| NTERFACE APPARATUS AND METHOD FOR PROVPTI NG HOT GAMES FlI ELD OF THE

| NVENTI ON The present invention relates to a gane station and
Sparticularly to an integrated operation interface for a plurality of gane
stations. "BACKGROUND OF THE | NVENTI ON A conventional gane operation
interface |, referring to FIG 1, generally can be linked to a plurality of
gane stations :0 2, such as Baccarat, dice ganes, roulette and the I|ike.

Pl ayers can maneuver the gane operation interface | to select a desired
game station 2 to pl 0T PRFA A AQPARAT UGUA NDVVIOTHERDRF O RSt ri cti ons.
Each gane station 2 allows nore players to participate and utilization is
hi gher and can i ncrease i st otEROMPTESES BHOTUAMES

FIELD OF THE INVENTION

The present invention relates to a game station and
5 particularly to an integrated operation interface for a plurality
of game stations.

BACKGROUND OF THE INVENTION

A conventional game operation interface 1, referring to
FIG. 1, generally can be linked to a plurality of game stations
10 2, such as Baccarat, dice games, roulette and the like. Players
can maneuver the game operation interface 1 to select a
desired game station 2 to place bets directly without
environmental restrictions. Each game station 2 allows more
players to participate and utilization is higher and can increase
15 total business revenue.
The players, through merely a single game operation
interface [, can place bets on games of different game stations
2 at remote sites, and can switch display anytime via the game
operation interface 1 to play on different game stations 2
20  without wasting time going physically to another game station
2. The players can save a lot of time and devote more times to
play games. Utilization of the game stations 2 also increases.
The general players usually have a habit of following and
betting on hot games. A hot game means that the historical

25 game result of the game station 2 meets a certain condition to



The players, through nerely a singleoperation interfacecan place bets on.
ganes of dit.trerit ganme stations 2 at renote sites, and can switch display
anytinme via the game operation interface | to play on different gane
stations 2 20 without wasting tine going physically to another gane station
2. The players can save a tot of time and devote nore tinmes to play ganes.
Uilization of the gane stations 2 al so increases. The general players
usual ly have a habit of follow ng and betting on hot ganes. A hot gane

nmeans that the hjgtiQhte la)?e':rsgt rneﬁHHt l@Eetl?@squERcSBabb&‘thas"rﬁﬁts a
certain condition to ti'vate players to join and place bets. Take
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pl ayer has reache certal n times (such times or nore

called a hot gaqﬁa%EPhﬁ%ch?e&%@ﬁamnb{n% ‘%Q'L‘?(H? aﬁ fiVeRImES fambhg),Pat e and

pl ace bets until e consecutive w nning tines
it may be called a hot game. For such a game many players

5 want to participate and place bets until the consecutive
winning times end.

However, when the players play games through the game
operation interface [, aside from the games they are currently
playing on the game stations 2, they usually do not know

10 whether a hot game has been generated on other game stations
2. In order to avoid missing the hot game, they have to switch
the game stations 2 frequently to see other games that are
proceeding.

When the players switch the game stations 2, they have to

15 wait until the start of next round of game to place bets. This
causes waste of time, and the actual game playing time of the
players decreases. Utilization of the game station 2 also drops.

SUMMARY OF THE INVENTION

The primary object of the present invention is to provide
20 an apparatus capable of prompting hot games to inform
players generation of hot games without switching display.
Another object of the invention is to provide a method of
prompting hot games to inform players generation of hot
games without switching display.

25 To achieve the foregoing objects the invention provides an
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However, when the piayers play ganes through the gane operation interface
|, aside fromthe ganes they are currently playing on the gane stations 2,
they usually do not know whet her a hot gane has been generated on ot her
gane stations order to avoid mssing the hot game, they have to switch
the gane stations 2 frequently to see other ganes tnat are proceedi ng.

When the players switch the ganme stations 2, they have to wait until the
start of next round of gane to place bets. This causes waste of tinme, and

the actual gane iﬁté}ﬁféé@a}sabﬁpat% éﬂ@lﬁ&ﬁ%@%ﬁﬂ@%&?ﬁ%pt Wbt Ida2REd op Of the
gane station 2 also drops. SUMMARY OF THE | NVENTI ON ~ The prinmary object of
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hot games to inform players generation of "hot ganmes w thout s i ng
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preset condition and a hot game can be established, it

10 generates a control signal. The prompt unit includes a
plurality of notification elements corresponding to the game
stations and is incorporated with the game operation interface.
The control unit is connected to the judgment unit and prompt
unit and receives the control signal to control the prompt unit

15 to make a corresponding notification element to generate a
notification signal.

The invention monitors whether the historical game results
meet the preset condition, and generates a notification signal
when the preset condition is met, and conceals the notification

20 signal when the preset condition is not being met. Hence
players, by observing the presence of the notification signal,
can be informed whether a hot game meeting a preset
condition has been generated.

[n short, the invention, through the judgment of the

25 judgment unit, can control the prompt unit via the control unit



ates a control signal. The pronpt unit includes a plurality of notification
el ements corresponding to the gane stations and is incorporated with, the
ganme operation interface. The control unit is connected to the judgnent
unit and pronpt unit and receives the control signal to control the pronpt
unit to make a corresponding notification clenent to generate a
notification signal. avention nonitors whether the historical
ganme results neet thL preset condition,and generates a notification signal
when the preset ¥BRddYoMNe &F HBE Laamel SkadHusahas erwtgameiasseboshat) si gnal
when the preset condition is not being met, Hence players, by observing the
presence of the arst inﬁi%ﬁhttlﬂ@ﬂ%’l‘%mﬂ,dlﬁgmcﬁeﬁf&wﬁ@ﬂ nddmehngt erigeachale gane
meeting a preset condition has been generated. In short, the
i nvention, throd§h toeflicatignesignel toheotsy jpnldgeesatlnuither vaordsortheol t he
pronpt unit via the control unit when any one of the game stationsP hot
game est abl i shednhvandorak@®ides cofeassporntiphguooitdfd sdtdtbar dlistentalt o
generate the notification signal] to notify players. In other words, the
i nvention prdvi ggene fesatigr bavhametoai porsst whetdicionhiasidoreinedllcgaie resul ts
have nmet a preset condition and enables the players to be infornmed that a
hot game has be@lagersetatled infarinoed thhe anded gimeonad drchy gewetabiing t he
gane stations, hence can neet players' requirenments and al so increase
utilization of thidhganehstmtddnd. casthrtlfoswiohngg the gehle asatbsigh ti onal
obj ects, features and advantages of the invention will be nore readily
apparent from t hentel lcani ngeetet pliayeds’desquiehiarns whidchalpoodeedsiswi t h
reference to the acconpanyi ng enbodi nents and drawi ngs. The enbodi nents
serve nerely foutillZansir afitve gpurgotmeioasd arc not the [imitations of the
i nvention. BRI EF DESCRU t O FTHE DRAW NGS

10 The foregoing, as well as additional objects, features and

advantages of the invention will be more readily apparent

from the following detailed description, which proceeds with

reference to the accompanying embodiments and drawings.

The embodiments serve merely for illustrative purpose and are
15 not the limitations of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a schematic view of a conventional system structure.
FIG. 2 1s a schematic view of the system structure of the
invention.

20 FIG. 3 is a schematic view of an operation display of the
invention.
FIGS. 4A through 4D are schematic views of first embodiment
through fourth embodiment of notification signals of the
invention.

25 FIG. 5 is a system operation flowchart of the invention.



FIG | in a schematic view of a conventional systemstructure. FIG 2 is a
schematic view of the systemstructure of the in Fla 3 is a schematic view
of an operation display of the inntion. FIGS. 4A through 4D are schematic
views of first enbodi ment through fourth enbodi nent of notification signals
of the ion. FIG 5 is a systemoperation flowhart of the invention,

J. LI ELAI LED DESCRI PTI ON OF THE PREFERRED EN LBODI V Pl ease referring to
FIGS, 2 and 3, the present invention ains to provide an interface apparatus

and net hod capaklg flLéDor GHP '(ﬂglﬁ‘ftl'(ﬂ@”eﬁﬁ“'tT 20 PRI With a

ganme operation er-face 10-
EMBODIMENTS

Please referring to FIGS. 2 and 3, the present invention

aims to provide an interface apparatus and method capable of

5 prompting hot games. It is incorporated with a game operation
interface 10. The game operation interface 10 provides
selection of playing games on any one of multiple game
stations 20, and includes a judgment unit 30, a prompt unit 40
and a control unit 50. The judgment unit 30 is connected to

10 the game stations 20 and monitors historical game results of
the game stations 20.

The game stations 20 can provide same game or different
games, such as Baccarat, dice games, roulette, and the like. In
this embodiment, Baccarat is taken as an example, but not the

15 limitation. Three game stations 20 are shown in the drawings
to facilitate discussion and marked by A, B and C.

The prompt unit 40 includes a plurality of notification
elements 41 corresponding to the game stations 20 and is
incorporated with the game operation interface 10. The control

20 unit 50 is connected to the judgment unit 30 and prompt unit
40. The judgment unit 30 monitors historical game results of
the game stations 20. When the judgment unit 30 detects that
one of the historical game results of the game stations 20 has
met a preset condition of a hot game, a control signal is

25  generated. The control unit 50 receives the control signal and



sel ection of playing ganes on any one of nmultiple gane stations 20 and

i ncludes a judgnent unit 30, a pronpt unit 40 and a control unit 50. The
judgment unit 30 is connected to 10 the gane stations the game stations
20. The gane stations 2 ganes, such as Baccarat, dice games, roulette, and
the like, In Gus enbodi nent, Baccarat is taken as an exanple, but not the
limtation. Three gane stations 20 are shown in the drawings to facilitate
di scussion and marked by A B and C. The pronpt unit 40 includes a

plurality of ”Otc't eépda}g %1? hg%r%:ées G érgrgp i.ngpLo bhgel%g)qﬁdéﬁéatl ons 20

and is incorpora operation |n rface r ol

"dgrent unit 3oranre s bt 99%“15% sPoe AL lak "Si ot ons 20,

j udgnent unit 3 monitors ofi'cal” game resu
Wen the judgment ypit 3Q, dGLech $nhide preset condition is set according

to the type of the game stations 20, player’s requirements or
5 made by the system. In general, for a Baccarat game, when the
house or bettor has won consecutively five times, it can be
deemed as a hot game, and the preset condition can be five
consecutive wins by the house or bettor.
Referring to FIG. 4A, the notification elements 41 can be
10 set according to the onsite environment or player’s habit. For
instance, the notification elements 41 can be flicker lights 411
which flicker to inform players a hot game is generated. In
FIG. 4A a flicker light is represented by the broken lines.
FIG. 4B illustrates another embodiment in which each
15 notification element 41 is a colored light 412 with switchable
colors, such as yellow, orange, red and the like. By displaying
the color of yellow, orange or red, the popularity of the game
station 20 can be indicated. For instance, when the Baccarat
game on the game station 20 has consecutive wins with rounds
20 of game just reached the set threshold, yellow light may be
shown; with increasing of consecutive winning rounds, the
light color may become orange; and finally, become red.
Therefore, by observing generation and change of the color of
the color light 412 players are informed whether a hot game

25 has been generated. The colored light indicated by sectional



one of the historical gane results ofe stations 20 has nmet a preset
condition of a hot ganmecontrol signal is 25generated. The control unit 50
receives the control signal and controls the pronpt unit 40 to nake the
corresponding notification elenent 41 to generate a notification signal.

It is to be noted that the preset condition is set according to the type of
the gane stations 20, player's requirenments or 5 made by the system in
general, for a Baccarat ganme, when the house or beam has won consecutively

five tinmes, it b as a hot gane, and the preset condition can be
five consecuti vg?]@\/lesn{s?1 ge{rﬁg'house or bettor. Referring to FIG 4A, the
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consecutive winning frequency, the length of the icon 413 also
increases gradually; hence by observing the change of the
length of the icon 413 the players are informed whether a hot
game has been generated.
10 FIG. 4D shows still another embodiment in which the
notification element 41 is an animation 414. The quantity of
the animation 414 can be changed to indicate the popularity of
the game station 20. For instance, stack of the gold coins can
be increased gradually to indicate increasing of consecutive
15 winning frequency. Hence by observing the stacking number
of the gold coins on the animation 414 the players are
informed of the popularity of the game station 20.
Please refer to FIG. 5 for the system process flow of the
invention. The method according to the invention is adopted
20  for use on a game operation interface 10 which can selectively
play games on any of multiple game stations 20 each has
registered a historical game result. The process includes steps
S1 through S4. Before a game starts on each game station 20,

the judgment unit 30 monitors whether the historical game

25 result has met a preset condition, this is step S1: monitor



20 can be indicated, For instance, when the Baccarat ganme on the gane
station 20 has consecutive wins with rounds 20 of game just reached the set
threshold, yellow Iight may be shown; wth increasing of consecutive

Wi nni ng rounds, the light color may becone orange; and finally, becone red.
Theref or- by observing generation and change of the color of the color
l'ight 412 players are infornmed whether a hot ganme 25has been generated. The
colored light indicated by sectional I|ines if FIG 413. FIG 4C

il1lustrates yet \qROMRE, i8I IMB R fbsmﬁschgffgem%tai Bl&ﬁ:tl' nﬁd\%cﬁ(llél nt 41 is

a changeabl e icon 413. The icon 413 1s an oblong shape wt éngth

correspondi ng t QuldgPRRIYAEAL Mnﬁcfe3ﬁt) he c%ﬂ?fg?ﬁ%()ﬁfd Pl %gﬂé?{%ga:?idnﬁcﬁﬁag ng of

consecutive wi nning frequency, t engt e I'co SO | icr eases

gradual | y; hence - A hapgg of the length of the icon 413 the
pl ayers are inf g?%&%tﬁ%?ggﬁ gg(bégrre has been generated. toFIG 4D shows
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ani mation. 414. The an the ani mation can be ‘change Idij%at_e t he
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frequency. Hence By.Qbs@lev! ngiFiRG:iShacdihRg nuF $' prompt unit 40 is

incorporated with the game operation interface 10 and

includes a plurality of notification elements 41 corresponding

to the game stations 20. The notification elements 41 can be

10 activated to generate the notification signal, or be closed

down to conceal the notification signal.

Players, by observing the presence of the notification
signal, can be informed whether a hot game meeting the preset
condition has been generated. Therefore, the players can have

15 knowledge of the hot games.

After the steps S2 and $3, step S4 can be proceeded to
play the game on the game station 20. When the step S4 ends,
go to step S1 to repeat the process to start another cycle.

As a conclusion, the invention provides the judgment unit

20 30 to monitor whether historical game results have met a
preset condition; if the outcome is positive, generate a
notification signal through the notification element 41 to
inform players, therefore the players do not have to switch
display constantly to be informed generation of a hot game

25 and have more time to place bets, and utilization of the game



gold co its on the animation 414 the players are inforned of the popularity
of the gane station 20. Pl ease refer to FIG 5 for the system process
flow of the invention. The method according to the invention is adopted 20
for use on a gane operation interface 10 which can selectively play ganes
on any of nultiple gane stations 20 each has registered a historical ganme
result. The process includes steps SI through S4. Before a gane starts on
each ganme station 20, the judgnent unit 30 nonitors whether the historical

gane 25result h@@a@gﬁsaog¥§§thﬁ9@g%tion, this is step SI: nonitor
l er historical game reSults have et a preset condition; and the judgnment

unit 30 i3 connected to the gane stations 20 to performthe nonitor
process. Step S2:the preset condition is nmet, generate cation signal;
Step 53: if the preset condition is not net, conceal the notification
signal. The pronpt unit 40 is incorporated with the gane operation
interface 10 and includes a plurality of notification elenents 41
corresponding to the gane stations 20. The notification elenents 41 can be
10 activated to generate the notification signal, or be closed down to
conceal the notification signal. Pl ayers, by observing the presence of
the notification signal, can be informed whether a hot gane neeting the
preset condition has been generated. Therefore, the players can have



I S knowl edge of the hot ganes, After the steps sz. and S3, step 54 can
he proceeded to play the gane on the gane station 20, Wien the step $4
ends, go to step Si to repeat the process to start another cycle. As a
conclusion, the invention provides the judgnent unit 20 30 to nonitor

whet her historical gane results have nmet a preset condition; if the outcone

IS positives g otification signal through the notification
el enent 4Wh@qﬁggl%rrlnﬁlp a@ér s, therefore the players do not have to switch

di spl ay canstant | o be informed generati.on of. a_h and _have nore
time .o plac rbé@{e,r%ad% a@ﬁalr?ééﬁ ?‘3% PEPIIRNE Rt gg{lgf%ff g’%gﬁgoreafpggefyncr eases
What is Cained ig: 1. An interface apparatus for pronpting hot ganes being
renotel y commested Withre ®lpraligf )gaéﬂgéé%o§§a5398$%f}gﬁkﬁn'pri si ng: a gane
operation interface for a player to select one of the gane stations to play
and di spl ay theased epesatiganmtettacector a player to select one of the game

stations to play and display the selected game station;

a judgment unit connected to the game stations to monitor
historical game results thereof and generate a control signal when
one of the historical game results of the game stations meets a
preset condition to become a hot game;

a prompt unit which is installed on the game operation interface
and includes a plurality of notification elements corresponding to
the game stations; and

a control unit which is connected to the judgment unit and the
prompt unit and controls the prompt unit upon receiving the control
signal to order one of the notification elements corresponding to the
control signal to generate a notification signal to make the player
know which game station has become the hot game by observing the
generation of the corresponding notification signal.

2. The interface apparatus of claim 1, wherein the notification
elements are flicker lights.

3. The interface apparatus of claim 1, wherein the notification
elements are colored lights of changeable colors.

4. The interface apparatus of claim 3, wherein the colored lights are
switchable in yellow, orange and red to sequentially indicate

different popularity of the game stations.

10



a judgnment unit connected to the gane stations to nonitor historical ganme
results thereof and generate a control signal when one of the historical
ganme results of the ganme stations neets a preset condition to becone a hot

gane; a pronpt unit which is installed on the game operation interface
and includes a plurality of notification elenments corresponding to the ganme
stations; and a control unit which is connected to the judgnent unit

and the pronpt unit and controls the pronpt unit upon receiving the control

signal to ordegr, on t he natjfjcatd o egen o ' t he
control m%niﬁh g%ﬁ%?& gpggkzaﬁqsf ?)ga 'l%ﬁ%s{fgngvl%e%{r{ ﬂﬂm% égleqn know
whi ch gane statlon ha ec t.he hot gane by observing the generati on of
th orrespd Bnﬁﬁlﬁéyﬁﬂﬁyﬁl‘ﬁﬁﬁ§ 2,interface apparatus of claiml,
wherein the notification elenents are fIicker lights. 3. The interface
apparatus of claiml, wherein the notification elenents are colored |lights
of changeable colors. 4. The interface apparatus of claim 3, wherein the
colored lights are switchable in yellow, orange and red to sequentially
indicate different popularity of the gane stations. 5, The interface
apparatus of claiml, wherein the notification elenents are changeabl e

i cons.
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6. The interface apparatus of claim5, wherein the icons are oblong in
shape forned at a length corresponding to the popularity of the gane
stations. 7. The interface apparatus of claiml1l, wherein the notification
el ements are ani mati ons changeabl e in amount of quantity to indicate the
popul arity of the gane stations. 8. The interface apparatus of claimlrein

the judgment H@'lh%éﬁﬁglrcéoa[;ﬁaé’i‘&?ﬁé‘?{f éllathSSt\ﬂié h GRRedifs Uké HBR _tge

preset condl ion e gane 1s played on e gane stations.

uni ch i Bt TomRe AEA To L eaRTRaRY Bk S AE T dRRRY BF U D1 L er

to sel ect one of t.he ganme stations to play and d| splay the sel ected gane
station, &R attlﬁesgama stations recor ding a historical gane result, the
met hod co r|S|ngthe steps of: : monitoring wh er one of, the

hi st ori cal’.gdhe riaen ﬂ@eoﬂppﬁéatgléin'@fs?é%mni MWEEECH] ﬁ&@sé&o%gﬁéﬂtqrbn by a
judgment unit which is connected with the gane stations; proceeding step S2
when the mlesentsoadét animiasionst changentdediing amepns3 okhepiartétypr s et

condition is not net; S2: letting the judgnent unit generate a control
si gnal andndésutetthe %@pulaﬁit}sb@mhh gama stationsl unit which is connected to
the judgnent unit, e control controlling a pronpt unit which si gnal

to generatg® RhenRitetfAal ia ?@a&hﬁﬁﬁ'oﬂ oldtBkel t ieherkay ethek hedp whd ith ugiaire
station has becone the ho ane by observi ng t he generation of the

correspongh g aek | Mgt tﬁbgrlﬁkaorlc % m'k eClidsidtsl r&%e@"to'ﬂ?ét wgbgeponceal

the notification signal to make t now t hat none of gane

stations hag AEGHBetA® ¥ gHA®is played on the game stations.

9. A method of prompting hot games being employed in a game
operation interface which is remotely connected with a plurality of
game stations for a player to select one of the game stations to play
and display the selected game station, each of the game stations
recording a historical game result, the method comprising the steps
of:

S1: monitoring whether one of the historical game results of the
game stations meets a preset condition by a judgment unit which is
connected with the game stations; proceeding step S2 when the
preset condition is met or proceeding step S3 when the preset
condition is not met;

S2: letting the judgment unit generate a control signal and send
the control signal to a control unit which is connected to the
judgment unit, the control unit controlling a prompt unit which is

installed on the game operation interface upon receiving the control

11



10. The method of claim9 further including step S4 after the steps 52 arid
S3 to play the gane on the gane station, and repeat the step SI after the
step S4 ends, | |, The nmethod of claim.., wherein the pronpt unit
includes a plurality of notification elenents corresponding to the nmultiple
gane stations, and wherein the pronpt unit activates the notification

el enents to ifikcati i - LERcation
ol ement s 1o COBgRL6 fiidiae E hO AT 2 2R B4 JRERy A O kDFTIFNOAEr e the
notification.gle flicker.lig . T o) f LRI
wher ei nt he‘?{ﬁ{qﬁbrfgaetpgnisﬁarﬂ%naﬁégcl&?%&gg Fﬁ%ﬁépo&@ a(rEI) eé’gqsgr%]il%rg}e 14.
The met hod of cl.aim é3. wher ei n t(i]le col ﬁ&ed I.‘iéght.s ape switchable in
yel | ow, or 3@ ef the COsgespRRENg NPRY CAH I §ilgRBlbent popul arity of the
gane stations. 15. The nethod of claim 11, wherein the potification
el enents are Thangtingethe giompt ginitheongeHodhernetitication wHenglnte ne
icons are oblong in shape forned at a | ength corresponding to the
popul ari tynakett?le player &reowdhgt none of the game stations has become the

hot game.

10. The method of claim 9 further including step S4 after the steps

S2 and S3 to play the game on the game station, and repeat the step

S1 after the step S4 ends.
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17. The method of claim 11, wherein the notification elenents are
ani mati ons changeabl e in anpbunt of quantity to indicate the popularity of
t he gane stations.
11. The method of claim 9, wherein the prompt unit includes a
plurality of notification elements corresponding to the multiple
game stations, and wherein the prompt unit activates the
notification elements to generate notification signals and closes
down the notification elements to conceal the notification signals.
12. The method of claim 11, wherein the notification elements are
flicker lights.
13. The method of claim 11, wherein the notification elements are
colored lights of changeable colors.
14. The method of claim 13, wherein the colored lights are
switchable in yellow, orange and red to sequentially indicate
different popularity of the game stations.
15. The method of claim 11, wherein the notification elements are
changeable icons.
16. The method of claim 15, wherein the icons are oblong in shape
formed at a length corresponding to the popularity of the game
stations.
17. The method of claim 11, wherein the notification elements are
animations changeable in amount of quantity to indicate the

popularity of the game stations.
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