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1 Play Points Gam ng Machine FIELD OF | NVENTI ON 5
The invention relates broadly to a gam ng machine, to
a method of inplenenting an entertai nnent gane on a
gam ng machine and to a conputer readable data
storage nedi um havi ng stored thereon conputer code
means for instructing a conputer processor of a

gam ng nmachine to execute a _ ,method of 10 inplenenting
an entertai nment gane. BACKGROUND 15 In the context
of payout rates, gam ng machines wth high return to
pl ayer (RTP) per ftayt Pgidts GapiingIMachaid r act nore

pl ayers. However, due to various factors that may
require limting paynent from gam ng establishnments
such as high gam ng taxes, contribution to charity

S state jurisdictions on payout rates or other

F'&%‘Sﬁ"ﬂé‘%&@{' gam ng nmachines in certain countries
and regions are programmed to use gane content 20 with

|l o RTP percen es or programed to use ganes that

pay D6t TYERETH I, Doy <OaAd SBItharaee: Bad Sfethod of
implemieitingoare teateytapmysni t gamdSyonuai gignih emadbising and fo a computer

raamn a problemarises that the entertai nment

repdaply bt “Hhiad, Biedtliny Raving, pees ot campyier Sapiy ymeans for
instesting @ compuiere prqeessecerofsatgasiiag tmachinentd lkeecl®@d gamebod of
: . t L O er satisfaction |leading to
' ev\n&rﬁuﬁ@%hg\p@%ﬁé ovetngl;}"%yr evenues collected fromthe

gam ng machines are | owered. Therefore, there exists

an issue of deploying high RTP gane contents on the

am ng machines to attract players on the one hand,
BAGKHGRPYNR ot her hand, another issue of fulfilling the

factors nentioned above such as high taxation

required bé@di fferent jurisdictions or contribution to

i nt dhHerontsat efpayoytyates aasingimarhigewiintigh retiarie player (RTP)
petdffa@eS Xypidally attRRE thoted plagerd 2 MbREVEFRANE S vAiAL faQ8HKSthhPmay

address at |east_  one of the above issues. 2 SUWARY
require limiting payment from gaming establishments such as high gaming taxes,
contribution to charity causes, state jurisdictions on payout rates or other lawful reasons,
gaming machines in certain countries and regions are programmed to use game content

with lower RTP percentages or programmed to use games that pay out non-monetary

. gifts and vouchers instead of actual monetary payouts.

By using the above programming, a problem arises that the entertainment level
of the games are lowered and this typically results in lower player satisfaction in the
games. As a result of lower player satisfaction leading to fewer turmovers, overall
revenues collected from the gaming machines are lowered. Therefore, there exists an
issue of deploying high RTP game contents on the gaming machines to attract players
on the one hand, and on the other hand, another issue of fulfilling the factors mentioned
above such as high taxation required by different jurisdictions or contribution to intended
charity causes during payouts.

Hence, there exists a need for a gaming machine that seeks to address at least

one of the above issues.



10

15

20

25

30

5 In accordance with a first aspect of the present
invention, there is provided a gam ng nachine
conprising one or nore Play Point (PP) databases for
storing respective winning credit balances awarded by
an entertai nnent gane executed on the gam ng machi ne;
a display for displaying the winning credit bal ances;
a processor for maintaining the one or nore PP
dat abases based on winning Credits 10 awarded by the
entertai nment gane; and a payout nodul e; wherein the
processor applies respective reduction rates to the
wi nni ng credit bal ances di splayed by the display and
SUMBIARY i n t he respective PP databases when instructing
a payout function to be executed by the payout
nmodul e. 15 The one or nore PP databases may have
di f flie pecardannsokitina St pepe tof $re preaeridnveTition viherg ingrovided a

_gaﬁ{lﬁéj'rﬁ&hi%yc&ﬁpﬁé%%qg S Fldfe :@’% ?’%mﬁp) %gta%%tsé@af&e&onng

based on one or re categor
resnaslYe winning, credirprinseespawdided by wteﬁtanwnﬁgt g,af@%lexecuted on

th‘beﬁa@zﬁlﬁgsméé}qne paye.ub:anfoa &%Eéﬁﬁé tﬁé”ﬁln%fr@deedﬁabﬁﬁﬁées a
out my onpri se cash | ectronic nent or

a
ProRRaR g MANABIROCHS 19S5 TR R dafabasen Baarbenleg credits

awededCiBsthe Rinterinmérit@aRry aHd dTBHycﬁﬂﬂﬁthLﬁ@ whéreinuihé Socessor
pbal ance and convertin g e Wn

me credit
aphs fEPRoVR LoD e, touBR Winhpg SedlSBaess digated by the
d.skp&gedn@rstaeusmr trreemsbuveww idatibased viHed PR¥atting a payout
uLe, to a tral_afH $r function, the transfer

fu'}%ﬁﬂ%ﬁ %%eﬁ% i thﬁ%lefgy?? l@?rl ng the wnning credit

bal ances to a winning credit account of the player

{1 aad R MR e Vil GRSl el BB pasonpisy geaucton

ratagcount 3 of the player, or the transfer function may
"~ conprise converting the winning credit = bal ances into

gane credits wth applying the reduction rates, and
t r amBe &inning cegdits may be stored in the one or more PP databases based

on one or more categories.

The payout function may comprise payout of the winning credit balances and

payout of a current game credit balance.

The payout may comprise cash, electronic payment or awarding of non-cash

prizes.

For the awarding of non-cash prizes, the payout may comprise a refund of
the game credit balance and converting the winning credit balances to non-cash

prizes.

The processor, based on a user request, may instruct the payout module to
execute a transfer function, the transfer function may comprise transferring the

' winning credit balances to a winning credit account of the player without applying

the reduction rates, and transferring a game credit balance to a game credit account
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resulting gane credit balance to the gane credit

account of the player. 5 The winning credit account,

the gane credit account of the player, or both, may

be maintained in a player identification card, in a
centralized systemcoupled to the gam ng machi ne, or
both. The processor, in a first operation state, may
apply the respective reducti,on 10 rates to the

wi nni ng credit bal ances displayed by the display and

ofsherptayer nort the trarggpeondtion May dampliss esnwdiiny the winning credit

pnhstructing a pl re ste ut fu ctlon Q _be .
v istialy BYnE e bk BT ost LSt SRy JogeRiring
res@imnglarog erediitialanse & the geanye e:ppityacd;dwt pEthpeldyere 15
reduction rates to at | east one of the winning credit

bal ances displayed by the display and stored in the
r espgdetwinainpreredit agwesios thi@amensredit ectovyt af theuplayer ioc both,

m&?%@ Waidtdmel| 'lr‘? g r{ﬁ%fep %ﬁ%ﬁ%ﬂé@&r@ytntéqgerﬂ%y {2 S){[%Q’H | Rupled to

ter every t entertai nnment gane,
th%lemmmecfmﬁz@ubomnctu on may conprise converting said
at least one winning credit balance into gane
credits. 20 The processor_ may deduct a wagered anount

f 1 oriNEHIOMESPOR 4t AHRRIEAPERHIPN StaleraY GipRlY HEdEFRective reduction
raﬁattabthéauiﬁﬂﬁ!gdcrﬁalt bakirkeaé efidpghddabhg tid H@ﬁlayTEﬁd stored in the

reSRGAVE B HARIRSGR MRS MIBota A RS o aHCLBAGLE fagston to be

exbtgtad B¢ thicpayiogt moduleemai nder of the wagered anount
fromthe gane credit database. The pre-defined

al gorithm may conprise deducting the wagered anpunt
f r offhet prec&¥Rodairalaa sesorth opdration pstated ahayn eappdy diss regpective

58 S0 B 5 R i BB SRRy e

disptaynard g@n&d b thei ttesdatt'a'bd%% databades whanpghstyueting an automatic

e T f h
Pl GICEPGh, e BFoQRL T BR, PRloR drBle' v Sy tu, o the
entaﬁtatrtﬁ@er‘d gam@t tr@rﬂwtomem pawupmr@mramwmmee ceavertingsaid at
leds®bife WihhildFeréfPbiighee into game credits.

The processor may deduct a wagered amount from the PP databases and

from a game credit database based on a pre-defined algorithm.

The pre-defined algorithm may comprise deducting the wagered amount first
from the PP databases and then deducting any remainder of the wagered amount

from the game credit database.

The pre-defined algorithm may comprise deducting the wagered amount from
the PP databases based on pre-defined order of deducting from the PP databases.

The processor may deduct a wagered amount from the PP databases and

from a game credit database based on a player selection.
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5 1In the deductions fromthe PP databases, one or nore
reduction rates may be applied. A virtua
return-to-player (RTP) of the gam ng machi ne as
audited with 10 reference to the displayed w nning
credit bal ances may be higher than an actual RTP of
the gam ng nachine as audited with reference to the
payout of the gam ng nachine. In accordance with a
second aspect of the present invention, there is 15
pr ovirdeslayer seidetion edayi fophe@meontiprizeg saplapet sléadéd orlal of the PP
d%?%ﬁﬁﬁn a gam ng machine, the nethod conprising

%l 'g respective winning credit bal ances awarded by
the entertai nment gane executed on the gam ng machi ne
in - LBt P t o | LG
the T ar e Rahslh i EP batctakes RELBURAER rafe O B Bl
nore PP dat abases based on winning credits awarded by

the g Hé&\ie‘ﬁﬂﬁ@?rogfﬁg; PR tp3s AP RIng! &%gfn%sr%@ﬁ&io\ﬁerates may

reduction rates to Wi nning credit ances

beggpRliedyed and stored in the respective PP databases

when instructing a payout function to be executed by

a payout podul e of the gam n? machi ne. I n accordance )
wi t 1 yirtuaf rrﬂtuﬁ"s*ﬁ’eelﬁy%ff ('%H%‘ B 4R [ganing, dRAGhiRe  aghavditedswith

refefeNced@ttha distayedMAitngly Ereai dalaicedindaysbe rRsH 4R actual
t hereon c ter code nea

Vi store )TpU S or )
RIS GG Srachiin s pudiir s roianos K i pry Ovhehihgeaming
michiexecute a nethod of inplenenting an entertai nnment

gane, the nethod conprising storing respective
wi nni ng credit bal ances awarded by the entertai nnent
amin excecndiaack avitl lze segamni agpeticdfi the present iventionm,ethere is

g : | a8 . ro/e
oy ¢ Mo CErBRERAME 0 B\ TRUMEE St 's Pt Wechine,
thel mafhmt_e@’nbrzi&i@ stmmiﬁg/i ras;i:emva ovirgding sr@hd:aia&ebwwartd_ed by the
oS HATR DDA SIETRCH, b1 FHE Y o
(PB} databades; displaying e winningrredibbalapesss majntaining the one or more
PP BShba&s %eg %}f%ng Ereghks %Wakf:éhdib%eﬂ?égéh’c%ﬂgin%nﬁgame; and

payout nodi _ am ng_l mact _ n accor dance
applying respestiveedustion rafes théepwinsing creditehrianses displaxed and
stdr&d Bh OYd W&bective PP databases when instructing a payout function to be

executed by a payout module of the gaming machine.

In accordance with a third aspect of the present invention, there is provided a
computer readable data storage mediu_m having stored thereon computer code means
for instructing a computer processor of a gaming machine to execute a method of
implementing an entertainment game, the method comprising storing respective

- winning credit balances awarded by the entertainment game executed on the

gaming machine in one or more Play Point (PP) databases; displaying the winning
credit balances; maintaining the one or more PP databases based on winning

credits awarded by the entertainment game; and applying respective reduction rates

to the winning credit balances displayed and stored in the respective PP databases
when instructing a payout function to be e_xecuted by a payout module of the gaming

“machine.
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a gam ng machi ne conprising an entertai nnment gane
nmodul e; one or nore Play Point (PP) databases for
storing respective winning credit bal ances awarded by
the 5 entertainment ganme nodul e; a display for

di splaying the winning credit bal ances; wherein the
entertai nnent gane nodule is programed to a sel ected
game return- to-player (RTPL value taking into

consi deration one or nore réduction rates applicable
to the wi nning credit bal ances, whereby a virtua

dited w
Tof dh Bcaonc Wi e ﬁﬂ%%&%ﬁaﬁﬁ%@ e Argvides
a gaming gheohirteham@isirgedruattenaiomienegdfé makduteh engant ngore  Play

PIREPS Sofbedts e Ribrl oy U RIS ¢ Baf BaBpH e av ¥ Gy e
entertainreeltcganos mm a flisplay dor disptagingi the winhing tdredits palatices;
wlgrelh tilge Q?éﬁgmf'nén?é?ﬁ@ rﬂ&:lulé %eﬁrggl'a?nrﬂé&’ Yé g%@le%tedl me return-

an entertal nnen
tO@!ﬁyethFFﬁ’dhvai@e teliag n@tmmns@gmpnsom@ ot mqrﬁgreductlon rates
apbRRE td Wi w..ﬂmdlereartecgauéncgel @Hsr%%g%rr@sﬂnfaxhﬁg RTP of the

ent ertal nnent
gapyirg mashias asexditgd yiihdplerencetie thg displayed d\ﬂ@dm cred|t balances

is fPﬁdr@F G8sn aW S8LAHaBBint NeTe %f%&agmgt mggﬂﬁ% "Qt%gé'tl.lcﬁtghowlth

sel ect ed return-to-player
refpfﬁrge 49 ﬁé‘l%’gtn'aét"?@ﬁ Qgﬁep%’ro“hﬁ? fé‘erQ?dﬁ'Jﬁg |"&ﬁ?hF'&t%?" Agplication of
theapalutiiciiatest 0 the winning credit bal ances, whereby a
virtual machine RTP of the gam ng nmachine as audited
with reference to the displayed winning credit

bal &na@:ﬁrdar&ehmﬂm fifth h@;ﬁbcﬁhf ﬂ@tmheﬂfﬁzﬁx}@nﬂﬁn Riéteds pt'dﬂﬁtled a
reference to an

IR e SHoraEMshprge HRch PR R rgpfine. the Hethod
comp(ising atdring reépectie wirethir tiedit bakiness a®arded bycamedﬂrtamment
soleiffud i S REiky ol BRuR PR Mk AL AR agh51€ wions
cre!da\hai@css,opmr armarngdhe cammmlwnerd@mnemmdsule fooa selected game
RS TRTP) SR oo TS5 SR AT ARLITRRILES ras
appjipable tOh@emzmnm edip batsinaes, swmrehg a eigpalcmiagking (RTP of the

s Sl WP e 19 BB e

is BioBpr HAman tasual mahine FERIICE thagangng: mashing semausiied with
refélafice &hR ACRIANVRDE o8 PayBROM the tg%rrﬁngS RlaRRine hr@RBBplication of

return-to-player (RTP) vaI ue tak
the reduction rates.

In accordance with a sixth aspect of the present invention, there is provided a
computer readable data storage medium having stored thereon computer code means
for instructing a computer processor of a gaming machine to execute a method of
implementing an entertainment game, the method comprising storing respective
winning credit balances awarded by an entertainment game module in one or more
Play Point (PP) databases; displaying the winning credit balances; programming the
entertainment game module to a selected game return-to-player (RTP) value taking
into consideration one or more reduction rates applicable to the winning credit
balances, whereby a virtual machine RTP of the gaming machine as audited with
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into consideration one or nore reduction rates

applicable to the wnning credit bal ances, whereby a
virtual nmachine RTP of the gam ng nmachi ne as audited

with 6 reference to the displayed wi nning credit

bal ances is higher than an actual machine RTP of the
gam ng nmachine as audited with reference to an act ual

val ue of a payout of the g;m’ ng machi ne after
application of the reductionm rates. 5 BRI EF

refrSad BTﬂw@H:@Ey'EHEVIQWEP@ HalEees "@ﬁ’gﬁelolhah Eaﬂ actual machine

ion wll bette ood and re
RIBSE Mt Ghinifl macingres s fiat] MR CRlerer1o ekl vilke of aipayout
offtbé lgemimpmachine einertmmhu:atlphlocbthe redugtioy refes. 10 exanpl e
only, and in conjunction with the draw ngs, in which:
Figure 1 is a schematic perspective view of a gam ng
machine in an exanple inplementation. 15 Figure 2 is

Bﬂll_flfbﬁétbﬁﬁgﬁw E"guredﬁlﬁismﬁé‘ne in the exanple

I mpl ement at 1 on. a schematic drawing of a
conputer controlled gam ng machi ne for inplenenting

the Qﬁgémh@n!s'mltﬁérﬁﬂteﬁﬁdn%m b%ooé:ﬂeg Wh8erdtdod a?'ldsrreggifpéﬁﬁarent

drawi ng of am ng machi ne according to an exa
to; 3 @fn%rﬁ’irﬁ‘ﬂf skt "Fcuﬂgeu pe from dhey fqllomgmrltten Hea@mtian,l iy way of
eﬂéﬁiﬂl@SnIQfaddm|c6ﬂj@ﬂ&tidﬁgmﬁff‘th8r8r§m1§é NA%Mchgame on a

gam ng machine. 25 Figure 6 is a schematic draw ng of

a gam ng machi ne accordi ng to anot her exanple
Figurg! ereni athematic-parepéctive vew & 8VEdMIhG rhhéHasd iftanN8xainple

‘?@aof i npl enmenting an entertai nnent gane 30 on a

lmggm f

iffchi ne. DETAILED DESCRIPTION 7 In an exanpl e
i npl enentation, an entert ai nmsnt ganme is i npl enent ed

F@.ﬁaﬁ( éps'c(r:egelnﬁﬁcgt);sh‘g%ane vy B%rﬁﬁag\ple |mpiementatlon

Figure 3 is a schematic drawing of a computer controlted gaming machine for

implementing the example implementation.

. Figure 4 is a schematic drawing of a gaming machine according to an example

- implementation.

Figure 5 is a flowchart illustrating a method of implementing an entertainment game

on a gaming machine.

* Figure 6 is a schematic drawing of a gaming machine according to another example

implementation.

Figure 7 is a flowchart illustrating a method of implementing an entertainment game

on a gaming machine.

DETAILED DESCRIPTION
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i npl enented in the gam ng nmachi ne using a processor.

| npl enentati on of the PP system conprises using one

or nore "PP bet" databases and one or nore "PP gane 5

wi n" databases in addition to typical "bet credit" and
"game wi n" databases stored in the gam ng machi ne.

For the description below, the one or nore "PP bet"

dat abases are terned as PP_Bet neters while the one

or nore "PP gane wi n" databases are ternmed as PIP
ganmdnwinnexaeime impléthehtatiop oc esRatinmand bamens iimglehitnitddPas a

e, RS BT I Ree PSR S5
implenérdealin e gaming cetkineiused byprodessandmplerehtatiomof tige PP
syglreﬁ'p&;rﬁpnsteg %tsﬁ% %'PIEQ:Q nidré db%%e?roeatéb%ggg gﬁ? opé/ oF Qﬁ)re ‘PP game

cessor respect |
Wlw M@bﬂ}eé rreaj:ldut@na@ é!plced“tbcbd"edlﬁwdr game wirg dataéaases stored in the

ga'irﬁﬁ'd)ﬁf%‘éhlﬂé ﬁ&ttﬁg‘?}%&&h&f bER&, MR of ﬁ]gl'éeﬁitlf B&aﬁgﬁbase are

The reduction o e W nni ng credits may be carr
tempd PR Pef Bstase whiletheangcaringre 'BP gemewdin” daiahases |aes termed

Sfppg‘g@,@vp,ﬁmgté&es or rates for reduci ng w nning
credits for charity contribution purposes etc. For

exanpl e, winning credits awarded by game wi ns of |ess

t harTher preaskabr, titpkaitin rtl‘ﬁad IPFS s8N ProcBssed t MO Ackd- winning
/ nni n&l credl s awar de game w ns of 5001 to | ess

oredig Avaried de SIPET RobEGT AT TR Fepending egieyeyel of wins
demmiredmyrtne mwhedﬂ Wiamawétma g \aﬂmg@mm ase ﬁa‘comée eby the
el on \? to cat

PG RO FSRECIE g BRERYE, Mol M= TR RS crofts 5 Teduoed
accartiiegdo yhelk rasgectiexcategbriza dfcttie qu‘ayar re@ddﬁt ipayout.afre @tuction of
o i SRR Bl At R SRR AR e
fororaofetgn wgteﬂoara&esr fod variding agadn@ oredits &t oty montaibationf purposes
o3 10 lBHE e Bl SSRF I e 5 g 500
craﬂhltﬁ bateng to gategery dor Waaning diedis pwarded é:wrgan@dwnnedxﬁéioobmo less
thd’n%re%quﬁ‘ﬁtoafbogb&%cﬂgtﬂe}bﬂ?ttg cﬁéggry é’%ﬁé‘g\ﬁ’n r{ghc‘?re@i{ a%(v%rded by

e rewar vouchers equil va
gamswues plompfeethan éﬁ@ﬁ%ﬁrﬁgtwﬂ@nm@ categdnt §- Mtheegarﬁéo reduction,

foerﬁﬂipRag vitrtl ERdiMecERly %GQ%C@GU@BC%SQH% 3 ‘Pec#] uction rate of

predet erm ned reduction rates. he ot her .
10% WG tregiisyin ¢alegondt arectpdisad Ipﬂéyelﬂn a qu'@cmnrrﬁtw 15% and
WIrﬁﬁr@;dbrbaltﬂTﬁaycat@rﬁd L HredfedVBaIr basddesh biSrelidction %!enéfe20% during
g r}g t he enterﬁb?,l nmeeR % The anount of %
payaul i s descietionga PRt reters a gelated iR Befanalpts a splated PP game
wir’ mfe{eeehed doﬁeﬁﬁlﬁldrng%@@i&érﬁmeaﬁedlﬁiﬁbn [751Y eA?an BREM&IVENo cash
pa%ﬂu O:Il?ei W%;Perﬂg) : Ocer%%v%gdedIWth gﬁs? En?d \6}0&||’1ers o? quLr}rva ent value to the
remaining winning credits after the winning credits have been reduced according fo

predetermined reduction rates.

On the other hand, if the player does not request payout, the winning credits may
be used as wager credits to continue playing the entertainment game. The amount of
wager credits selected from the PP game win meters are reflected in the respective PP
Bet meters. For such events, the processor implements a pre-defined algorithm in the
form of a deduction rule to define which of the PP game win meters to process for
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formof a deduction rule to define which of the PP
gane win neters to process for 8 continuous wagering
by the player. Alternatively, the player may choose
the order or sequence of PP ganme win neters to
provi de the wager credits. In one inplenentation, when
using the winning credits for wagering, the bet 5
credits are not subject to reduction rates.
Alternatively, in another iftplenentation, the w nning

coﬁf s vads®eh b theplaRsr] ﬂﬂerﬁﬁﬁbe@e tHeeﬁHFeQd'néy chd¥e the order or

eri st age .based on ot her set ,f reduction
Seﬁ‘é g of %ﬁ &'"HP‘?%H’(R’PY' f(NEAYAgET BV She t he sane or

di fferent fromthe reductlon rates used to reduce the

[ 10 Thu
e Th oG dBREmraRst Wb P o M Eedis, of atasesno. the bet
cre.dltstanalnohslg)iecRﬂaPredpetrcmeratagAltmmtmblyrmyamﬂheramplepieagaaom the
wind B4R TP JAGNDRG B o HRCAE W e FlbenRhEGI ARG on
anatheosejlqﬁgectuotlorpnameﬂ' Bis meheﬂedeclloo tratem maytbesthe sgmeatr different

ffomﬁgﬁ{i@d’a%%@g%? %gg nﬁ'é%ngq:%{aﬁﬁs&agg onl i ne

I nternet ganes and may prow de a high virtual RTP

per 6R0d, afRahtaheddl, in@ﬁélﬁﬁilentg gé"hé‘ GaABERb fbe%m%aﬂ high RTP

online 'l nternet ganes. based gam ng nachi nes
Per%eiaaaéﬂh’%t“weﬁﬂéa%dﬁamerﬁﬁq Be Q%n'nﬁlmaq‘ﬁ\er@n‘?ﬁ the| ggtual RTP

pe%ﬁﬁb@e@ Sppakbr@oniP khen Miehividamhg  BRAMARKE 3bddR8! according to
machi nes, video reel nmachi nes, arcade gam ng nmachi nes

predetermingd reductionyalas e- atthetimexf PAYHer el ectronic
tabl es such as electronic card tables, electroni c
t bl es tron es . tabl es etc, an
[ or TBe BB S R8naRay b ey i lad pesed ooy Mapines K quiine
Intérabi gsmésiahd aﬁayTﬁDo&Bierlhcgheﬁrt@a] kRTP tpahieﬁ&getfﬁr tHanlahd ebased
| ntern but not, limted

[l
oot oheigine AT ReiEtiE gaites LeBihre st Frshion Bibce. ou
areondti lindted rim sl formhsy ofmaldbit madhinesrsugia e pokdranachiresgmechmemical reel

ma%ﬁ]ﬁg% oY) Hlatfinde &E{Jeeg%ﬁ'i@% Vohfhet 244 Ul %\FF&%S of Yoult
or her servi Ge nervorks, JVre 0t gamng machi nes may
player ieteplrenietakies suoh dss lelectipnicienard: dables, ¢ectrcalsl eoulette tables,

elegf?éﬁlg 8@5 t és &@Sﬁr{d Bl h)%%e d'bl%gérgéeqalﬁspﬁlagmlln gga eiectronlc

| S descr

tabéeSgealﬁh ﬁg Tﬁﬁ%&wlﬂ@ié emprkentabiesraic. aOnlingl intgenab games mcgaqleebtm are
noﬂlgrgi?eof} rf]tged'fafo‘rrﬁs RETSHRRS tch¥iRo \daRt¥s O bnfheI BN GoBMCEINMES, online
massively multiplayer games etc. The gaming machines may also be implemented via
interactive TV or other service networks. Virtual gaming machines may be implemented

on desk top devices or portable devices.

For description purposes, the example implementation is described in detail

below based on a gaming machine implementing a reel game.

Figure 1 is a schematic perspective view of a gaming machine 100. The
gaming machine 100 comprises a liquid crystal display (LCD) screen 102, a keyset
104 of push buttons, a cash input mechanism in the form of a stored-value cash
card slot 106, a payout button 108, a prize pay-out tray 110 and a top box 112. The
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gam ng machi ne 100 conprises a liquid crystal display
(LCD) screen 102, a keyset 104 of push buttons, a
cash i nput mechanismin the formof a stored-val ue
cash card slot 106, a payout button 108, a prize
pay-out tray 110 and a top box 112. The 9 LCD screen
102 di splays the reel gane. The LCD screen 102 is
incorporated with touch screen technology to allow a
pl ayer to play the ganes cofftained in the gam ng

LoD GBI 1HRUispiae theyssliigahtst The REBNsdhedn 003 .@inb@mrattétew.th

ayer to o rate or initiate th m ng nmachi
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thé ?'aﬁ'h’r%gmtaeﬁngrmgn RRY pggé utlu@¥n 488 is TBR/kQP tll?é’g aié?rel:@ives

ed on the gam ng nachi né
caébrﬁaﬁtd addydhe gel \game tbawsh thqmmze meoatrtf%‘rw gaadep bey 112

is BCARPYF th ! GFAhe YERING AR R0 ¥hdBoRAPriddiar 8Rlvork panel
ane. The anount of w nhing gane credits awarded_ whe

118d h§| Fpuerkypanel diéndispipys Witning, combinatigagndon winning the reel
agfé/ EI'h@ %%d@lﬂﬁ@ﬂmﬁﬁmafbaﬂ@&e&%ﬁarﬂb@ WAdn @he PROSNAIRERECh turn

ine preci at ed
of e iPehareRI® SBTTER tARed B 2 dsHable SRY G regramed in the
gafiing A@chifé 0. cash card is descri bed above for
converting cash into gane credits, the gam ng nachine
may be configured to conprise a coin acceptor or a

bi | it wihbe cdppretiafedrby @pemph iskilecCiagthe barthatGilthieughi an gtorend-value
e h ! hin 0
caff Carh o et HRHE o Rl PR are, B89 fifbaming
maphgd tsyble wnf@jradttocdamttpnse aacojralscdeyptor oora dili vahdator for
- r r tyi T 1.0, C . -
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mayawcwiguredtm@cceptmleﬁtroanqoﬂr@qséerspf gaiergediterky. using a ticket in
FAIEAF 'Y BardtiB§aS2Y %gdpay rt?g@:eadgﬁt}fcgﬁoncgé}ﬁ'lﬁgl‘éﬁ%n{e‘a as an

accept el ectronic cas convertin

- eleghipic smat cardpyp magesti serdachimikhesgrment agalayejraddng card.

Fuﬁﬁér‘ﬂ%résﬁ-@ Bé(rtnhﬁfrr@ct hﬁi&‘@fmﬁﬁ B coifgRRst Y RBeftNélb&fonic cash
ayer account o e

pa?me%t for converting into gamep credlts by accessing a bank payment gateway
authorised by the player or by accessing an online player account of the player

maintained in a centralised system coupled to the gaming machine.

The above cash-converted game credits are termed as Cash Credits (CCs) in
the example implementation. The CCs are used for game plays and any unused
CCs are fully refunded, ie. without reduction, when the player requests for payout by
activating the payout button 108. The CCs are not reduced during payout since the
CCs are originally unused cash belonging to the player.
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mai ntained in a centralised systemcoupled to the
gam ng machi ne. The above cash-converted gane credits
are ternmed as Cash Credits (CCs) in the exanple

i npl enentation. The CCs are used for ganme plays and
any unused 30 CCs are fully refunded, ie. wthout
reduction, when the player requests for payout by
activating the payout buttoq 108. The CCs are not
reduced during payout since Phe cCs are originally

unuggehis aégbrﬂé%l@ R8¢ Wehniir}y ddife @}e@}@ bwarddd Bythk t@;'aﬁmngiqmach|r|e

descr.i t|on credits awarded
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baldiee g 2a¢ ﬂosﬁﬂ’fs&dré‘detﬁalﬁ@t)@s)bafdr@mcmhﬁg geime phgl. ance
and are not transferred to the CCs bal ance during gane
play. 5 Figure 2 is a screenshot 202 of the LCID
scr eFeguréQZssmsmémhbhﬁoz et‘ethegm sciz@h 102 sHoevirex thepreel game

| emen I on 1Y
2048, GRS gt el 380 Teg a8 Rt S es g plucay of
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anount | ayer accord %Pto t he winni ng

acgerding, tOAh? é‘{i'&'ﬂn%sc%?é% "’quqhb'i‘fﬁ%hsaﬂ\b §°rﬁ?§%|’3a9'§ﬂa$‘?ﬂja”d

thé bl@yéﬂ c‘a‘{'u%layﬂé\ébrﬂhﬁ'}/of&ﬁ@ Fed Qél&ecbfy def;wes(s th€ BPEN B)itton 210.
depressing the SPIN button 210. anount 212, a
first PP anount 214 and a second PP armunt 216 are

di spl @gethourit @128 éinsd PR a@dadntr 2Ry @5k 8 secéidB PP Gt @46 are

ciped T € pirohnt < Srestblnbos fanintpd ettt i B plaver

usiugtba sti2dd valep rcasie oardRirsilestherfiest R ao@ind214rane tePserimd PP
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implemeatedeid the gandng g‘zactjlnerfww@uredl )cbiné ingonbat pbRPofame win

onSedE R R T 348 S B RATAREF By o

maghiper e (Figure 1).

Before each turn of the reel game 204, by a default configuration, a wagered
amount is deducted from PPs balances in the first PP amount 214 and the second
PP amount 216. A pre-defined algorithm in the form of a deduction rule is
implemented in the gaming machine 100 (Figure 1) to select one of the first PP
amount 214 and the second PP amount 216 to be deducted first since there are
more than one PP game win databases. In the default configuration, when both the
first PP amount 214 and the second PP amount 216 are zero, the remainder of the

wagered amount is deducted from the CC amount 212.

As an alternative to the default configuration, the player may select the order
of the CC amount 212, the first PP amount 214 and the second PP amount 216 for
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25 amount i s deducted from PPs bal ances in the first
PP anount 214 and the second PP amount 216. A
pre-defined algorithmin the formof a deduction rule
is inplenented in the gam ng machine 100 (Figure 1)
to select one of the first PP anmount 214 and the
second PP anpbunt 216 to be deducted first since there
are nore than one PP gane MAn dat abases. In the
default configuration, when Thoth the 30 first PP

dedfieity tﬂé%@@grehh%nﬁﬁﬁpn%ﬁ’& gLk l?e?@R@h? Bifofs H‘@ 220

remai nder gere anount i s deducted fromthe
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seggymz’s%]ng t}f’ng (?(%) é‘?agstliggséts]?n F F ka?orgﬁééegﬁa I?ilh%’ current

respecti e or
seligthdcamount|i Zd%‘mr ersdlitrg nptwffmqmto dedutittheswhgered laotauoh
222. For exanple, the player may sel ect the CC anount
212 to be deducted first before deduction of the
f i r ¢t touph gatpentreglyagar hufen 2dda dlisptayesdoamthea@D screen 102.

Déaréésﬁ{geme re%waggf baRsn %zd émsqﬁ% FayerP® Héﬁ& ér'i‘ amount of

nbi nat | on gering curreht sel
Wa&?fﬁfh?regtt?on m@frelﬂl 92'1'6 he§°fﬁcﬁaca G ofitee reel @aﬂ@d l]-@t-‘ch Reeen
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screen ressi ng

224 is dis %edont g
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anfun@Miaintthef reslagaprd @I afbidetamindie stepd BRMRIepRISSING the

each LS)lurn of

t
lncirﬁ%sreé SEFERfT Plé'g%’@ gfé t%%sreEE%Ct'VQE’S%Pé%@E‘PH &pryeaghytige the
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LCI D scree adj ust e wager ed .
wegRb RO P01 S I B Bieit, RS BT irount i
dlsqbtayedsmthg reblewagarcaraaset/ deplag 230 ind tlenso2@€pondidg selected
colRBE S LY ohtou o0 T b A3Ehd Bk e amoun 216
dewagafw agoording tothe mageessl amownjer anount di spl ay 230

is adjusted by fifty points. The wagered anount is 20

di spl ayed in the reel wager anount display 230 and the
cor Afiepeanhi e eldhe ceql@ame is played by the player depressing the SPIN

button 210, if there are any PPs awarded by the reel game, the first PP amount 214
and/or second PP amount 216 is graphically adjusted based on the awarded PPs.

In the event when the player decides to stop playing the gaming machine and
depresses the payout button 108 (Figure 1), in a payout function, the remaining PPs
and CCs are paid out from the gaming machine 100 (Figure 1) e.g. in cash/coins through
the pay-out tray 110. In the example implementation, a reduction process is carried

-out on the PPs using predetermined reduction rates corresponding to the PP game

win databases. The reduction process carried out on the PPs may enable a high
RTP game content to be used on the gaming machine to aftract the player and
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dat abase of CC anount 212, first PP anount 214 and/or
second PP anobunt 216 is decrenented according to the
wager ed amount. After each turn of the reel gane is
pl ayed by the player depressing the SPIN 25 button
210, if there are any PPs awarded by the reel gane,
the first PP anmount 214 and/or second PP anount 216
is graphically adjusted baszg on the awarded PPs. In
t he event when the player detides to stop playing the

pr@ﬂ@é @vmﬁﬁhh@]ﬁ RTF tod@Rr 5@?&5dhh€g {Qﬁmub[apumﬂﬁg out, the
e remaini

n
rodig R TRSES 2 FAIF DB O SHHTERBINg dRTIATTHACH Fdudl dgver RTP
petdergagee 1) e.g. in cash/coins through t he pay-out tray
110. In the exanple inplenentation, a reduction
process is carried out on the PPs using predeterm ned
r ediic theoabowet esangue iepleamtitatignt thet RBs ABed dorewagering from the
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Pl Ps used Tor wagering fromthe first PP anmount 214

and the second PI P anpbunt 216 are not reduced at the
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| enentati on, Ps used %}%GEH ng
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resP BB RIEROPeR B4, hS PR, Py SERIRe Pietip A8 Bk Bétveen
theadi$plaled PRy dnitke garaing peachine and the sl payout. duri ng t he

cash 15 payouts, printed receipts may be issued by the

gam ng machine to provide a "breakdown" of the
r es fiail be apprecitsiccthat aitrdupb dhes payout fustction isstegcrfituad in relation

o B8 MR ABEDNE SO S B R AT s

- SUGH @%)ndgeé@uw@n@mav helegjepmionianaiarh ite éheapldyarasceaint ibthe gaming

makRRQUE - configured to support a player identification card implemented as an
electronic smart card, a magnetic card or in the form of a player tracking card, payout
through a bank payment gateway or electronic fransfer to an online player account of the

. player maintained in a centralised system coupled to the gaming machine.

For cash payout, such as using coin out, ticket out, hand pay or the bank
payment gateway, the remaining CCs are refunded in full while a predefined percentage
of the PPs are paid out. The predefined percentage is determined based on respective

reduction rates of the PPs.
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20 It will be appreciated that although the payout
function is described in relation to cash paid

t hrough the pay-out tray 110, other various payout my
al so be used such as ticket out, hand pay, electronic
transfers to the player account if the gam ng nmachine
is configured to support a player identification card
i npl enented as an electroni¢ snart card, a nagnetic
card or in the formof a pIé?er tracki ng card, payout
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a pr;edﬁtieﬂadrqom cansfag payda métrfoheusHBScmrtplaPsl toutheir cash

redefi ned percenta is .dete ned bas on
valulS BB ' BER iBREEER Mafareib] dlbRE i THg Bnverted cash
vaklescire added tb e SOsrad thel tdialaash balaséeelsnmm ta thegplayer account.
I C I
T@g{\kdﬁ%rthg 8%’%‘2 pl%ﬁﬁ &%ﬁeﬁggﬁﬁag&cj}%@ﬁf&m& aé(eeéiroh.c%%'ﬁéfgﬂv.a e.g.
therplalyertsadlting daed, dlee thtal Bagh balaste mhe@eru;ad ¢o t:omwstfterCCs If the
A cash val ues
PIYRY Bufiadib BEGh Ot O CRRIBUERL. Rpaid e TIEA” CER0 | b
rates. The converted cash values are added to the CCs
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More. 15 an _one PPs ur es ated if, .
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pl ayer may start game play with the retai ned PPs
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- redugtiorepropessesion thetfs rave been carried out.

For gift/voucher payout, the unused CCs are refunded in cash or by electronic
transfer payout. In gift’'voucher payout implementations, the gift'voucher points are
issued from the PP balances. The reduction of points (due to the reduction rates such
as tax) on the PP balances displayed may be executed by a payout module of the
gaming machine. Players may go to a gifts redemption counter for exchange according

to the points issued.

Alternatively, the payout module may issue the entire PP balances as the

| gifti'voucher payout. For such implementations, the actual value of the gift/'voucher is
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20 respective predeterm ned reduction rates. As an
alternative to nonetary payouts, the player may be
rewarded with non- cash prizes in the formof gifts
and/ or vouchers of equival ent cash value after the
reduction processes on the Pips have been carded out.
25 For gift/voucher payout, the unused CCs are
refunded in cash or by electronic transfer payout. In
gi ft/voucher payout |npleneﬂﬁat|ons the gi ft/voucher

loRéH AES 1R BointsSrefeedit Bt iLtHR! §lral-ABE € Fhe TE&iction processmg,
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occur
of §iré gamingemesiting afiec applicetion pﬁtl‘@uelduqbttml r@tasn imothen svorgs the

gahith Ha%hmgﬁggrt%?mr{éng"gntﬁ dtdethe SHBAL r F&‘fal'oﬂ%f 'tl§3 payout

progr ame ted return-to-pla
ameyMnge 5 taking into consi derat| on one or nore

reduction rates applicable to the winning credit

bal ances, whereby a virtual pmachine RTP of the

mac mhﬁ@xa@pkmmn'%eww may @isebe Aerfigused Wecqn\@%ﬁ’%ﬁgfg CCs

ba@bdﬂ Wnn&eﬁfrégpéctlb@pﬁ@@éiérrhlﬁedﬂlrédﬂﬁ',&loh ha{ésaﬁlﬂ@dlétély after game
ine RTP of the tg% machi ne ag audi te

W"P%f Sysepnigyrgtion may; Se\giacft{ljlgg@fg -8 ﬂgg{atioaffa I}()Hés when there
ar@&mr@@fa"vamm& @bﬂ@me @pm:mg: ﬁfalcﬁmleTHdlﬁlayét@lm'éltﬁlﬁs unable to

amn

walgeh gtk PRE anfith s rha Bl v PP e reltogs |-BRiogine ot
slightly IpeyraRTP. anount . The exanpl e i npl enentati on may

al so be configured to convert PPs to CCs based on

their respective predeterm ned reduction rates

i midte @(ahmleafrnwemgaimﬁon lmwadﬂitioﬁﬁﬂy deccouifiggtadato gliow some
ca{éﬁé{rz& 'cﬁr%eﬁe@‘t Qﬂkbe&-v%ﬁr% h%ﬂ'alleﬁpg&irv%ﬁﬁ@&ermined

Ar'e nnre RGeS I nan avarl e gam ng chi nes.

redusopraige mgnm‘t@etymﬁgr gatad winstvdhile other categories of PPs may be kept
for use for continuous wagering until the player cashes out from the gaming machine.
When the player cashes out, the remaining PPs are then converted to CCs according to

their respective predetermined reduction rates.

In the example implementation as discussed, for each PP set, there is one
refated PP Bet database, one related PP Win database and one corresponding
Reduction Rate. PP Bet refers to using of credits in the PP Win database for game
wagering. For gaming machines with one set of PPs, the Machine profit and Machine
RTP are audited as follows:

Profit = CC Bet + (PP Bet — PP Win)*(1- Reduction Rate) ..(1)
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wager using their PPs and this may result in the

gam ng machines functioning at a slightly | ower RTP.

20 The exanple inplenmentation may additionally be

configured to allow sonme categories of PPs to be

converted to CCs based on their respective

predeterm ned reduction rates imedi ately after gane

wi ns whil e other categories gf PPs nay be kept for

use for continuous magering ntil the player cashes

OURTH QM e WGRH- T dIBRIRe) 1 / PHEBd: BPrBaYE! Ré&l&h&wSRate) ]

out, the remaining PPs are then converted to

accor: )ng to 25 their respective predetern1ned

reduction rates. In the exanple inplenentation as

di scussed, for each PP set, there is one related PP

BetFod garaing seachinee witk Inaseastbf PPsVthe Madhaleasefitand MaeRine RTP are
ﬁndlng Reduction Rate. PP Bet refers to using

?€in the PP Wn dat abase for game 30

wageri ng. For gam ng machines Wth one set of PPs, the

Fortoe et (P8 BRI RellcRof BRI 27,
Reduct i on Rat &)(PP Bet’-1FP Yn )*RFFRGWJEIWVW@)* Reduct i on
Rate)]/[ CC Bg IﬂiP%PE‘BGII’PWm '@f‘%@h&% (2)3

gam ng nmachines with n sets Chl ne proflt

hi TG + 2k
gg t@hTNBaé? p'p r[@»p%% = %o@c@émh(eét@ti Rgg:u \?:V:i’r:l o(nggdd%h&i Rstegc

Bee - PP Vin sy« PP \indliktRestoken Rated 1/ + (PP

Betn - PP W ng€jBet +Hee Bef'{( P RERICAN Rate”) € BP Be@('lRﬁE%ct:on
PP Wnl*(I- R dugti on Rate' )+ PP Wn 2*('1 Reduction

Rate 2) . ..Ra&%®) pp Wn n*(, - Reduction Rate n) | |
CC Bet + PP Bet).* ¢IPP Batiuic Reaikctidatre™y] PP Bet 2* ((4)
Reducti on Rate) . ..... + PP Betn*(l - Reduction Rate

4 dlfferent tio b en

R IR R b et el BB Ll BB came
RTd%amag riueaﬁmtd roeyygamaey desagrf bmmaa\mwa@efml averapeevale dbang iong
period while Machine RTP may be variable depending on wagering behaviour of players.

Based on typical player behaviour, it is typically found that PP Bet and PP Win
generally increase faster than CC Bet. This may be due to the nature of programming of
a gaming machine where a normal Game RTP is generally more than 50%. Also, the
player is generally more likely to use PP Bet than CC Bet for continuous wagering. In
addition, since Game RTP = Win/Bet, PP Win generally increases proportionally as bet
increases. From equation (2), when PP Bet and PP Win increase at a faster rate than
CC Bet, the resulting Machine RTP is higher. As a result, a high (real) RTP may be

achieved as turnover increases.

The gaming machine may comprise a computer module 302, schematically
shown in Figure 3. The computer module 302 in the example implementation
includes a processor 318, a Random Access Memory (RAM) 320 and a Read Only
Memory (ROM) 322. The computer module 302 also includes a number of
Input/Output (1/O) interfaces, for example /O interface 324 to a display 308.
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peri od whil e Machi ne RTP may be vari abl e dependi ng on
wageri ng behavi our of players. Based on typical player
behaviour, it is typically found that PP Bet and PP
Wn 20 generally increase faster than CC Bet. This
may be due to the nature of programm ng of a gam ng
machi ne where a normal Gane RTP is generally nore than
50% Also, the player is gqﬁerally nore likely to use
PP Bet than CC Bet for conti'fuous wagering. In

additHeOfomSoritmes SBie ddhiputer'thodRe t302RTpikkIy Qﬁ\ﬁ}ﬁﬁﬁl:éﬁé via an

ncrease proportional ly as bet increases.
% g(bz'f 52 mH TPPETRRET REWPHO (inPeReR é'é'ﬂ%d iy thg relevant
aﬁaster rate than 25 CC Bet, the resulting Machine RTP
is higher. As a result, a high (real) RTP may be
achi eved as turnover increases. The gam ng nmachi ne may

co nﬁ'ﬂi%mﬂc&ﬁnmprtogramm tipieaBy Auppsligaetvathie aglelator ehtmngammg

mpchite ShicReprona S YRHDE et st o -5 8L BTRRf prgmory
mmhd@sscm myer(lmw}ardsﬁl@k and readRetilidingrd gorisponding Bale storage

i, TG GETRHE SO BRONSI0R T8 LOEHLE oo ol an

contipkad lcits sxarution &y dhe pr@pssrﬁrgﬁ 816Intarrr@dmm1mﬁ of pfogram
da@ﬁ.a %S&Q%WL&@ caI 'y communi cate via an
8 an

I nt ef connect in a manner known to the
person skilled in the relevant art. 5 The application

pr ogrigire '455H0W%' &@&Aéfna%mﬁbwm@ df% §ARINGRRAGHISY 460 a&&ﬁdmg to

gam n machi ne encoded on a data st or age medi um such
ana%aa" impiRmsPtaton. Hs93rRing rrs}acfmﬁjﬁ@%cgruemﬁe&sw@ PrehereyPlay
Poiitr (PPt balebasst uead 404 ior Sdtdighcp réﬁe%ﬁ@@@ﬂﬁ'hlﬁ@ 6tadi balances

dat d
iy o BRI o ey A An g OB PR A0 A digplay

. 406xec displagingythé vaniming cesiiobaldid®s ib ra;beplee do ai ﬁro&éﬁoﬁgl@S The

ol A8 ot et TSRS SRR P e

PFl08tabases d02g404 based examiphiagi crpliesTawhrdedoby thehentertainment

M NQ 4 e Poi nt
oo Bl g a0 56 BRLRST o PR plicePBL gk e difrdtony 408
appliesdiespectiveneduactith ratesr ettie byinaing emedit balancasndisplaped by the

C RGN s
dlsgi%? ‘fﬁ"’; ng&toh%ebe'\?vlqﬁ%]lrn EY edp?%bﬂ#b%ngésd' glt s%:‘fca)%g g-%%r[d&i\ng a
pamtﬂé@ﬁign ta be exquyied by the payout module 410.

Figure 5 is a flowchart illustrating a method of implementing an entertainment
game on a gaming machine. At step 502 respective winning credit balances
awarded by the entertainment game executed on the gaming machine are stored in
one or more Play Point (PP) databases. At step 504, the winning credit balances are
displayed. At step 508, the one or more PP databases are maintained based on
winning credits awarded by the entertainment game. At step 508, respective
reduction rates are applied to the winning credit balances displayed and stored in
the respective PP databases when instructing a payout function to be executed by a

payout module of the gaming machine.
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processor 408 is coupled to the databases 402, 404 for
mai ntai ni ng the one or nore PP databases 402, 404
based on winning credits awarded by the entertai nnent
ganme. A payout nodule 410 is coupled to the processor
408. The processor 408 20 applies respective reduction
rates to the winning credit bal ances displayed by the
di splay 406 and stored in tq§ respecti ve PP dat abases
402, 404 when instructing a''payout function to be

exeqigeE 6dhdwiea BaPhEticTmEwWIng d’f]ep?arﬁln@%ﬁ‘ctﬁwé 80@ according to
flowchart jllustratin _Pethod 0 H%'?emsntlng an
anoffieLr £XAM nt'mp@@e@gﬁ‘gnon he g33ming INfe 508 comypises an
erﬁé}&smrﬁeme;me/ ModuiRNBORY ofe & lnﬁorbailagn Pomt (mmaiﬁ@bsbys 604¢ 606
tertai nmep ame _exe on the ine are
fof St FeabEcie. B ecs B bEEnBR: A e v e MRl game
madudp 604 ant he didplay 608 (fd)ledlsblabmbatl’nee\smamg credis (lalyreds. The

'en%rta?lﬁrﬁgnt eg%ﬁ‘b 51 gulg%fn RIGAr Lem ggg%%%% o@aér?%retltlrﬁ to-player

(RER) aafuanaim&gnntcg somsidehatiart epe 50810re exheton rmeé;epphcable to the

: wi@ﬁﬁ%ﬁiédﬂ%&?a@ﬁ:?i \@{deee%g kllrﬁagl rtngcftn HS ﬁﬁﬂﬁ‘@f’ the g% ﬁ'@' rhﬁgﬂne 600

nces ored

aschudited véth rmeencertgtthmdrsplﬂge@wgw@reﬂm halahms ischigheer than an
acﬁ?é?%&cﬁﬁ’xebmﬁ ofpcﬁé( %ﬁe ﬁg’ gm‘éf séd‘Ss %mtéw vm%fé?@nce% an

ure 6 shows raw ng gam ng nachi ne
valte g ﬁgy% 05#& E@W'@(B‘\?ﬁh'éelﬂfﬁr @ﬁéi‘ﬁaélpﬂ &f therrrduction
ratgg_m ng machi ne 600 conprises an entertai nnent game
nodul e 602, one or nore Play Point (PP) databases 604,
606 for storing respective winning credit bal ances

avaFiree bys & Fﬂ@w@!ﬁﬂrﬁﬂlhﬁl‘aﬂﬁg@l mehdE of wﬁﬁldmbﬁtlr@gn eRftamment
di splay 608 for di.s % Wi nni ng cr.ed
0375 B o SaMIAG TaRYSE« &Y fth’CgariesRRGINR &Vgdhg gedit balances
avqarcltw a{rﬁE_cbrm_taanmehtegﬁrﬁda ngﬁtme bR stored Pr Pheape moré RIE) Point
e aKl I N nsil.der a e Or nore.re el
(PEEuaIEoAS) RateP Ba SRR RGOS hiech p 3ot erdifliat A s&3 706,

- thenbetedbipnment garmea ahodubcisi megﬂa"lﬁ'l?n@d td & selgated mmrmauEtumeo-player

(R?lgﬂva!Hgtag(ﬁgd%fd%gﬂ L(J?—:é%tso n Sr? nISr more {%@ﬁ%nspai%v g;gthgple to the

winrigh credit RERinoés, twierglayra rvg1uaho1achme6:€ﬂ)° af treeughintied madttine as

. au&fécﬂvﬁﬂqgf [’1 8o tﬁéﬁtﬂ%l F?é%' \Hﬁmg{q %Fgﬁ%g}étnc% g;{ F@Her than an

I ne af ITca the re
aCﬁuat @@chlne @’ijﬁ%omhesgmmg ovasiinet as Rieditedrwith refergneethed actual

vaift of IPaGHRYr tiPgHRinG Mihir 48 Rpplication of the reduction rates.

The example implementation described above may provide a high level of
gaming entertainment and amusement even in countries and regions imposing high
gaming taxes. If the player does not cash out the winnings but continues to play on the

. gaming machine, the resulting game RTPs may be higher and may be easily felt by the

player.

It will be appreciated by a person skilled in the art that numerous variations
and/or modifications may be made to the present invention as shown in the specific
embodiments without departing from the spirit or scope of the invention as broadly
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15 gane on a gam ng nmachine. At step 702, respective
W nning credit bal ances awarded by an entertai nnent
game nodule are stored in one or nore Play Point (PP)
dat abases. At step 704, the winning credit bal ances
are displayed. At step 706, the entertai nment gane
nodul e is programed to a sel ected gane
retumto-player (RTP) valuq taki ng i nto consi deration
one or nore reduction rates gpplicable to the 20

dwcﬂm'r:n ghe pesdieht dabantess av) Gge_@@rugaatq/ béh wwfidm il dMerebPRts to
of t anj n chine as audited with reference to
b?ﬁgﬁﬁﬁg%?%bggrnﬁﬁﬂWﬁg credit bal ances is higher than

an actual machi ne RTP of the gam ng machi ne as

audi tA L. ayaQ

of tlf]o‘?‘ a‘%ﬁ% nqaecﬁ'nﬁ'ﬁgﬁ@%g en%%a%% 1 ?gl ﬁanki" ﬁg %c% r%s aHltwugh
tou@dmeerolteys aaea; beetdepiorbasiain g exanmbd mmem@:ttatmn, other actuators
SRS hQ@r%n@QPR’ gﬁ?'yptmf Q%h Yendeld Y &Y 6L REq t(ggmgntﬂe games

entertal nnent an ement even rn countries
cangaineshia therggodigaehinh  gami ng taxes. |f the player

does not cash out the w nnings but continues to play

on the gam ng machi ne, the resultln% ganme RTPs may be -
hi gtfarthermerevedithardhe s eytert@inmenygame hagp bage desaiperitas a reel

- gatd, lotHee faMRB aRe Ig?é;fm:abaépaese%ﬁ&@ Sttgahle Ghdiiind) BuBhdt limited to,

t hat nunmerous vari ati ons modi fi cations may be
RNES, "F‘HBerﬁﬁ@%ﬁftsmﬁ%Eﬁ’f‘%ﬁtca@%%lmp'?'ﬂe'ﬁ%f@fﬁé ific
enbodi nents wi thout departing fromthe spirit or scope
of the invention as broadly 18 described. The present
enbodi nents are, therefore, to be considered in al
respects to be illustrative and not restrictive. For
gam ng machi nes inpl emented as physical gam ng
machi nes, although 5 touch screen keys have been
described in the exanple inplenentation, other
actuators such as nechani cal keys or pull/push
handl es may al so be used to play the ganmes contained

- in the gam ng machi ne. Furthernore, although the

entertai nment gane has been described as a reel 10
ganme, other fornms and graphical representations of
ganmes including, but not limted to, card ganes,
nunbers ganes, sports ganes etc., can be inplenented
i nstead. 15
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19 CLAIMS 1. A gam ng machi ne conprising: one or nore

Play Point (PP) databases for storing respective

wi nning credit 5 balances awarded by an entertai nnent

gane executed on the gam ng machine; a display for

di spl aying the winning credit bal ances; a processor

for maintaining the one or nore PP databases based on

Wi nning credits awarded by1 he entertai nnent gane;

and a payout nodul e; 10 wheré&in the processor applies
CLAMg®Ct i ve reduction rates to the winning credit

bal ances di spl ayed by the display and stored in the

respecti ve PP databases when instructing a payout

f unct.i on A garbingenaahinessbripyrisiige payout nodule. 2. The

G2 PR T Bh S D 8 e
baiawetamrﬂeouvyem edtert3i hmegtammg ereciieden v gdraingethdhine;

any ‘ﬁﬁﬁ LS in the w nning
crec?ots g‘r‘é&?f%’m erﬁ']g)@érggrrt b?rrgﬁgé%P dat abases
bas ePreaessen éor@nalﬁ@mg:faeég@rqrmoreﬂ}" datalpagesgeasied on winning
crgﬁféhévﬂﬁdéébﬂt@ éFﬁQrtéuﬁ}néth 48 apf the preceding clains,
wherei n the payout functi on conpri ses payout of the

wi nifi RRyost Baf¥lebal ances and payout of a current gane
cre Q&Heré]ﬁ'tf@b"ﬁr%cegs%r épp!&Qe&%EWQ rédefibd %té’sstocthé WiRifind Bredit

nmpr i ses cash

wh h
baiﬁ@@? F&Rraaegré%’gﬁt@sglavﬁﬂrﬂpwa B e ERFPEEiMe IpP idztabases when

insthetiggaipago taGMitiBA 16 be ekadutdriby theGlayol odwBer ei n for

the awarding of non-cash prizes, the payout conprises
a refund of the gane credit balance and 30 converting
t he 2n nniThg garrey tnaba.hemsaﬁaumdn@rwramaah whergfshe dne thtore

R e

request, instructs the payout nodule to execute a

transfer [ t ry tian risi .
tr a%s fer F’fn%gﬁ[‘rhlgd]vmmatﬁﬁfnﬁgarsaaﬁﬁ%d If’\ %'?19 o ofctﬂg%recsedﬂ% claims,
wherein the winning credits are stored in the one or more PP databases based on

one or more categories.

4. The gaming machine as claimed in any one of the preceding claims,
wherein the payout function comprises payout of the winning credit balances and

payout of a current game credit balance.

5. The gaming machine as claimed in claim 4, wherein the payout

comprises cash, electronic payment or awarding of non-cash prizes.

6. The gaming machine as claimed in claim 5, wherein for the awarding
of non-cash prizes, the payout comprises a refund of the game credit balance and
converting the winning credit balances to non-cash prizes.

7. The gaming machine as claimed in any one of the preceding claims,
wherein the processor, based on a user request, instructs the payout module to
execute a transfer function, the transfer function comprising transferring the winning
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20 credit balances to a winning credit account of the
pl ayer wi thout applying the reduction rates, and
transferring a gane credit balance to a gane credit
account of the player, or the transfer function
conprises converting the winning credit balances into
gane credits with applying the reduction rates, and
transferring a resulting 5 nme credit balance to the
ganme credit account of the player. 8. The gam ng
credit hatancas t©l ai windingncrebiti avcduntwbie tied rplatybe wu'hani agpfymg the

S8 e Sl Mo R B SRk RSAEA g B Wt account o
thegdater { ordhe transfeafunctiomcanprises ahvertidg thestianingaupdicihiances
intd ER‘:% &%mtgl%tﬁagé} {]ﬁg e rQ@JJPio? rga%sg anghﬁ %ﬂiﬂ? a resultmg

I ne as clal n“any one o prece
gamfé e bajpnce to theasme cruedit ac¢qunsof thp@layer.on st ate,
applies the respective reduction rates to the w nning
credlt bal ances di spl ayed by the display and stored in
t he 8r espdtegapdingmaghingtsg<dajmgd & clais r whereirgthg winripa credit

adc@GHleméegarﬁé)&éﬂlt AdedEhi SNthE PIBRr, ér%cﬁ?f%trﬁﬁn%etdhﬁ a player
nmodul e. 10. The gam ng nmachine ‘as clained in

out .
M%ﬁ@ﬁ%w& cgrd, tm%cwfea&'é%fﬂ ﬁ:gst%n &Priled toHierganiing machine, or both.
processor, in a second operati on st at e, applies the
res ctl\ﬁgreductlon rates to | east one of the

HAMBAMARELE 3R <'pl i Y eneotithegrrageding claims,
wl&ﬁemt maqﬂocerssbhenr@ﬁm@pemoﬁ%tﬁét abﬁlﬁéssthwf‘r%@pectwe reduction
structing.an a et | n to
ol B R A A RSt B85 LRGBS st e
regprotive fiPhdatabasegamhesn inkieuciing enpibyer rpqy@suéd payatt ifiriction to be
ex%g@gﬁl@ Hﬁ?g%@m\’ﬁ{otdh%g said at | eastZSOﬁ WITEQI ng g

ce Into gane credits
machi ne as clainmed in any one of the preceding clains,

wher@i n the @%;nggfgr%gﬁpg%uaglﬁle% e%%t Fg::geéera‘?l{a claims,

the PP dat a rom a arre
wheseis dhe pragepsas. igef $enond a'ﬂpg@rtlpt'l Istate, 1zﬂoph¢$1 éhegmperguve reduction

raf®8GBi A19e st &Jeabﬁf{gu@ Wﬂnﬁ?%r@&@%ala\%’@é gls Ia&gg bér the display and

pre-defined orrthm conprises
St%ﬁe'f‘eﬁ’eaﬁ%‘iﬂ%ﬂ\fq dafahasenavipm ingtrssting ang ggtomatien payout

furdheh a6 |b€%x?8bltgﬂ twka)tha HaYod mbdifle WREEE RSy MRWHthE ERErEMnent
abase,
gag'n e aﬁuetorlnatlc pgyout function comprising converting said at least one winning

credit balance into game credits.

11.  The gaming machine as claimed in any one of the preceding claims,
wherein the processor deducts a wagered amount from the PP databases and from
a game credit database based on a pre-defined algorithm.

12. The gaming machine as claimed in claim 11, wherein the pre-defined
algorithm comprises deducting the wagered amount first from the PP databases and
then deducting any remainder of the wagered amount from the game credit

database.
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21 13. The gam ng machine as clained in clainms 11 or

12, wherein the pre defined al gorithm conprises

deducting the wagered anount fromthe PP databases

based on pre-defined order of deducting fromthe PP

dat abases. 5 14. The gam ng machine as clained in any

one of clains 1 to 10, wherein the processor deducts

a wagered anmount fromthe PP1databases and froma gane
credit dat abase based on a ﬁ ayer selection. 15. The

gam 18) NMekHe gamiag reaahinesk tlaingddinldiths Yher €2 widi8in the pre-

&Ry S Popes el e QAR S R bases
barediinreakfinédomied of deduciingfremdhe PPadatabakést 0 15,
wherein in the deductions fromthe PP databases, no
reduction rate is applied. 15 17. The gam ng nachi ne
as cl4i nelhei gamsing macbinefascdzimes il any ond 6f clainket & 10,iwherein

thk riﬁoc%gb‘lcﬁéd?}&& 4 w& app{&rﬂ%ﬁgﬁ%ﬁ d3fiBadls 4 ﬁ'orrrgea game

reduction rates ar gamng mac
crgdit gatgbagaibasednma plagersfeladtienpr ecedi ng cl ai ms, 20

wherein a virtual return-to-player (RTP) of t he gam ng

machi ne as audited with reference to the displayed

wi nnithg dhedgamipgl maeligeas glajned in rrigimad4amhetgin tie player

sefdctioh atHER BbMBriSECH bR ferdseldtusl &idr ¥ thi ﬁFﬁéaﬁé&m‘e@ to

t he payout of the gam ng machine. 19. A nethod of
i npl enenting an entertai nnent ganme on a gamng 25
machiene, Thbegéfﬁhboﬂaelﬂﬁ@rassbl&i}ne@ﬁ@férﬁgoﬁ@%ﬁ’%lm&e‘l1 to 15,

WSAE 18 heCdreRt o ot L Agleraces. e TPAHRE e B

Play Point (PP) databases; displaying the w nning
credit b nces. al ni ng_t he one or PP
dat ggase a%aeramgnm qﬂ'ﬂ?r?& g'la&ﬁ‘q 4 a3y %Pg&&a*m Thde 15,
wheneiarin diendeditctigesrérpmathd REpphtgbasey, espatimore reduttiiohirates are
apé['iaéoes to the winning credit bal ances displayed and
ored in the respective PP databases when instructing
a payout function to be executed by a payout nodul e

of 4Be 9FAL YPnfiRS Riakfine%® claimed in any one of the preceding claims,
wherein a virtual return-to-player (RTP) of the gaming machine as audited with
reference to the displayed winning credit balances is higher than an actual RTP of
the gaming machine as audited with reference to the payout of the gaming machine.

19. A method of implementing an entertainment game on a gaming
machine, the method comprising: '

storing respective winning credit balances awarded by the entertainment
game executed on the gaming machine in one or more Play Point (PP) databases;

displaying the winning credit balances;

maintaining the one or more PP databases based on winning credits
awarded by the entertainment game; and

applying respective reduction rates to the winning credit balances displayed
and stored in the respective PP databases when instructing a payout function to be
executed by a payout module of the gaming machine.
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20. A conputer readabl e data storage nmedi um havi ng
stored thereon conputer code neans for instructing a
conmput er processor of a gam ng nmachine to execute a
nmet hod of inplenmenting an entertai nnent gane, the

met hod conprising: storing respective wi nning credit
bal ances awarded by the entertai nnent 5 gane executed
on the gam ng nmachine in one,or nore Play Point (PP)
dat abases; displaying the nni ng credit bal ances;

mai rgea nlmgzoh\‘ﬂaateﬁﬁ@aaﬁblémfa@a Ritordgé ahedes hé\ﬁ@j sidted thereon

W Nnni n cre the entertain
coRpias FS cins dar BERIB9 AL lembsienPPSriser Phardaateg fiachige to
exetitdiatméthba btiepletheamingyecentdainmentsdamie dné mettdl comprising:

P dat abases nstructin

fundig fespret R RERIRe sy R evrotd e e Ehtertainment
gagaexaruteziodn the .gaiting aghine irgomachinoe: RlayPoird (PR) datalvases;

ent qﬁ%ﬁ%ﬁg ﬁrﬂﬁg %ngbglan%é .one or nore Play Point
Ses

(PP) storing reSpect ive winning credit
bal anyjatainivga tite dortsy or hporentfit tdatabases kreed apdwinginga credits

%ﬁg& Iﬂ%tﬁe"ént&‘taﬁ%é‘ﬁ&'dﬁ%é hegqW nning credit bal ances;

the entertal ganme nodule is programTed to
a s@pelyingregeeative redygntian éteﬁlf‘aﬁbﬁ WIrRTTR) credit belangks digplayed
addrgt&e@‘m?déjl%rsﬁéétﬂg AP 8atabadly \ﬁhér? %ﬁhbt% d B&V\ﬁoﬁt fLﬁQ:tlon to be

pplicable to the winning credit bal anceés,
9"99'1“?95’V %HPWOWOBW%Q?@’@%m%'“ﬁHChl ne as aud| ted
with reference to the di splayed winning credit
bal gnces ., i s .higher than an actual machi ne RTP of the

ganmélg nAGATHRI NachingiccBWwTRiNGh reference to an actual

val m@ﬁeﬁlm@n@mbmegam ng machi ne after
appl i cation

o "ioRS ok e iy BRAETeF tetp R g SioEng Aespegive Rmne credi
bafemchs aeardededyithe Boidrtaipmunt gamg:medule;i ng respective

gand Y 67 HoeBRLB3R AP Es BYpRte<t pry dat abaces:

30 siheEiathangnterainmenhgarge onailil¢ isbprograneeed to a selected game
return-to-player (RTP) value taking into consideration one or more reduction rates
applicable to the winning credit balances, whereby a virtual machine RTP of the
gaming machine as audited with reference to the displayed winning credit balances
is higher than an actual machine RTP of the gaming machine as audited with
reference to an actual value of a payout of the gaming machine after application of

the reduction rates.

22. A method of implementing an entertainment game on a gaming
machine, the method comprising:

storing respective winning credit balances awarded by an entertainment
game module in one or more Play Point (PP) databases;

displaying the winning credit balances;

programming the entertainment game module to a selected game return-to-
player (RTP) value taking into consideration one or more reduction rates applicable
to the winning credit balances, whereby a virtual machine RTP of the gaming
machine as audited with reference to the displayed winning credit balances is higher
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progranmm ng the entertai nnment gane nodule to a

sel ected gane return-to- player (RTP) val ue taking
into consideration one or nore reduction rates
applicable to the winning credit bal ances, whereby a
virtual machine RTP of the gam ng machine as audited
wth reference to the displayed winning credit

bal ances is higher 23 than_,an actual machi ne RTP of
t he gam ng machi ne as audit &3 with reference to an

th&s b %'ctu\é&h-l'd@h:?é Rﬁ'Ppé\‘ché'baﬁfngI meciagas @ugwsdwkme réfbfefte to an
tion of t eductl on ates . C uter .
achE e PRy it G 455 SRS ASHDP jtes GpPUEHOR & di reducton
rat@nput er code neans for instructing a conputer
processor of a gam ng machine to execute a nethod of

i npl ementing an entertai nnent gane, the nethod
conm@Bi si Ag compater rrgad@iqoetatd \storagen mhettiurc r baliing sédrech ctbereon

co e b ol 0 BT Lo RO ol B i
exwi:uiﬂ ameetbeddi impleatentiog &n emtwranﬁmtrggamm cheemiethodaiompeising:
va {“S,écﬁ‘@gkl LGiv@ widh @t gn‘édﬂaﬂﬁaﬁﬂs%ﬂak‘éd B &¥ebnfeRaRment

Into con eration one or nore reduction
game meduip i P'@%Qﬂ raoret yay Feini{MM) drjaledsedi t bal ances,

wheRbyayihghhé Wikei 47@,@3&59 Rd&s.of the gam ng machi ne
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