display step: displaying the
dynam c rai sed odds of the gane results on the betting
table after the betting step ends;



ganme result generation step: generating one of the
gane results of the ganbling gane; and paynent step
payi ng stakes for the bets won in the 15 ganbling
ganme according to the paynent odds or the dynamc

rai sed odds. 2. The incentive nethod for the ganbling
ganme VBhatisaChkaimedviber ei n t he ganbling gane is a craps
game which includes three dice and a dice cup, and

pr océedsnfincehtay dirmetlsbdkiorga 2 alﬁwmagt mehrée ghithling
covered in the dice cup are shaken an ept in a

sti | bagenéhdiveRs &ﬁ%’tti@fg%@l@ Qﬂdgl%ﬁﬁgﬁﬂyggfgag%en%&%us,

game result generation ep inclu a di

step [ Is p The | ' t hod-:

or R osRRER BIE ViR WPmaiic JOBaERE hYfindtititling
mb] e ' roul etit e gang I ¢h includes 2 o
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roul ett eel spinning step before proceedi ng the

bett i ng%git/\@figt%teﬂ:l%\]\i)Wﬁggbﬁ qyery toy 8&10% atpefor the game

r oul ett? V\,heeb gqr}]ﬁd a stop betting step after the

cal cifisatisngndiig a8 iéineialle; odds step; the stop betting

step 5 being proceeded to end the betting step when

t he bal kalwilpsingstywem ichemisad sed ds stxp sgerdratihg dpmemic

result generation step including a step of show ng a

st atiags¢doatdsomcadrding toabhchwhifghei gahe resailts idwpcbaively:
to arrive a static condition and to show. 4. The
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game results on the betting table after the betting step ends;
game result generation step: generating one of the game
results of the gambling game; and
payment step: paying stakes for the bets won in the
15 gambling game according to the payment odds or the dynamic
raised odds.
2. The incentive method for the gambling game of claim I,
wherein the gambling game is a craps game which includes
three dice and a dice cup, and proceeds first a dice shaking
20 step, the three dice covered in the dice cup are shaken and
kept in a still condition; then proceeding the betting step, the
game result generation step including a dice showing step by
opening the dice cup.
3. The incentive method for the gambling game of claim 1,

25 wherein the gamble game is a roulette game which includes a



5. The incentive nmethod for the ganbling gane of claim
1, wherein the gane results are generated by a
probability according to a game probability,

mul tiplication product of the gane probability and

t he paynent odds being deened as a 15 player's return
ratimulete pagekrndddshdibi ngdsetscatinalugiesen rowette wheel
and controlled at the given value to make the player's

r et usginhitd Stepobdbeapescddiing 10 Yettbhg The ingRBW MR ball to
met hod for the ganbling ganme of claim5, "~ wherein the

dynaggic g hedraddiei svisRl est@d f 9 Qj,’h%ti‘hlfgr %Qgrgiﬁ%?dthe
obabi ['ity,

odds whi ch have respectively an appeari ng
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ro ility thereof, bei defined as an accunul at .
ve?tg ggo@%g?e?%%g %Ieﬁcglgb%a]??%ﬁl%rsiaﬁcw {{ﬁ%abgﬁl rolls

accunul at ed avera odds and 25.the gane probability

bei Oweé‘a?%%ﬂa% S%?%‘ie&i&pﬁﬁéyemes gagi%rrﬁgulwqr@ﬂ%@n step

the cal cu) ating dynam c raised odds step incl udi n%‘é ]

set tiNggUAIREMAGEED Palstewiagjastetisdoendon f1fdbe pdbwhaeh is to

the corresponding appearing probability to make the

rai sedit the dpdrtosarrieews statiatdandappn exidntat haw. t he

target value. 5 7. The incentive nethod for the

ganbl.i hge garenofveclmerhdd fowheieigurhbéinpaigsede ogfislaim 1,
i ncl ude a value and number set in advance. 8. The
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mul tg phrihgath@htive method for the gambling game of claim 1,
wherein the game results are generated by a probability
according to a game probability, multiplication product of the
game probability and the payment odds being deemed as a

15 player’s return ratio, the payment odds being set at a given
value and controlled at the given value to make the player’s
return ratio no greater than 100%.
6. The incentive method for the gambling game of claim 5,
wherein the dynamic raised odds is selected from one of

20 raised odds which have respectively an appearing probability,
an accumulation sum of multiplication products of the raised
odds and the corresponding appearing probability thereof
being defined as an accumulated average odds, the

multiplication product of the accumulated average odds and

25 the game probability being treated as a raised player’s return



10 product of the accunul ated average odds pl us doubl e

of the bet and the gane probability. 9. The incentive
nmet hod for the ganbling ganme of claim5, wherein the
player's return ratio is the multiplication product

of the paynment odds plus double of the bet and the
gamerati®, phebatilciitating0dyfhenicnaentdd eoddt heted omdlhding
gambling game of claim1, wherein the paynent step

i ncl stemgan anapdt vdinentadjuietinga theayabrld | sddeentd the
step, an original paynent step and a rai sed paynent

st epcoitrBgpandite | WS n St PRoBELAIY NkHI MARENEKe2gised
to pr%cree%l therggpayrrent j%’%gﬁgt st ég] thelpayrrent etyp%se
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of the” dynami ¢ raised odds and based 0
ﬁ;iog’g.gqgl%:ir@%népgp{noe;‘ghg'f:ln%&r QﬁX”Eé‘x%bﬂr? goa{mtehgf claim 6,
wherein the raised odds include a value and number set in
advance.
8. The incentive method for the gambling game of claim 6,
wherein the raised player’s return ratio is a multiplication
10 product of the accumulated average odds plus double of the
bet and the game probability.
9. The incentive method for the gambling game of claim 3,
wherein the player’s return ratio is the multiplication product
of the payment odds plus double of the bet and the game
15 probability.

10. The incentive method for the gambling game of claim 1,
wherein the payment step includes an award judgment step, a
payment judgment step, an original payment step and a raised
payment step; the award judgment step determining whether

20 to proceed the payment judgment step; the payment type
judgment step determining whether to proceed payment of the

dynamic raised odds and based on which to proceed either the

original payment step or the raised payment step.



