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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 aspect 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 determine 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 -
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2 award potential that is greater than the prize award potential of the
first feature event. Preferably the first feature event includes the
provision of a plurality of feature ganes and the second feature event

i-ncl udes the provision of a plurality 52of feature ganes. |In one enbodi nent
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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 threshoid 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 gamepiay.

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 triggerable second feature event contingent
upon the player's gaming participation level being equal to, or greater than, the

30 gaming participation threshold level.



3 The nethod may be triggered by a triggering bet. Preferably the
threshol d val ue is dependent upon a bet placed by the player, which nay be
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15 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 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.

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.



4 An enbodi nment includes the steps of: defining a plurality of threshold
ranges:; and defining the set anount of ganeplay in dependence upon
the threshold range in which the feature event win value falls. 5According
to a third aspect of the invention therd is provided a gam ng nethod for

use with a gam apparat us.configured to provide a first feature event,
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comparing the feature event win value to the threshold vaiue 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.



According to a sixth aspect of the invention there is provided a conputing
apparatus having a central processing unit, associated nenory and storage
30devi ces, and input and out put devices, the apparatus being configured to
performa method as descri bed above. 55 According to a seventh
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t hreshol d val ue; , _ . . . . ,

According to an eighth aspect of the invention there is provided gaming
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 less 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.



25a conponent for conducting at |east part of a first feature event so as
tb determne a feature event win value, said first feature event having a
prize award potential; and a conponent for conparing the feature
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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. siot-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 netwdrked 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.



any suitable gane, e.g. slot-machine type ganes, poker, keno, bl ackjack,
25bi ngo, roulette, pachinko, or the like. In some networked enbodi ments of
the invention, the central control may conduct the ganmes and nanage the
accounting and the like, and a nunber off renote termnals/clients nerely
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i nvention; 15Fi [
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di agram of a gam ng control process in accordance 20with yet anot her
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embodiment of the present invention;
Figure 2 is a generic gaming drsplay screen shot according to an
embodiment of the present invention;
15 Figure 3 is a flow diagram of a gaming control process in accordance
with an embodiment of the present invention.
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 controlliing 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 § in a touch-screen type manner.



Referring to Fig. 1, gam ng apparatus, which in this case takes the form
250f an el ectronic ganm ng machine (EGW 1, includes various standard
conponents, such as a controller 2 for controlling the operation of the EGV
1 and the ganes run on it, a note/coin/8oken input 3 for receiving bets, a
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chance to play for higher winnings or the like. They may be e.g. |uck or
skills based. Thhg al@erlme;prrrhaﬁadEaiaetbe ‘baittonsd, soleeany. toespinioeboldvaelsdi spl ay
on a new scree and be extraneou}a to the main gqub ,

ando erwise pla¥ 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 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 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



30Anot her way of adding gaming interest is for a main gane or a feature
event to0 include one or nore wild synbols that can represent nore than one
type of synbol or card, and so can increase the chances of achieving a
winning 9 conbination or the like. SinBlarly, for enbodiments in which the

i is a card Wi ld card be. pr qui ded. These win and
et ure ovERPEIERNSE i Vg BHmTa o oA BRI Ho WHShihe BB IR 0P  t ne

mai N game gAY, Wild AR may BRrfrogidedr set of 5 circumstances, e.g. under
a set synbol or card conbination. They may al so occur due to an

accunul ation of circunstances across a nunber of Cgames, and mag occur due
to the conditi omhese winjaud deatyimpvents vaalbe arangedpacuridie tp the uguat hey

may rel ate o o i Lp i j C ising a plurality
of s unaRfaiBESH e MdIT g SR BF SRGE: SRR cRtRY Seodnt b1l

st and- &4 On@ir@im§ﬁah66é,ce.gaﬁhdé} arestéymebdidrizaird cw:riblihaitm. PIH b&jﬂalsfcﬂ_r

net wor ked connectivity). However, another enbodi nent provides a gam ng

syst em i ncPEeHTeE b ARG EGHPN Of FECUPREANGEE ACFRSA fhgUBIbes of BaMSsr 8Bdssi ng
unit di spoggd, cu‘?dﬁ@ﬂﬂtﬁ% ﬁéﬁ’@i%ﬁ’lof %egégp}pgﬁ:rﬂhmﬁln% the BEM §TRER, ! ients

IS in comunrcation w centra n conput er over a
comuni cat e@nsheyemayrrielade thjaakpat Winsdh liaked javkpobsystams/comprisvglie ar ea

net wor k. Each of renote clients has at | east one screen for the display
of infor naP|U(5"F‘|"tY(9tfE%M%&"@Pebﬁd:emffﬁﬁ?orﬁ@iﬂs al l owing for player interaction

with the central control. The central control conputer has access to

associ ff ed menoFigRad if0stEdtes agesdektisigSstanfQisRNeledtrofRYdrAingGAaBHIRET al so
has access to conputer executable code for instructing the central control

conput er t ¢alb&ib withdhgpetenjiahfometwarkedreannestiviby) nilawevesngoethaent of t he

inventive nethod. In one enbodi nent the .c ut er .execut abl ode is in the
formof  softarimentPalEsS e gaa oy RuRCHBied W Epfuty

conput er - r gpgakites ABAnY A tehtid prédeskiigusif digpesed at@icentane@toldi sks.

Al ternative enbodi nents make use of other forns of conputer readable

st or age ne@p@putarcH piIrgityiof Eemoter dignts is inicosyMyumoatien withdhe cgpiraks, f1 ash
E - P t l
A or vk BGOSR BGPR URS EalfFAuClons YRRt SETCM 2000 g Pikar 1 o

nmore downl apdableewide areauicthyrkexEach abthe reots chéntshais atrieastomessirbée via a
conput er communi cati ong network such as the internet. 10 The enbodi nent of

the presenforithe &ignianohinfrmationdo sblaxesan inpul eansAlloWiIng {97 PlaYRINI ng
process thﬁ’fteﬂ.a%tianfvﬁﬁtt\‘\%ecfe‘?\\/r%%oﬁ{f&l?h provides a plurality of feature
g

ganes. This may consist of a single type of feature gane that is provided
nore than once, or may consist of nore than one type of
The central control computer has access to associated memory and

20 storage devices. 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

internet.



5 feature game, wth each type of feature game being provided once or nore
than once. At appropriate tines during play of the main ganme or the feature
event, the player may use the input neans 6 to indicate that the player
wi shes to review the rules of the bonusiGchene, which is referred to in

this enmbodi nent_as the WN-WN FEATURE.. This resulfs in the reen shot
shown in f: gur e’ be fﬁg&dﬂ@em %&-E‘ﬁt%fﬁs? 'PY]%’I‘tLﬂna@/rQle”df?ﬁ %B@b‘l’%?c I'n

accor dancey gg]&a%téﬁ%trﬁgggm.gg%m&ce% thi6is Y Raafe év@\ﬁ?%idhrprowa%sw 1

i ncludes wwthin the gamng gorithm conponents for taking the various
met hod st eplaralitaof featuréegaroesd This maypwohsist of @ sindletypeyofdaatuse gaoree of

figures 3,,4.and/or 5. 15The fl owchart_ of f| the main
game is be‘%'sppng@dbryof% %‘I %Pfeer OL HPYaFOR Of&%ﬁ?‘ﬁg}{@%twgtogvent is
triggered fatdrelpime) wiedacn tﬁﬂbﬁ‘oiﬂf@bfhrg%@beh@%r@b@ﬁﬂbnc@br&nb@ than

represented by ep Si on the flow chart, At this step the amount of the

triggeri ngobes., AhABPIopsata fimes duringinias obieinaroame o the fratuiscevenis

Phat 15 acheceRhFomdl Bedhg R ARG TR nAREHE bR AR BREEF T ke’
of a runni f@/l@#ﬂﬁ@hﬁesbﬁtrﬁiﬁbdumt\hlat:hﬁﬁﬁefan‘édmb|erh|$ bmblodirggetr bet
was $2.00 (or the equivalent in creditszi and that thjs bet was,_ Iaced on

all 25 Iinasthg Wike ﬁEé\WR%«aEhiSﬂ@Sg | they sareem, skot shawmn, ol _
defi ne@OtPﬁ%ﬁprpq@QQﬁtgg\{?lt P'ajgefb p‘ﬁ od| nent the threshold vaI ue is

equal rgger "by a first factor of ten. Hence,
in the running exanple, the threshold value is $20.00 (i.e. $2.00
mul tiplied by 1m acddrdande withslothesembedinerts@f e atesenpinvgationettenenor y

address in_r ccess ry that .is CCESSI bl e cessor

this step Eﬁ;iwg 'BEY 9?81”‘"%‘%&‘%&?@'”&9 ?)8?7' H‘8°Q‘H8mﬁ“§of°{P?§<’8%ﬁ1 \Zarborugcess

wi n 30val UgditRod Sfeps thal sre'ddpicttisn 'fléw@hﬁftffdrn@in éﬁ@bhérorrﬂﬁﬁ?@rdf fiydesess. 11
of these games may, or nmay not, result in the award of nonetary prizes (or

t he equi vaBed@andfordredits) to t he pl ayer. After each gane, at Step S4, the
processor adds the anpunt won in the preceding gane to the gam ng process

i t ; th
featurld ganss. nBJBERat AR satub s thaP B Sndts PRACHAIA B 7, '
anount wontiyyplaber ghagesomy gdiet a:fa"atllmesemtaﬁ trtglgerédalay art:etgmrmi ors tHkS8. 00
(or the equivalent in credits) limte

det er m nes MalegaEE bhhe Rlgyer: eﬁh'ﬁdﬁfﬁ?reﬁﬁ?ntﬁgé%yu&@%%ﬁ@@ th%ilolﬁ’ég}?rbl Aled.

not, the p o | f

Foat ur o gais SREChs ABEy e 1oRFe 66F, ahd Okl SRS OIS e
makes the avgyel bet V\taﬂsmlamdﬁarelstczredtab atpbredpflmcbmemmnylamass lmpandome

pl ayer's gam ng participation | evel n the cu h am n
part i c??)at AL THMESHYY ?@%@Pc?is'qéftpﬁ'é% pmqﬁspbgnt&@%ﬁ{jq;&ﬁ |ﬁ{)2 %(ﬂc} | i ngs
of the bet yaNsLieoMErihrihg ex RIpE, Ve SREPatd\he that2AE U 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 threshold 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 threshoid 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



15feature event. That is, the triggering bet nust have been placed on all
25 lines for the play to potentially qualify for a bonus prize. Hence, the
processor accesses the nenory address at which the nunber of lines of the
trigger bet is stored in order to detertine a gam ng parti ci pation | evel

for the pla The proc th t hi th f d
gam ng pgr?{@?ﬁﬁ Sz'ﬁ'ag'rs]soéﬁéﬂ’g’rt]’l r%gé' "bﬁ‘eZ%Wérsdf Vf?'ﬁ@”'? \95[1_(E gﬁgl ggual ,

then the p%gdﬁéleﬂf'f'ﬁ' ér%ugé) tB%eﬁ‘)]jéVé?S'AHe‘? ALRENY A Nep'sy, E’rﬁé Eﬁ)c%ﬁgort he

pr ocessor ves onto he two val Jes are not equal, then the
processor addethe amSUB’pwsm@n tMp[dmedmgsgame tothe gaoning pg:qeesm@va‘aien gane.

In the runnin exa bet, was all 25.1ne nd hence the
pl ayer qua?‘?]a gBtré"C%r?gﬁr&% ‘ggle%PHﬁt ‘ﬁ%PMBBeﬂl?ev%Hthe %@g‘f EARMES: step
S7 the gr OFéﬁﬂﬁrruﬁﬁﬁ@Sé@?nélaﬂué@ﬁﬁw ¥saiifle essahe dbtarBhunt engsiheg process
wi n value and the threshold value were stored. These two val ues are

conpar ed aplayer bymﬁecgmwgnmfm&atwergamew $3.09r(eatherequivdlenhi@ t hr eshol d
val ue, the '%dz%)e is not awarded the bonus prize and the processor 30noves
to Step 516 the gam ng process win value is | ess than, or equal to, the
t hreshol d val ue, the processor noves to Step S8. In the runni ng exanpl e,
t he gam ng procAsStep 85\¢the leop Emier d&termimesiwhetheethe relqaired memberedhol d

val ue of $20.00. Hence, a bonus prize must be awar ed to he pl a 12 At
Step S8 t hiealreanes hamb@@nanl@seq hié n&hdn%tprqﬁe%é %rtpzﬁepé%r ffly the

Procesgpr gﬁegr%a%ﬁédtmuﬁqs@rre?rfgam@ ﬁr’%‘%sha%tbéégH @Bgé@%&ﬁfﬂd&@s@(%@% Wi n

val ue and trigger bet anount re store processor then determ nes
i n which rangeStepeS@aithisgstep ooaies terawardud thebbsusiprize tetler plager to 5 sone
pr edet er m ned rar}ﬁes '{h%m’esu t ant. range .det er second, factor in

accor danceConinea ¥rprg 3Y§" B SANING PRLYRiRAt Iﬁlvﬁlgslﬁ%%ggge{nn val ue Range
Second FackRipodfhent &t FaRfHPparkicdatidRtirelsAol EUEMS dehRed Witid@haRketo amount

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.



25 Greater than 2 tinmes the trigger bet anmount to 5 tinmes the trigger bet
amount« 10 Greater than 5 tines the trigger bet anbunt to 10 tines the
trigger bet anount 5 Wth reference to the running exanple, in
whi ch the trigger bet anount is 10$2. 0012this | ook up table is as follows::
Gam ng Process Wn Val ue Range Second Fact Zero 250 Greater than zero to

$4.00 25 G eat eft BlRMS34hePrecesgoncaigulate repuptfithe bONYs Ariges20. 00 5
13 In the IEH&”V{P\% 5roRERL ST B s SIHAIMBRRTE S8l d M s3ek &t YhidRthecalifhg Whi ch

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
5 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 5

10 times the trigger bet amount

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

Greater than $10.00 to $20.00 5




falls within the range of "G eater than zero to $4.00". Hence, for the
ranni ng exanpl e the second factor is 25. To cal cul ate the anount of the
bonus prize, the processor nultiplies the trigger bet anount by the second
factor. Hence, in 5the running exanpl e,13 he anmount of the bonus prize is

$50. 00. t.wll b ated f. t h h t abl t hat th |
val ue range inc @gégpnpﬁeg%@%gﬁ?5@%{’8?&%&33@8&%%\9’5%%@ Vg@ﬁrémeef \(,)Mrn

cal cul ati oy @fwitH® it &f“drésteb@ﬂlwszévoi BBPOOVi HESce foLipetranhing! | Y

i nverse rel ationship between the val ue of the bonus prize and the gam ng
process wi examplesthezsdsend fador is 26.sTaggiaudate shel aappindof the bomwspRBZe as
opposed to,a nmat hematical | erf. Y | at i i ip this
docunent tH@?@Fﬁfs?rr{Ugﬁghé{? &e&n‘é@%ghﬁbﬁnﬁ@n{@y ﬂ'{eé %%‘%Jshrgg asl'%ﬁ%gr E‘di ng

st aggersd, thRpindifg@ksmpled tHEamemt btk BoriuspeiZeast$50e0(@t i onshi ps. 1 n ot her
enbodi nents the determ nation of the value of the bonus prize at Step S8 is

via a predeterm ned or random cal cul ati on 15 schene. . At Step S9 the
bonus prize i s Hwill Becrpseeiniedirempdhe apgyve takles thatias theavingaerange any one
or nore of; r adi n‘ﬂ?ﬁ ical ' ; f -
j ackpot anﬁ%gér@sae%f gﬁgp%%i/o 0 ?kog%fegg%(ﬁeg; %%d\?ﬁ?ga%téhé@etfﬁge?%taa §’\r}a(tjlqlue of

t he bonus tiveé amoust efthal banustgrizegrmovidies casuhstantedlyiinvedse pelgonghipe t he

Fhevar o phmwcen 8 S R uBhRCoTA o TSl o SEnvale, BB ™ ©
det er jnedps sBIRRred BHd Blokdambtd thdrn@r bEidppesed e aliMatheidtrbaly pekeet of

ten. However, inanother enbodi nent the threshold value has a predetern ned
const ant vitlveesse FiatiaBdianps eised fin thie dosuaenbihe teamuimvessesielatianshily ¢  t hen

the bonus prize is . only awardable if e_pl i I ng. i.n, the feature
cvent - n Bt hEEonSriEa %5 ARG shaddertl ol B Rl AR B e Mg ant ng
process W fnyafie@ r8latibnships. e ofiRir @nmsbdiéats the dRbirhinatibhef tiksalaé oft ep
S7. In a further enbodiment the threshold value is dependent upon a side

bet pl acedthg bemes pazamehetareh8 inviatpredeigrniised e ANAAD caleuiati®Nsi de bet nay
be a 5?§0”gé‘ﬁé(mget that is optional or conpulsory. 14 including in the
clainms,”thé“téerms "randon, "random y", "random zed", and the like, are to
be construed as connoting either a purely random process or a

" pseudo-r andont ApiStee $9.th&ibomxianpize iohwarged talther glagem This cessbe ircthedes t he

determ nation by a conputer processor of a pseudo-randpom nunber in
5response fo”th'égﬁrWLﬁn'Peo?r 'érl‘og‘? Qfsa'i"ecqfséut% qp%?ﬁt ﬁé’haﬁ*&a@ﬁ)fm@ngﬁcf\fﬁ? in
figure 3 tRafUbijA&IR afBIG dTlplaphtithe fedt@re, provided that the total value of
the bonus prize is equal to the amount calculated in Step S8. Once the prize
20 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 multiplying the trigger bet by a first factor of ten. However, in another
embodiment the threshold value has a predetermined constant value. For

25 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.

30 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,



award the bonus prize (i.e. Steps S6 and S7) is perforned after the feature
event *has concluded and the gam ng process win value that is used in the
routine is the sumof the winnings fromall of the feature ganes in the
feature 10event. However in an alternatlidve enbodi nent the routine is

conduct ed .at, predefjned.poipts, or .randond y determ LNt s, ughout

t he fgatur'@%‘@g}%'n thﬂc?%& B}?D@Hinﬁemn i g@r’?ﬁhﬁ‘%r&%gg@ﬁ\#fﬂ'ﬁg’% gat i's
used in thie Qrd tdIBe icdnstiGed HECBhnbiey BitheY M1pErdly RIRJYM prddedsidlevant part
of the feature event. For exanple, the routine to determ ne whether to

?ward t he ‘maugmm_amd@n’fray;@@swpeexmnbcpfapsw%m@pm;pmeéqs incdedesai r of
eature ne nd,. i ' ] : |
vatue ¢ harTEREyPRioY Ry S @itp e bitsnsbh ol dspefidd Taldn Mhakt il nocss ™

sol el y & r ofgsbBAs® te &R duRsLtRAIr digitalfciedkur € games. In this alternative
enbodi nent, the player may be given nore than one chance to win a bonus

prize for each feature eyent that is_triggered. 20Referring tq figure 4,
the player conmiribeembediment shewndh AIyx .th%(%ﬁ'f‘ﬁéplc&?t%mﬂg? v&e%% %on the
mai n gane d@m@r dLt 84 d i j [ e event,
as shown a%\)ég?t‘cf;@e%%. I‘%rEZ%E@% ' ?géﬁrﬁégéera 9%??298%?8%16%3 Iﬁsﬂhté;%ggdgréi ng bet'.
The pr ocessvdritdastdomciynedcaretithet gargingpréessawinvnaloé thattinuest dh theval ue is 25

defined. In s mbodi ment s the threshol d.yal ue i def i ned
val ue. suchioulinges Femict 1ag MSogs oBhBbal e ReAMRaDr dedlie 1o

randory dgjeitMiHRFe M ah ARPEAARNEMBEGMent Shélfoltple iBlcanadctel dthe
commencenent of the first feature event. Such side bets nmay be conpul sory,

opti onal opregiefinedpoids, or rapdemiyieteoninadneoipisajiwpughauidtie derfare eventhe

30enbodi ment . t hat . wi | | descr.i bed in [ tail.belo ' - ence to
figure 4, oS ?rﬁ\pggmqarﬂefp%Igaggn%“pgoc&&sﬁﬁg&aﬁj%ﬁ@k 'Sagéeedgllg\é%éhgp\ﬁéeg[:stors

nul tipli ediHeysurd of tReewsiAmgy froim dig the raeeintiagrbetthe featureevehtadast by t he
pl ayer. These ranges are as follows: Zero; Geater than zero to 2 timnes

WS
t he tri ggeexarsple, eadinertodeigrniing wheihene awargdbe beatis 6z npayRe t he

E { : ggg 5 ggﬁéﬁ&%jed S 63 &ndif¥idh 3f LA Balt BPrddth R4 mBE Hulifg e HdtE= the

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 value 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



The processor then | oops through Steps S3, S4 and S5 in order to provide
the first feature event. Each | oop comences at Step S3 with the playing of
a feature gane, which may or may not result in a win. Each tinme the
10processor | oops through Step S4, the fseature event win value is updated

so as to agccunul ate amount won in the featur me_that has just been
execut ed ahedbparcer bk o RFaAl whe BLAER Y fehiagsr ( TesRaanbis games
of the firgte 4&£/0808: event have been played. In this preferred enbodi nent a
total of 10 free feature ganes are provided, with any winnings arising from

those 10 ganes 15bei Agrosubj ect to a multiplier of 2. In other words, any

W nni ngs achi eved duriﬁ%ac_{t e 10 feature ganmes. of Bhe_ first feature event
are doubl ed. *  PRRAE[ AN 34910 2dinGe e KiggebRhown prize award

potentigl, which gan . g, | ' ; on the
feature5agarre par amet gﬁﬂ%t@?hﬁl %Qﬁﬁ?gxgﬁr@%sb%gf%g\%g?%gbﬁ%ﬁgg%gge%ﬁ t he
associ at ed probabiel | Grester tHah 20mesithe toggdrasdt o d Ognes thy toiggdedei.n t he
feature event, the nultiplier applied to the winnings, etc. In sone

enbodi nents the_prize awar otential I he ergge ecte
Feturn-to- pl ayel N PERRRSAT BYPN REPF SaioUPE 0655, RARRALE bt AGIETHRL i cs may
be utili segrdviyelinatrrsefeafsteBahe - EAEh %c@ﬁc&ﬁn@nc&b%ﬁ?eﬁsbhﬁitrpﬂféyer' S

participation level is checked in the 25manner described in nore detail
above i n rplagingof a teaBirergadee ovhich goay oBmayxudpesulhint wirenbadh tigve: thef

figure 4 it is th royi si on Qf triggerabl e second featur vent that is
cont i nifent PSERSTHEORF yaroh Sien Sty NS rATE ke kol o apgtelties o, or
greater thgaccunil@feanamodiafivog iRdid fedtrRt dfhe thatardsoust bearebxedted he

pl ayer's participation level is insufficient, the process flow proceeds to
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Step ST defRy 1p f&tufd\GAmbEBf the first feature event are doubled.

The first feature event has a known prize award potential, which can be
calculated by those 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.



S5feature event win value falls within one of the threshold val ue ranges,

t hen the player qualifies for further main gane play, at Step S8, which is
capable of triggering a second feature event, at Step S9. Any type
of feature event may be provided as theigsecond feature event. For exarrpl e,
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game,; and/or a high payout game.

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 Value Range Number of Games
Zero

50




G eater than 2 tinmes the trigger bet to 5 tinmes the trigger bet 20 G eater
than 5 tinmes the trigger bet to 10 tinmes the trigger bet 15 The values in
the | ook up table above provide an approxi mate and staggered inverse

rel ati onship between the threshol d val ug7 range in which the feature event
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conpared to that of the first feature event. Another way in which the prize
awar d pot enti al Thé vahessadoatbdkem tabie absve peovideran approximateandd i s by

def | f | d d he_t hreshol |
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times the trig dg
provided by the second feature game once it has been triggered.

5 As an alternative to use of such a look up table, the number of games
provided by the second feature event may be determined by a predetermined or
random calculation scheme. For example, the number of games provided by
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 look 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
4

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




5 Geater than 2 tinmes the trigger bet to 5 tinmes the trigger bet 4 Geater
than 5 tinmes the trigger bet to 10 tinmes the trigger bet 3 18 The
values in the | ook up table above provi de an approxi nate and staggered
inverse relationship between the thresht8d val ue range in which the feature
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of figure 5 20 are as descri bed above with reference to figure 4. However,
once the process flow reaches Step S8 of figure 5 (i.e. once a
det ermi nati on i &npthes way istwipiclsthe peze award patantial ef/thetsagondvaatyee f al | s

Wi thin one t r-esh val r LS >d as
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guar ant ee hdboisSindRés eetORd fdatunnsreriigiepehdém dguh the threshold value 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



25applicant's granted Australian Patent No. 2004281073, the contents of
whi ch 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 anount 1& ganeplay is reached. The first
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Ganepl ay  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



Zero 25 Greater than zero to 2 times the trigger bet 50 Geater than 2

times the trigger bet to 5 tinmes the trigger bet 75 Greater than 5 tines
the trigger bet to 10 tines the trigger bet 100 20The values in the | ook
up tabl e above provide an approxi nate &0 staggered inverse rel ationship

between the threshold val ue r e i I ch the feat eyent W n yal ue
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feature even nee not ave a pr potenti al eater t han
that of thie rid loagef applicableeardithe procesh dowweturss to merrpabplagiod theomaime

guar ant ee anne is C i dered to be the benefit conferred to the player due
to the | ovd¥BErASHE %i}lrst feature event. However, in other enbodinments,
the benefit consists of eligibility for a second 15 feature event with a

hi gherqpri ze awgy $brR@lefiBddinentd\6f tHéQﬁembﬁfbe"guﬂe ewné §ééc§ﬁd fefuiesvent
i mmedi ate award of a bonus prize. Indeed, it wl Prem at ed t hat

embodi nment Beed nohleavma@mzeawardpom@tmmatgagée;atebtf@@ that i tbeiftiet fepturgl ayer
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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 S1 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);



20benefit that they wish to receive due to a low performng first feature
event.-In this enbodinent (not illustrated), the process flow of Steps Sl
to S7 is as described above with reference to figure 4. However, once the
process flow reaches the equivalent of Btep S8, the gam ng apparatus 1
makes a plurality of Iﬁﬂq er. sel ct abl e ti ons val | abl e. Eor exanpl e, once

the processor 25détef VigiRR © @H@gg%r g a\tMrﬁ QYeNtBaUNgBer  exceeds
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the first feature eve (as described above in relation to figure 4); or 3.
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inrelation to figure 5). The processor 2 then gives the player an
opportunity to TRe progasson2ahen givies thelptmyier @ancoppfortumity ¢o ape i maims
causes an |nput signal to be 10 comunicated to the processor 2, which is
pr ogr anmed ﬁ‘b*@b@ﬂ@oqusﬁeoﬁtw&ét iy paYsasan AU iR iyPe he pl ayer

sel ectgf o ns,
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descri bed sighaboy inciparenting thie playehsekeetdd optiort. he present invention, and
that, in the light of the above 15t eachi ngs the present i nventi on may be

ot o0 L RO BECog AP UE VB ol cadddh gaaRty o menmers
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.



THE CLAI M5 DEFI NI NG THE | NVENTI ON ARE AS FOLLOAS: 1. A gaming nethod for
use with a gam ng apparatus configured to provide 5a first feature event
having a prize award potential, the nmethod including the steps of: defining
a- threshol d val ue; conducting theXirst feature event, or part
thereof, so as to determne a feature event win value; and 10conparing the
feature event win value to the threshold value and, if the feature event
wn value YRe CEAIMBTDERINIRGTHE MVERTIONSARE'AS Fdlucows:ovi di ng a
triggerabl e secon eature event, ereby the secon eature event has a
prize award potential that is greater than the prize award potential of the
first feature eyent.. 15 . am nqg, et hod according tq claiml wherein
the first #J eatu egaév'@ﬂtm?ﬁ‘eﬁﬁaggs? H&hpar g@fﬁ*&%ﬁ%ﬁf@%ﬂ[ﬁ@%ﬁf@%?@ ure
ganes and &’@i%t%ﬂtutr@%véﬁﬂ%\ﬂn%@?r%%\ﬁé{r@rﬁowﬁﬁél}Jfﬂfésmbﬂﬁ)_dﬂhémumgoﬂh_eOf a
plurality of feature ganes. 2 . A gam ng nmet hod according to claim 2
wher ei n a sigpsef: of feature games provided by the second feature event
exceeds a nunber @r]; fea%urwnels provided by the first feature event.

4. A method accf i'Hgat 'S Y8Ukher ei n the nunber of feature ganes
25provi ded by t ben@@stipgahé irétifeatuey enent, or pahtahériot ko as Redeedameeawi th a
predeterm ned or random cal cul ati on schene. 5. A nethod according to

cl ai m 4 whigaduie event van yalugi @A schene provi des a substantially inverse
relatignship be : i t econd
foaturD event aca PRLND S Gl Blert Bk voReTRE (ISRhON (iite Aol B
accordi ng feataryevwnt wifi vahue iplesseitiangpraciaito thiectheeghodd walue| ptoveding &
applicable to at | east s?ma Fri zes a reg?ablhe in ta? second feature event.
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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.



calculated in accordance with a predeterm ned or random cal cul ati on schene.
58. A net hod according to claim7 wherein the cal cul ati on schene provides a
substantially inverse relationship between the value of the nmultiplier and
the feature event win value. 9. A gamzg nethod according to any one of
the preceding clains including 10the step of conparing the feature event
win value to the threshold value and, if the feature event win value is

I “th -' ' t t hat
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reached w thigutat¢din secovdandeewithracpredetdrniived ograneiom talicgtivadchetda. n t he
set anount of ganeplay. 15 10. A nethod according to any one of the
preceding clains wherein the threshold value is a constant predefined

value. 51lg A ”Rtrheﬂwdgac%o%igg tb Q) efin mméPeiH"@ﬁ‘é Ehl’&uFa*ﬂi%nt heRohdvigRlsue 1S
zero. 20 2. A nethod accordfng to any one of the precedi ng clains wherein
t he t hr eshelstibstandially énvessel oathijoradipe betwesoh theé3d/alue oktheodubipter adithe o any
one of the_precedi ng cl ai further including 25the steps of: defining a
gani ng par fe?oaéwﬁa"t“fedﬂ YWRM84%01 d 1 evel ; determ ning a gam ng participation

| evel for the player; and maki ng the provision of the triggerable
second feature event contingent upon the player's gam ng participation

: eve: bei n§- equél garsingonethogzacaording o aﬂM@"?O{;fﬁthe @geQﬁﬂciimg ciapjlas inguding eshol d
vel ., ~14 i ' i i i
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any one of tHefeafirecRaint gir L aluets Ydxetaan or kgubhtoaBahrswaldealue, dependent
upon a bet placed by the player. o
implementing a guarantee that the second feature 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.
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.



16. A nmethod according to claim15 when depended from cl ai m 14 wherein 5t he
bet "upon which the threshold value is dependent is the triggering bet. 17.
A nmet hod according to claim 15 wherein the bet upon which the threshold
val ue i s dependent is a side bet placeipsat the cormmencenent of the first
feature event. A et hod accordln%ato claj m15 wherein the t hreshol d

value is e&;ﬁal {%\gngthpidraschcaeg(gq apy oneAtithe PEScading pleims ¥MACTaiRited t he
threshol d “ﬁé%'“% q%ogn%?,%d ‘1‘2%%'@?1? E%eacmhg:ﬁ]%éro any one of the

precedi ng clains erel ature ’eve ncl udes any one or
nore of: at least one free ganme; at |east one re-spin; use of a bonus pl ay

doe o at  18ast Aonetpelpcpelibafe ciam ebhah HePRoda fobt ERD aRFne of
the pf6539dtHwo@t|@ddﬁBwaéﬁrtﬁé’ﬂwrb@ﬁol@q/a'?@&%r@bﬁé?ﬁfe'ﬁ{%t%QH%géﬂfd pges any one

or nore of: at |east one extraneous gane fromthe main gane;,” a bonus gane;
and/ or a high payout gane. 21. A nethod according to any one of the

pr ecedi ng | udi n 25def.i n a plurality of

Phreshol d 1 nged,mafigd 8dirding 13 A PSR DMIAhE! The second
feature eVﬂﬁéshcﬂd %R@ﬂ%@%ndéﬁﬂs@@idéfﬁe‘t pfddedratithe edRAPhéhdemn@s dfthavhi ch
the feature event win value falls. 30 22. A gam ng nethod for use with a

gani ng applisafeRfuoaYeijured to provide a first feature event, the method
inclu d1g the steps of: defining a threshold val ue; conduct i ng the
first Teature event, or part thereof, so as to determne a feature event

wi n val ue; 1and AdGethod accoeding a6 btwntﬁwﬁetﬁlmmrm threstioldivaluesis ugyuadtd ae
t hr eshol d e and, jf the feature event win value is |ess than or equal

to the thré@ﬁ Qﬁo'i/@luﬂ@"eﬁrbd\ﬁhﬁlbﬁbUﬁoﬁm%tneeté‘f%ﬁ@'%\ﬁm '§H‘§Pef‘§e'@f‘uar ant eed

to trigger when a set anmobunt of gameplay is reached w thout the second
feature event having been triggered 5 within the set anount of ganepl ay.
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



23. A nethod according to claim22 wherein the set anount of ganeplay is

cal cul-ated in accordance with a predeterm ned or random cal cul ati on schene.
10 24. A method according to claim23 wherein the cal cul ati on schene

provi des a substantially inverse relatizsishi p between the set anount of

amepl ay and the featur t d di
of ol ai e 22 1 OCAIPANED f trgturme Gt pan spiie s dhe HreaBola s andlcy i ™ "
threshol d fangesyedPhin vaIHe is RS tRLAGr ‘ﬁlagﬁ)tth%rfﬁf‘é%%oﬁ vé]ﬁ@eﬁ’rlo%(ilﬁd‘a

dependence upon the threshold range in wh e feature event w n val ue
falls. 26.sécayafeaturemvientitiadis gnsaarawtetdtd @ tgggemghappaseitamowﬁrdfl gured to

de 20a first f t of ;
et | ni ng_ S0RREBHGF dogalisgamihout the SeaTBRERATHE CYRMAv el HREnt | or

part ther emthmstﬁe%gtbﬁd@,%ﬁ&% pfayf eature event win value; and
conparing the feature event W n vaI ue to the threshold value and, if the

25f eature event wi n value is less than or equal to the threshold val ue,

avai | 9bl o; 2P eceflRlCR SeayuPd iR 4 Whdtei b Gt ARAORd fng ' O

| mpl ement i Bélcalbtécﬁﬁlﬁécdbﬁ‘@amfe Wwith @ mretie@imingt oespbaeciloulation schemie. 30 26
28. A gami ng nethod according to claim26 or 27 wherein one of said player

sel ectabl e options is the provision of a triggerable second feature event.
10 24. A method according to claim 23 wherein 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 afirst 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 selectabie 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 gaming method according to claim 26 wherein one of said player

selectable options is the award of a bonus prize.



29. A gam ng nethod according to claim28 wherein the second feature 5event
has a prize award potential that is greater than a prize award potential of
the first feature event. 30. A gam ng nethod according to claimany one- of
clainms 26 to 29 wherein one of said pl @&6r selectable options is the

i Si df t 10 th i t.eed i wh
et amount 261 *REEBNAY TENPE ASREEING BRI R BHETIE 206 S SBULHEYREy( g
been tri gggLigiapid Shtibrishe tﬁ@Pr@J@Hﬁfof‘éﬁri@é@r%%\é‘é’ecorfﬁ]feaﬂ?@%ﬁf. execut abl e

code for instructing a conputer to performthe 15nethod according to any
one of clainms 1 to 30. 32. A conputer readable storage nedium storing

conput er execut abl e .code according to claim,31. 2033 One or down

| oadabl e oé&r en&géﬁrg/mgf@%@f)gtﬂcgofq%%go E'BHPQBnWR%f%&’b%%%@?‘QQggW%m e code
accordigng &gerftis Brize award pofentia Nt is\grearstanah SpriVawngrdep stentialadf =
processing unit, associated nenory and storage devices, and input and

out put devihedyst feadurgmygnht us 25bei ng configured to perform a nethod
according to any one of clains 1 to 30. 35. Gam ng apparatus including:
a conponent for defining a threshold val ue; a conponent for

conducting3at | aagimipgrhetbbdaadcbrdihg teshimeangve ofsdaiass 26 t@Qdetrersinne a
feature event win value, said first feature event Eavi n u(?'g‘:’pri ze award
n

pot ent i al ; OBRQf said playg[ selpgiableAptions it HiRBIOVIRPT AL £ES AYEeVeltn val ue

to th hr - f | an or
cqual 10t 3t PR gber e A o oIl R atiod Tl ent
wher eby t hthessexomd feattre egenifaving been triggered within the set amount of

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 threshoid

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



event has a prize award potential that is greater than the prize award
poténtial of the first feature event. 36. Gaming apparatus including: 5a
conponent for defining a threshold val ue; a conponent for conducting
at least part of a first feature event 20 as to determne a feature event

w n val ue; an ._a_conponent. r,conmpat i the featur vent .w n val ue
to the t hr@SHBN@S\APIEE an. ?H)P?tef‘hamé'&ﬁﬁn%afﬁfgﬁ?” %%p%q gg’%fcgpgggg\gl han or
equal to téenhbhiresBatfe EQ¥al ue, providing a second feature event that is
guaranteed to trigger when a set anount of ganeplay is reached w thout the

second feature event having been triggered within the set anmount of

ganepl ay. . am ng system.incl.udi ng: 15a conponent for defining a
t hreshol d éil UQG%Q'%%%BB%@MS S Y Sriduct i ng at |l east part of a first

featureg event sgcamponefeictdafiifgla ttabhislg vavgnt win val ue, said first
feature event having a prize award potential; and a conponent for conparing

Jd P .
the feature eveacompengat {ps copdusking at leapbpart oba dirsideate event $Ras &t ur e
event wn 1S { r. . the threshold value, providing a
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tri ggerabl ature éeven t he second feature event has a
prize award pot erbhalonehaforicongrarmigethetfeature keeptr winevaive taltheotheeshcdd of t he
first feature event. 2538. A gam. ng system inc)uding: a copponent for

def i ni ng aW'H?@é‘ﬁo!fcjh%g?q}Bfe évent vﬂnfé ; dﬁ%{hapoqr%&[ﬂjen@r%ﬁhq@ast part
of a f4q Styélﬁ@tﬂrro?/id?ﬁ( Qtse%BRa??étﬂréjé@@ﬁtrfhﬂﬁs%Ja‘?é’ﬁtBé@ t8 Yeger Wk alse; and
a conponen of conparing the feature event n value to e threshold
30val ue andmouht bhgarheplayrie reached witmoutdhesecend éestutenenend hawipgdbearo t he

tri gger whiEHoRTa BB RRSEs AR ST 89S Moached wi thout the second f eat ur e
event having been triggered within the set amount of ganepl ay.
37. A gaming system inciuding:
15 a component for defining a threshold value;

a component for conducting at least part of a first feature event so as to
d-etermine 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 threshold
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 systemof claim37 or 38 further including a central control
for ‘running a gaming algorithm and a plurality of renpte clients in
conmmruni cation with the central control over a conmmunications network, the
renote clients including screens for th@8display of information to players.

5 40. A t hod b b i bed with
r.ef eyencegsg] ggil/-ner?é‘g@lm ﬁt)i:lg'rﬁf% gfityéhlﬁl gﬁ‘éﬂﬁé %Ircnetrﬁ'@?ﬁeeigﬁ%m/i (ra]g "
dr awi ngs. gfwa arr‘rﬁing%‘l)g"drﬁﬁﬁﬁ aﬁHtéS;BlﬁFﬁlityabf bérﬁétehﬁiéﬁtﬁheﬁd?ﬁrﬁuﬁ%%%h bed
with reference 1o one” or nore of the ‘exanpl es and/or the acconpanying

dr awi ngs. Wﬂh/thgaﬁhtligl condtcd eveLd soanuricatjongsnetwosk rtbefremetelekms bed with
reference fa, Ao S82eRE 16PHS RlobyBr G Bapkrs! e accompanying

dr awi ngs.
5
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.
15



