NOTI CE | NTERFACE APPARATUS AND METHOD FOR DI SPLAYI NG HOT CAWS ON GAME
H STORY PANELS FI ELD OF THE | NVENTI ON The present invention relates to
a game machine and particularly to a human machi ne operation interface of a
ganme nmachi ne. BACKGROUND OF THE | NVENTI ON Conventional human nmachi ne

operation interfaces 10 referring to FIG 1|, generally are linked to a
plurality of game NQTIGEE INTE RFAGENDARRARAT S AND jdiETHORNded to

partici pate and place bets directly. Such an arrangenent can overcone the

constrai nt of phFORADISALAVING HOT GAMBEScONGAMBIHISTOR Yet s

pl aced by the players on each gane 15 nmachine 2. The players al so can pl ay
di fferent game machines 2 w thout wal lpANEY.8und, hence utilization of each
ganme nmachine 2 is higher and total business revenue increases. In order to

enabl e the pl aYRIPII @ Ve INSPNERhN ecords of different game nachines

2 at the same tm—eacgigane—%mﬂ?, _ : usually is equipped with a

corresponding game- i st eRRNGlyéhii8n IrEMi8Y id % Mhah ' AALHIRTCaRESH! S
particularly to a human machine operation interface of a game

machine.

BACKGROUND OF THE INVENTION

Conventional human machine operation interfaces 1,

10 referring to FIG. 1, generally are linked to a plurality of game

machines 2 to allow players to select games intended to

participate and place bets directly. Such an arrangement can

overcome the constraint of physical environment and increase

the amount of the bets placed by the players on each game

15 machine 2. The players also can play different game machines

2 without walking around, hence utilization of each game

machine 2 is higher and total business revenue increases. In

order to enable the players to observe historical records of

different game machines 2 at the same time, each game

20 machine 2 usually is equipped with a corresponding game
history panel 3 to display its historical game results.

In addition, through a single human machine operation

interface 1, a player can place bets from a remote distance on

the games of different game machines 2, and can browse the

25 different game machines 2 through the corresponding game



In addition, through a single human machi ne operation interface 1 a player
can place bets froma renote distance on the ganes of different gane

machi nes 2, and can browse the 25 different gane machines 2 through the
correspondi ng gane history panels 3, and al so can switch different display
screens to play ganes on different gane machines 2 as desired w thout

wal ki ng to anothistogampaneds Bi, a2 alsthenabywited @ifdgeantcdispayesereleats of
time and spend nore tinme on betting to further increase utilization of the
game machi nes 2o playl rggraser e, differenay egasndaveachinebi 2 ofs f desizeidng and
betting on a hot gane. The hot ganme neans that the historical gane result

of a game miChiWﬁ%ﬁe%ﬁk@ngetéahﬁoﬂﬁﬂdigdrﬁé h{@éhihféd%eﬁ’ﬁél%b@ aKer to
pl ace bets. Take Baccarat as an 10 exanple, when consecutive w Nni ng ganes

of the banker Oéla&ltgf. Blp%8%chayst - igféj gglr?ri; Eﬁ%frid\r,\jij’i‘é'i‘gstiﬁé‘ %%tﬂci%lggne has

Lounds or nnrg) may be called a , en a regular ou
J?E{%S{‘E{?fft htfsﬁf%%? iﬁgffaa%?mi#ﬂ%@%?fﬁéa%ﬁg?ﬁéoﬁ@%ﬁ § unti | the
2 uman mchi ne. opkt aEFar Alni e RIBYFTS daphs fr BAPIE o R BAITE opetiar ed
gane nmachi ne 2, the player, cannot know whet her hot gagﬁg_afv .been

generated on ot PRIINERE Adri gemey The hnd gamer megngy S8iHeTHHer hot
ganes, the player has to pag a great deal of attention on other gane
do

hi story panel s Samsur¢swt dvktar gemenmaepine o3 mBetplaagertainagandeiies t he
pl ayer feel tired easily, thus shortening actual time of playing ganes by
the player and thet¢r aahices dhel pkagdronooplade hptse Tachi Bascarat as an
10 example, when consecutive winning games of the banker or
the player have reached certain rounds (such as five rounds or
more), it may be called a hot game, or when a regular outcome
has been generated, such as the banker and the player win the
games alternately, the player usually will continue placing
15 bets until the regularity of the game ends.

However, when a player plays games through a human
machine operation interface 1, aside from the currently
operated game machine 2, the player cannot know whether hot
games have been generated on other game machines 2. In

20 order to avoid missing other hot games, the player has to pay a
great deal of attention on other game history panels 3. Such a
distraction depletes the player’s stamina, and makes the player
feel tired easily, thus shortening actual time of playing games

by the player and decreasing utilization of the game machines

25 2.



SUMVARY OF THE | NVENTI ON Therefore the primary object of the present
invention is to provide a notice interface apparatus for displaying hot
ganmes on game history panels to allow players to be easily informed of
generation of hot ganes w thout nuch toiling. Anot her obj ect of the
invention is to provide a nmethod of displaying hot ganes on gane history
panels to al | o8 UMMARYOH TI0E INVWENTEHM i nstantly. To achi eve the
foregoi ng objects, the invention provides 10 notice interface apparatus and
met hod for di spl ayTherdfeire gheesrianagamdjditss Otlie parstat ifikengiwreiditst ory
panel s display historical gane results of nmultiple ganme machi nes. The gane
machi nes can beyeRlige! Ll ThetiFhdy dppaphfils FBfTRH sl iR HER LAFRE! ne

operation interface. The notice interface 15 apparatus  includes a plurality

of judgment “”‘cilﬁg%?e %8 hh¥1Pfo %ﬁ%@?pl%ér%g%g&sbe B&%i% Bithedni ts

are located in Ccor respondt ng gamne nmachin corresp i ng gane

hi story panels to npnitor t i storical.,.ga resul t-s. of the correspondi ng
game nachi ngs. Q/ﬁ%ﬁn%r%f%l?@?ﬁké}i gﬁ% Y& l{r{e Crsqle{eqlimeg‘pr eset condition to
all ow the gane to beco a hot , a control. sjgnal i ener at ed. .The
pronpt el enents ar‘gnlo ar apiest %%gt%@om\é%rﬂéﬂﬂilﬁgt(bgﬁﬁvﬁ%t%ow of and
connected to the correspondi ng judgnent units to receive the control signal
to generate a pHepRYisigghat arBanon gasig hastardnpenels thadlew players
historical game tesults on the game history panels neet the preset

condi tion, and tgegeasat the hbe ganvepinstiaghly. when the preset condition is net
and di spl ays the pronpt signal on the gane history panels, or conceals the
pronpt signal wher[d heclpeezethe disdepbomg i sbjeets,mehe inwvenhaon tweyidagers can
be informed of generation of the hot games by observing presence or absence
of the prompt sigmed. ikereecd hgppaniass agdn Medsddt fier hdisplagkag hot

games on game history panels. The game history panels
display historical game results of multiple game machines.
The game machines can be selected individually to play games
via a human machine operation interface. The notice interface

15 apparatus includes a plurality of judgment units and a
plurality of prompt elements. The judgment units are located
in the corresponding game machines and corresponding game
history panels to monitor the historical game results of the
corresponding game machines. When a historical game result

20 meets a preset condition to allow the game to become a hot
game, a control signal is generated. The prompt elements are
located in the corresponding game history panels and
connected to the corresponding judgment units to receive the
control signal to generate a prompt signal.

25 The invention monitors whether the historical game results



Thus, through the judgnent of the judgnment units, when one of the
hi storical ganme results displayed on the gane history panels neets the

preset condition to allow the game to becone a hot gane,

pronpt el ement

generates the pronpt signal and displays it on the ga

hi story panel so that the players can be easily inforned. In short,
noni t ori ng whetdrerthehgamstloistony amelsr esedtt sheeptestd aopdétien, candi ti on,
the invention allows the players to be easily informed of generation of the

hot games wi t hgiiindra€shiené IproRRPERYENS WiteiDale pieveercomdinids isheree it
can relieve burdens of the players and increase tinme for the players to
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signal, hence the players can grasp the hot games.

Thus, through the judgment of the judgment units, when
one of the historical game results displayed on the game
history panels meets the preset condition to allow the game to
become a hot game, the corresponding prompt element
generates the prompt signal and displays it on the game
history panel so that the players can be easily informed. In
short, by monitoring whether the historical game results meet
a preset condition, the invention allows the players to be
easily informed of generation of the hot games without
frequently observing the game history panels, hence it can
relieve burdens of the players and increase time for the
players to play games, thereby improving utilization of the
game machines.

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



FIG 4 is a schematic view of a human machi ne operation interface of the
invention. FIG 5 is a schematic view of a gane history panel of the
invention. FIGS. 6A through 6C are schematic views of enbodi nent-1 through
enbodi ment -3 of pronpt signals of the invention. FIG 7 is a system
operation flowhart of the invention. 15 DETAI LED DESCRI PTI ON OF THE
PREFERRED ENMBGDRMMENTEmiPhtians ofethe inveiGs. 2 through 5, the present
invention ains to provide a notice interface apparatus and nmethod for

di spl ayi ng hot BRIEFDESTCRIPEION (PEEHE DRAVWANRGS history panels 10
aimto display historical gane results of nultiple gane machi nes 30. The

nunber of the gepg Dii§tO§dhematic view of a conventional system structure.

FIG. 2 is a schematic view of the system structure of the
5 invention.
FIG. 3 is a schematic view of the system of the invention in an
implementation condition.
FIG. 4 is a schematic view of a human machine operation
interface of the invention.
10 FIG. 5 is a schematic view of a game history panel of the
invention.
FIGS. 6A through 6C are schematic views of embodiment-1
through embodiment-3 of prompt signals of the invention.
FIG. 7 is a system operation flowchart of the invention.

15 DETAILED DESCRIPTION OF THE PREFERRED

EMBODIMENTS

Please refer to FIGS. 2 through 5, the present invention
aims to provide a notice interface apparatus and method for
displaying hot games on game history panels. The game

20 history panels 10 aim to display historical game results of
multiple game machines 30. The number of the game history
panels 10 is set according to requirements, and three sets are
shown in the drawings as an example for discussion. Also
refer to FIG. 5 for in interface of one game history panel 10

25 that is for Baccarat as an example. Its content mainly includes



panels 10 is set according to requirenments, and three sets are shown in the
drawi ngs as an exanple for discussion. Also refer to FIGS5 for in interface
of one ganme history panel 10 25 that is for Baccarat as an exanple. Its
content mainly includes a comonly called Main Road, a Bead Road, and

various statistics derived according to historical records, such as
comonl y cal | ech RignByesly Idalldd Magn Racid,oacBenidy Road tand ikariobat are
commonly known by the people in the gane busi ness and players, thus details

are omtted hersiatistics Heeiwgaheasdstklings t30 ldstorcalvikeorde, senweh gage or
di fferent ganes, such as Baccarat, Dice ganes, Roulette or the like. In

this enbodi nentoorhh?olglg/{rgﬁiléd%?%gﬂrzés,aﬁim Pig! @sabachdpss sk efe but

this is not the limt The 10 machines 30 can be chosen in to
pl ay ganes via WiRR ' ty) Slwhn f.ace ef ersmin FIG 4,
t he nunber of glgkrré\; nachlgﬁ‘gegé%nggﬁr)ﬁeklgl g tbzléﬁgeﬁgtggégb{}?ﬁfteh%tﬁgﬁ H A
pl ayer switch tthem as desired. Thg hu . i ti interface 20 is
| ocat ed on §n Mgp?%ﬁn%@&ye?fﬁbﬁl%ﬁ%gaégé&%ﬁgﬁi?ﬁrg&@r. In order to
| et the player feei,I actual o erﬁtion thev\garre maﬁﬁi nes 30, a plurality
of game display pahBfsS8M&BaEARSH HeABWERE d5atRe nFaMSr 2458RePE 10 and
connected to the correspondi ng gane nmachi nes_30. The gane c{i spl ay ﬁanel s 31
can present ingtiflfreghgamest skclhpsiBaceing, erigamesoRapnletieyes thene gane
machi nes 30 provide table games via conputer simulation or in a real
condi ti on. Hendékehbn ithigyesnbodimenh, the ggane idiBacearapaarchs Bisteancbe
i mges generated by conputer sinulation or real tinme inmages captured from
the real tabl e foanelisdissioati bati ther fiscamatppheatlunititiome Theergame
i ncludes a
10 machines 30 can be chosen individually to play games via a
human machine operation interface 20. Referring to FIG. 4,
the number of game machines 30 can be eight and denoted by
A through H. A player can switch them as desired. The human
machine operation interface 20 is located on an operating
15 station 21 operable by the player. In order to let the player feel
actual operation of the game machines 30, a plurality of game
display panels 31 are provided below the game history panels
10 and connected to the corresponding game machines 30. The
game display panels 31 can present instant game status of the
20 game machines 30 by images. The game machines 30 provide
table games via computer simulation or in a real condition.
Hence the images shown on the game display panels 31 can be
images generated by computer simulation or real time images

captured from the real table game.

25 The notice interface apparatus of the invention includes a



plurality of judgnment units 40 and pronpt units 50. Each judgnment unit 40
is located in a correspondi ng game machine 30 to nonitor historical gane
results of the ganme nachi ne 30. Each pronpt elenent 50 is |located in a
correspondi ng gane history panel 10 and connected to the correspondi ng
judgment unit 40. Wen a historical gane result nmeets a preset condition to
al | ow t he gane plecahty aofiojudgrent aunits 401 asidypaionist gemiés ab8d. EZbk pr onpt
el enent 50 receives the control signal and generates a pronpt signal.

It is to be notjedgrhent Liet MOeRelocatedi irl @nc@mSE_endm hyarheemplodiiae or by
the system according to the type of the gane machines 30 or player's

requirenents. I3y g?Qﬁbﬁﬁborflﬂrst(t)ﬂ%agge%@?eﬁﬂ%foathe Fave RIRIBAIIYE W NS
by the banker or players can be deeifed generation of "a hot ganme. Hence the

t 15 diti t I Lye: W nni C th
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el enrent 50 can be a flicker light to generate bl inking Iight 511 as the
pronpt signal tRreseti¢gndiieon| &y allewnhshe ggamendeasuns eshgéngameada

control signal is generated. The prompt element 50 receives
the control signal and generates a prompt signal.

10 It is to be noted that the preset condition can be set by the
player or by the system according to the type of the game
machines 30 or player’s requirements. In general, for the game
of Baccarat, five consecutive wins by the banker or players
can be deemed generation of a hot game. Hence the preset

15 condition can be set for five consecutive winning games of the
banker or player; or when a certain regularity is generated,
such as the banker and the player wins alternately and
repeatedly three times, then a hot game can be deemed
generated.

20 Please refer to FIG. 6A for a presentation method of the
prompt element 50. It can be designed according to the onsite
environment or player’s habit. For instance, the prompt
element 50 can be a flicker light to generate blinking light 511
as the prompt signal to notify the player a hot game has been

25 generated.



FIG 6B illustrates another enbodi nent in which the pronpt elenent 50 is a
colored light with changeable colors to generate a col ored background 512
to serve as the pronpt signal. The col ored backgrounds can be selected from
light 5 colors in yellow, orange and red to represent different hot degrees
of the ganme nmachi nes 30. Take Baccarat as an exanple, when the consecutive

wi nni ng ganmes reacRI@. séB tihhsstutkd ahother hetbgalimerntheincowbiied hhekgr ound
can be set yellow light. Wth increasing of the rounds of the consecutive

10 winning ga 1orhg€efé&h‘éh@%03?§Egidlkbﬁ*édQ?g'hlbﬁ/iﬂb%ﬂﬁﬁ‘ée@bl@rcﬁﬂg?s lkbaght ;
finally, the red light. Thus the player can sinply observe generation and

iati ft k t hot
gare 15 gener atd SIPLE o &olgBed; RaPkEroR R T, 0 tyenae HIe PR e
lines. i 6C.sh et anot her, enbodi t i t onpt .ekenent 50
gener at s ar ant BAAL o161 G CE hETHORE shBBE' Sriscapd bR LB Ty
variations qQf the aniymtiqgns 513 can al sp represent the hot..degrees of the
game nachi nes éﬁ)ﬁoﬁ%rlr} ryseﬁ We,mt%earﬁfwﬁtrﬁﬁﬁt@l@wﬁeﬁé %‘rfégﬁeﬁ}tegl%y 20
i ncreasing quantity of gold coins to represent generatjon of a hot gane.

Wt h increasi nglagreese Alodhgs gmehanagehigiesutd Ve Tikmi Bgcganek ag han
quantity of the gold coins in the animation 513 al so increases gradually,
hence the pl ayexamplé&novhemethmotcatsgeasivef wheniggngaraesi reacdo dyset
observing the quantity 25 of the gold coins in the animation 513.

Pl ease refer tahreshdld of theshst gmamegetlat icaiof¢dvravdkgrooid keni beeswti on, |t
conprises steps Si through S4. First, step S nonitoring whether the

hi storical gane/dlésw lighteaVith Ricreatimodithieoroydd o thedgorsécwrives 40
whi ch are | ocat’'ed respectively in the correspondi ng ganme nachi nes 30.

Next, Step 1§2: \g?ﬁkﬁﬁgi 8s PRRBPE o fhi@iRbat@Rohin@ Rl Bl ¢RlangaeP thesul ts

have nmet the preset condition, and displaying the pronpt signal” on the

corresponc g SARY ALY (ARIRL YO NEHETOAL HORIBAIFYpATE,

Lhe prom S| onglert® bOScPRSRLE| ST 0T 1Eel AEREEChl B Mg

col vated L0 oipciate, LhP RioTL Shatel. Sofscell veled o epnped e
6B, the colored background is shown by oblique lines.

15 FIG. 6C shows yet another embodiment in which the
prompt element 50 generates an animation 513 to represent
the prompt signal. The quantity variations of the animations
513 can also represent the hot degrees of the game machines
30. For instance, the animation 513 can be presented by

20 increasing quantity of gold coins to represent generation of a
hot game. With increasing of the rounds of the consecutive
winning games, the quantity of the gold coins in the animation
513 also increases gradually, hence the player can know the
hot degree of the game machine 30 by observing the quantity

25 of the gold coins in the animation 513.



signal the player knows whether a hot gane neeting the present condition is
gener at ed. After steps S2 and S3, a step S4 of playing the ganes by the
pl ayer on the gane machi nes 30 can be executed. Wien 20 the step $4 is
finished, the step S1 is repeated anew to forma cycle of the gane. As a
conclusion, the invention uses the judgnment unit to nonitor whether the

hi storical ganme r Bldasehaferad BI@r dsfor aosyiteimmperatiome flosgohatthaf t he

hi storical gane results of the 25 game machi nes have net the preset

condi tion to geReriaventi¥n. BaiBaprides srtePsrrSleh h S DEPRist Step Brompt
signal to notify the player, hence t he player can be infor med o generation

of the hot gangg By ta{g'\»h\%ﬁép%e%{&ﬁb@ggﬁgﬁé%aauwseﬁweﬂ%y% dser eby

time for betting pl ayer is Increase utilization o e game
machines is al Sc%ﬂtﬂ&o?lveﬂy the judgment units 40 which are located

5 respectively in the corresponding game machines 30.

Next, Step S2: generating a prompt signal when the
historical game results have met the preset condition, and
displaying the prompt signal on the corresponding game
history panels 10. However, if the historical game results are

10 not met the preset condition, proceeding step S3: concealing
the prompt signal. As the prompt elements 50 are located in
the corresponding game history panels 10, the prompt
elements 50 can be activated to generate the prompt signal, or
deactivated to conceal the prompt signal.

15 Thus by observing the presence or absence of the prompt
signal the player knows whether a hot game meeting the
present condition is generated.

After steps S2 and S3, a step S4 of playing the games by
the player on the game machines 30 can be executed. When

20 the step S4 is finished, the step S1 is repeated anew to form a
cycle of the game.

As a conclusion, the invention uses the judgment unit to
monitor whether the historical game result has met a preset
condition. In the event that the historical game results of the

25 game machines have met the preset condition to generate hot



What is Clained is: |I. Anotice interface apparatus for displaying hot
ganes on gane history panels which display historical gane results of a
plurality of corresponding gane machi nes, each of the plurality of gane
machi nes bei ng operated by at |east one human nachi ne operation interface
to play ganes, the notice interface apparatus conprising: a plurality
of judgment unigamksctiegrompthelenwenissgeneiatg gprempcdignad toonodfiyt or t he
hi storical gane results of the to correspondi ng gane nachi nes and generate

a control signgheWhRiydrh@ehice! Hd sy G2BRnI 86 Uhfsriadeo MlerrrRfiR¥EbT
condition to allow the ganes to becone hot ganes; and a plurality of

promyt el ement sileofat Gdrhés ifienR1Y SRABY Ay aEHEn b RireEs PRBRLEn

connected to the respon udgnent units to recelve the control
si gnal and gen ] o 2.4 ] (O] 1 i nt.er a us of
claim1l1, wher eﬁh%%%ﬁp?ﬁﬁgﬁff’? gg?{ﬂpgnﬁggﬁ%%em&gr reltsf Ilﬁgﬁiq’saqqu%ﬁé to
generate Dbl i_nki Jight to . .serve as the pronpt, si.gnal. 20 3. The notice

i nterface appar §aﬁf’nc?ﬁmﬁ E?%Q%&H%e‘sﬂlﬁpd r(bYeo‘g'pt el ements are
colored lights with changeable colors to generate different col ored
backgrounds to serve as the pronpt signal. 4. The notice interface

apparatus of claim3, wherein the col ored backgrounds are selected from
Iight colors of yellow,



orange and red that represent different hot degrees of the hot ganes. 5.
The notice interface apparatus of claiml, wherein the plurality of pronpt
el enents generate aninmations to serve as the pronpt signal, quantity
variations of the animations representing different hot degrees of the hot
ganes. 6. A nethod for displaying hot ganes on gane history panels which
di spl ay hi st oriWdiatgar@lainrmd iss of a plurality of correspondi ng gane

machi nes, each of the plurality of gane 10 machi nes bei ng operated by at

| east one human nAChiolRORBIATLOO 4pPaatas forodMplytagEset theneet brd
conprising the steps of: 51: nonitoring whether the historical game

hi stor i cal game B ol E A MR e S T the
Conceal i ng ¢ he HPBREE sl iReRCe T S0 In a0 28R, of e e
Sicafter the otpERly 2k SemEon Iy BEROGHosORSTAHE Bima! niEehl nate and
repeat the st eqlusrinagnrenva\{c fi%lgrolt)gr%tl%r? ICin%ellrfglgglst'o play games, the notice
interface apparatus comprising:
a plurality of judgment units located in the corresponding
game machines to monitor the historical game results of the

10 corresponding game machines and generate a control signal
when the historical game results have met a preset condition
to allow the games to become hot games; and

a plurality of prompt elements located in the
corresponding game history panels and connected to the

15 corresponding judgment units to receive the control signal and
generate a prompt signal.

2. The notice interface apparatus of claim 1, wherein the
plurality of prompt elements are flicker lights to generate
blinking light to serve as the prompt signal.

20 3. The notice interface apparatus of claim 1, wherein the
plurality of prompt elements are colored lights with
changeable colors to generate different colored backgrounds
to serve as the prompt signal.

4. The notice interface apparatus of claim 3, wherein the

25 colored backgrounds are selected from light colors of yellow,

11



8. The method of claim®6, wherein the step Si is executed through a
plurality of judgnment units which are located in the correspondi ng gane
machi nes to nonitor whether the historical gane results neet the preset
condition. 9. The nethod of claim®6, wherein the steps S2 and S3 are
executed through a plurality of pronpt elenments which are |ocated in the
correspondi ng garangd ahdrsecpahet se cattdffdretttivolgdegrats dfhthehatpt
signal or deactivated to conceal the pronpt signal. 10. The nethod of
claim9, whereigpmbg, plurality of pro p elenents are flicker lights to
generate blinking light to serve as the pronpt signal. 10 11. The nethod of

claim9, wherein the plfiabi I¥tePfady UMSaraGeoE Scidlif CO! GrRgrdinghths with
1S arPad &

changeabl e col or's to generate or ed backgr oun to serve as the
pronpt signal. I : in.t r.ed r.ounds
are selected fr@ﬁrgp&ﬁﬁggpgtog 1@'@%&%%@%@&%@%} g(gﬁ?f@t S%gpér(gﬁr esent
di fferent haqt rees of the hagt ganes. 13. The rreth(}d f claimQ, wherein
the plurality glf“ pridiFRPL| &HEttls g&%’?ﬁye VATLARONSn Ot dNCerRRUMANPRS pr onpt
signal, quantity variati on(f, f theh ani mat i ons repthesenti ng different hot
degrees of the lspregamdng different hot degrees of the hot games.

6. A method for displaying hot games on game history panels
which display historical game results of a plurality of
corresponding game machines, each of the plurality of game

10 machines being operated by at least one human machine
operation interface to play games, the method comprising the
steps of:

S1: monitoring whether the historical game results meet a
preset condition;

15 S2: generating a prompt signal when the historical game
results have met the preset condition and displaying the
prompt signal on the corresponding game history panels; and

S3: concealing the prompt signal when the historical game
results are not met the preset condition.

20 7. The method of claim 6 further including a step S4 after the
steps S2 and S3 to play the games on the game machines, and
repeat the step S1 anew after the step S4 ends.

8. The method of claim 6, wherein the step S1 is executed
through a plurality of judgment units which are located in the

25 corresponding game machines to monitor whether the

12
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historical game results meet the preset condition.

9. The method of claim 6, wherein the steps S2 and S3 are
executed through a plurality of prompt elements which are
located in the corresponding game history panels and
activated to generate the prompt signal or deactivated to
conceal the prompt signal.

10. The method of claim 9, wherein the plurality of prompt
elements are flicker lights to generate blinking light to serve
as the prompt signal.

11. The method of claim 9, wherein the plurality of prompt
elements are colored lights with changeable colors to generate
different colored backgrounds to serve as the prompt signal.
12. The method of claim 11, wherein the colored backgrounds
are selected from light colors of yellow, orange and red that
represent different hot degrees of the hot games.

13. The method of claim 9, wherein the plurality of prompt
elements generate animations to serve as the prompt signal,
quantity variations of the animations representing different

hot degrees of the hot games.
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