AN | NCENTI VE METHOD FOR A GAMBLI NG GAME FI ELD OF THE | NVENTI ON The
present invention relates to a ganbling gane and particularly to a nethod
to increase attractiveness of ganbling 5 ganes. BACKGROUND OF THE | NVENTI ON
Craps, roulette and baccarat ganes are commonly seen ganbl e ganes t hat
provide a betting table allow ng players to place bets on different gane
results. Depending on the 10 appearing chance of the gane results on the
betting table difA& ¢MCBNEIVEeVIETEEGD WRR A GAMBIEEENI3 GCAMSE des with
a player's betting paynent is made to the player by the odds of the betting
amount. The si zeF B Lih€) BAOH EENMKIB TFONhe appearing chance of the gane
result. Take throwmng three dice 15 in the craps gane as an exanple, the
chance of appearingThir eesehit isvelt2db, reldwesotds: gemeblahgyghmel 4@ 190, the
converted return ratio of the player is about 88.4% nanely when the sanple
nunber is suffigianichyallarge niehbing hROeand dsraalvegeks loFt gimbakut 88
units. Take roulette for instance, 20 with "three zero roulette" as an
exanpl e, theschangreof appearing is 1/39, the odds generally is L to 36,
the converted return ratio of the player is about 94.8% Take baccarat for

instance, the c'BACKWROWEED IPB PHRINVENTHAGH and the odds is 1 to It,
then the returnTatiro of the player 1s about 89.6% The aforesaid

conventional ganbl € gagesoarites aldy wiRduse xxh@gqurer%hh&ﬂoﬁf}ﬁis%efnor the
pl ayers. The players often feel being unfairly exploited. Thus the appeal

of those games t@QrihR PhAYEHhat HrboWe arbkitidl QLI AIIAAMILPIA SR o5 down.

Thi s nmakes nmaxi m zi ng
place bets on different game results. Depending on the

10 appearing chance of the game results on the betting table
different odds are marked. When a game result coincides with
a player’s betting payment is made to the player by the odds
of the betting amount. The size of the odds depends on the
appearing chance of the game result. Take throwing three dice

5 in the craps game as an example, the chance of appearing
three “1” is 1/216, the odds generally is 1 to 190, the
converted return ratio of the player is about 88.4%, namely
when the sample number is sufficiently large, betting 100
units can get return about 88 units. Take roulette for instance,

20 with “three zero roulette” as an example, the chance of
appearing “1” is 1/39, the odds generally is 1 to 36, the
converted return ratio of the player is about 94.8%. Take
baccarat for instance, the chance of appearing a pair is 7.47%, and
the odds is | to 11, then the return ratio of the player is about

25 89.6%.



5busi ness benefits difficult. SUMVARY OF THE | NVENTI ON Therefore the
primary object of the present invention is to provide an incentive nethod
for a ganbling gane. The ganbling ganme includes a betting table and a
plurality of ganme results. The betting table is marked with paynent odds
according to different gane results respectively. The nethod includes:
betting step, calculating dynam c rai sed odds step, display step, gane
result generation dhepafendbaphyoevintzmep.gaiitde hemengestrapyaprmiuce 4 et

pl ayers to place bets for the is gane result on the betting table. The
cal cul ating dynalwiverr gitsed rattdSosttep gapersatBse dynam oftai Sed odig
according to each of the gane results respectively. The display step

di spl ays the dynamfatoly akpleitedd@auothd hepgdnd thesupiseono the phetd iy t abl e
after the betting step is finished. The game result 20 generation step ains
to generate one lofw,t el gaite wtélszidtion efsot kedgambl Tiig @akes miheinpaipEent step
ains to pay stakes for the bets won in the ganbling ganme according to the
payment odds sor lsysiasssbenafisediffdglds. By means of the foregoing nethod, the
paynent odds of gane result can be substituted by the dynam c rai sed odds,

SUMMARY OF THE INVENTION

Therefore the primary object of the present invention is to
provide an incentive method for a gambling game. The
gambling game includes a betting table and a plurality of

10 game results. The betting table is marked with payment odds
according to different game results respectively. The method
includes: betting step, calculating dynamic raised odds step,
display step, game result generation step and payment step.

The betting step aims to let players to place bets for the

15 game result on the betting table. The calculating dynamic
raised odds step generates dynamic raised odds according to
each of the game results respectively. The display step
displays the dynamic raised odds of the game results on the
betting table after the betting step is finished. The game result

20 generation step aims to generate one of the game results of the
gambling game. The payment step aims to pay stakes for the
bets won in the gambling game according to the payment odds
or dynamic raised odds.

By means of the foregoing method, the payment odds of

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

28]



nanely the players have chances to obtain a paynment of the dynam c raised
odds upon wi nni ng, and hence the expectation value of the ganbling gane is
i ncreased. Wth appearing of the dynamc raised odds, it is nore attractive
for the players to participate the gane. Hence the betting table
utilization increases and maxi num benefit can be achi eved. The foregoi ng,
as well as additional objects features and advantages of the present
invention will bemelethegdayyrsappae eritarfoeonot hbtadva mgyaetai lofdthe
description, which 10 proceeds with reference to the acconpanyi ng
enbodi ment s and drreamn Ry saisdd e deisbogomentnnisgy wed drdneef the ékpesthtiain ve
purpose and are not the limtations of the present invention. BRI EF
DESCRI PTI ON OF TdEuBRAWINGS anfb (eng lpameaispirnaessed.| Bichargpaifridide present
invention 15 FIG 2 is a flowhart of a first enbodi nent of the present
invention. FIG tBeidyrmsithernséd oddiss &disoddse atiridigvé ifssthempogingent of the
present invention. FIG 4 is a flowhart of a second enbodi nent of the
present 20entsi omparticipate5 the gagehemdénde vilew Wittihakedbkddgibhatile second
enbodi ment of the present invention,

increases and maximum benefit can be achieved.

The foregoing, as well as additional objects, features and
advantages of the present invention will be more readily
apparent from the following detailed description, which

10 proceeds with reference to the accompanying embodiments
and drawings. The embodiments serve only for illustrative
purpose and are not the limitations of the present invention.

BRIEF DESCRIPTION OF THE DRAWINGS

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

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



FIG 6 is a flowhart of a third enbodi nent of the present invent ion,
25FIG 7 is a schematic view of raised odds ot ti enbodi nent of the
present invention. DETAILED DESCRI PTI ON OF THF PREFERRED EMBODI MENTS Pl ease
referring to FIG 1, the present invention provides 5 an incentive nethod
for a ganbling gane. The ganbling game includes a betting table 20 and a
plurality of game results 40 (also referring to FIG 3) marked respectively
wi th paynment oddsmB8@dimbat w&n@@r@mrihs&@ﬁtiphocedur es of: betting step 10,
cal cul ating dynam c rai sed odds step 11, display step 12, gane result
generation step DERAILEDYEDESCRIPIFION The batHENg PREFEREDE to |et
pl ayers to place bets for the gane results 40 on the betting tabre 20. This
can be acconpl i shsdBOYDPVEENTE at | east a chip 50 on the betting table 20.
The probability of generating the gane results 40 is 15 defined as a gane

probabi i ty. NU'“DPl'e@@EiLQ'FeIQD%j_‘ﬂStFm. t hehgaresuopakintidy #Bgidhe paynment
odds 30 is a player's return ratio (a muitiple of the bet rétrieved by the

player for wsnnid\gihdmie2mthHe faarae%%nﬁmﬁlgg%m'éntrh%dgén%giﬁgg&ﬁé at a

gi ven val ue. And the paynent odds 30 uld controlTed
includes a betting table 20 and a plurality of game results 40

(also referring to FIG. 3) marked respectively with payment

odds 30. The method comprises procedures of: betting step 10,

calculating dynamic raised odds step 11, display step 12,
10 game result generation step 13 and payment step 4.

The betting step 10 aims to let players to place bets for the
game results 40 on the betting table 20. This can be
accomplished by placing at least a chip 50 on the betting table
20. The probability of generating the game results 40 is

15 defined as a game probability. Multiplication product of the
game probability and the payment odds 30 is a player’s return
ratio (a multiple of the bet retrieved by the player for winning
in the gambling game). The payment odds 30 are set at a given
value. And the payment odds 30 should be controlled at the

20 given value to make the player’s return ratio no greater than
100%. The difference of the player’s return ratio and 100% is
the benefit of the landlord (banker).

Depending on different rules of game, the payment odds 30
include two types, i.e. returning the bet placed by the player

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



20 given value to nake the player's return ratio no greater than 100% The
difference of the player's return ratio and 100%is the benefit of the
| andl ord (banker). Dependi ng on different rules of game, the paynent
odds 30 include two types, i.e. returning the bet placed by the player

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

The aforesaid player

return ratio is the paynent odds 30 with returning the player's placed bet,
nanel y the paymeptayedusrg0rmoalid isghequaiment vds B0l withl eetofnirze thet

retrieved by the winning in the ganblint, gane. On the other hand,
paynment odds 30 dyeots wiladed étety mangelyhthdetaypiadeddby Ihewpubyese t he
multiple of the bet retrieved by the player for wwnning in the ganb
gane, in additioequa thehpaynetiploddstisd, beal sariened udesthdopbdeerofot he bet

pl aced by the player.

if the s

l'ing

Hence the return ratio of the player should be

anended as a 10 wuhting iinatieonzgmbhugt game. hOmaheeatheoddand) il tise doubl e

of

anel y actual

taken multiple of the player won in the ganbling

game) and t hes gapmymeabakidsi 3¢ .dd noorwlzgh teuiniapedsebthelacks byt fige Gal en

atm

10

15

20

25

player, the multiple of the bet retrieved by the player for
winning in the gambling game, in addition to the payment
odds 30, also includes double of the bet placed by the player.
Hence the return ratio of the player should be amended as a
multiplication product of the payment odds 30 plus double of
the bet (namely actual taken multiple of the player won in the
gambling game) and the game probability.

In order to increase the odds, the calculating dynamic
raised odds step 11 generates dynamic raised odds 60 (with
returning the bet placed by the player) for each of the
different game results 40. The dynamic raised odds 60 are
selected from one of raised odds, and the raised odds have
respectively an appearing probability. An accumulated
average odds can be defined by an accumulation sum of
multiplication products of the raised odds and the
corresponding appearing probability. A raised player’s return
ratio can also be defined by a multiplication product of the
accumulated average odds and the probability of the game.
The calculating dynamic raised odds step 1l includes, first,

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



rai sed odds step | | generates dynam c raised odds 60 ES returning the bet
pl aced by the player) for each of the different ganme results 40. The
dynam ¢ raked odds 60 are selected fromone of raised odds, and the raised
odds have respectively an appearing probability. An accunul ated average
odds can be defined by an accunul ati on sum of nultiplication products of
the rai sed odds and the correspondi ng appearing probability. A raised

pl ayer's returnradiresmandiaks appeadeabi mpedbhyilaymibt inpdlieatliconppreduct of the
accunul at ed average odds and the probability of the gane. The cal cul ating
dynam c rai sed ogddsrstrefiol dppioimdes tof thestargsetvadud;apgalet vidleUealrext ,

adj ust the raised odds and the correspondi ng appearing probability to make

the player's retand fi@hberappr i maiged aoddie bar getrelpl vejufesethd he val ue
and nunber of the raked odds; by merely adjusting the corresponding

appearing pr Obatﬂdﬁrés}pdrhﬁngaéﬁﬁ%rR{g’ig%lﬁQcBilllirt? Der@lisal padydes raaen

approximate to the target val ue. imlarly, if the paynent odds 30 do

not include tshe mkidyein %eh_ﬁhdgh@?réﬂhﬁ@@wm&fa{r ef @hMfeN ratio should be
anended to becone the multiplication product of the accunul ated average

odds plus doubl e oRithmrPet ianthet hRy@adm IgWRIOBAPIdd tyot incTiMge ditapl ay step
12 ains to display the dynam c raiséd odds 60 of the different ganme results

40 on the betti "Lﬂa&éfﬂse A, afifeer rdifad bﬁle%je‘%gs SP@cﬂrﬁorﬁﬁgs-s}{Bhﬁdg%@ result
generation step 13 ains to generate anyorie of the gane results 40 in the is

garbl s gare.  TISIEEI 1 s T mygpragiaker Logalte i syuon 1 i
60. accumulated average odds plus double of the bet and the game
10  probability.
The display step 12 aims to display the dynamic raised
odds 60 of the different game results 40 on the betting table
20 after the betting step 10 ends. The game result generation
step 13 aims to generate anyone of the game results 40 in the
15 gamble game. The payment step 14 aims to pay stakes for the
bets won in the gambling game according to the payment odds
30 or the dynamic raised odds 60.
Please refer to FIGS. 2 and 3 for a first embodiment of the
present invention adopted for a craps game. The game
20 includes three dice (not shown in the drawings) and a dice cup
(also not shown in the drawings). It also includes the steps as
previously discussed, namely the betting step 10, calculating
dynamic raised odds step 11, display step 12, the game result
generation step 13 and the payment step 14. First, a dice

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



Pl ease refer to FIGS. 2 and 3 for a first enbodi ment of the present

i nvention adopted for a craps gane. The ganme 20 includes three dice (not
shown in the drawi ngs) and a dice cup (also not shown in the drawi ngs), it
al so includes the steps as previously discussed nanely the betting step O
cal cul ating dynam c rai sed odds step li, display step 12, the game result
generation step 13 and the paynent step 14. First, a dice 25shaking step 15

is executed, thethehdes dugeuati¢ ishakelli 6shdiiod;heedi, ceraisedingithd n a
still condition; next, proceeding the betting step 10; then the game result

generation step B@ttimrgo%Q%}@Sl@; dhef $ROW:AGcStrepult3kehyraorani figpt heg di ce cup
to get the gane result 40. Based on the gane result 40, the stakes can be

pai d according tgrdcRedshi BEcOFhdeikedtop Mleb?adifﬁerﬁ‘ﬂgudﬁe 4e cupThe payment

step 14 can include a w ning judgnment step 141, a paynent judgnent step

142, an origi nal g&%@%ﬁmétréﬁu&%.%@se@i bﬁitﬁé%aﬁﬁé“’r‘@ﬁ}lt q0ephd 4fakdhe
W nni ng judgnent” 10 step 142 determ nes whether to proceed the paynent

j udgnent  steps 14élanU&ep@ed%braﬂgg%n%h@t&ﬂPé%d%tﬁédﬁd!ﬁsthehggﬂfé to
proceed paynent of the dynam c raised paynent odds 60, and bas on whi ch

ei ther the originalpgynment step 143 or raise paynent step 144 is
pr oceeded. Regar dti ng the dynam c rai sed odds step 11, in this

enbodi ment, for i ns[t@n?g}/lﬁerﬁ@ ﬁgﬁngﬁ fr ME@EiQ%Mi“%Dhggggé@gsa owi ng the

same indicia (three is s 1121 gi ven the payne _ 1 to 190
Val ue 20 at  98% Chousdpanar {* FEPEEF S dan PP EY B R taS hor i oh
230, 1 o 260, adt P ta00 e nR e R e o S AP TR g
ai sed i ayel s bR CORTRNE WM e ot S e R I
step 144. The payment judgment step 142 determines whether
to proceed payment of the dynamic raised payment odds 60,
and based on which either the original payment step 143 or
raise payment step 144 is proceeded.
15 Regarding the dynamic raised odds step 11, in this
embodiment, for instance, the chance of appearing of three
dice showing the same indicia (three 1ls) is 1/216, and given
the payment odds 30 at | to 190 (the payment odds 30 does
not include return of the player’s bet), given the target value
20 at 95% (house benefit is 5%), and given the raised odds (not
with returning the player’s bet) at 1 to 190 (same as the
payment odds 30), 1 to 230, 1 to 260, and [ to 300, the
corresponding probability of appearing after adjustment are

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

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



accunul at ed average odds plus double of the bet (actually taken multiple of
the player won in the ganbling gane) and the gane probability. The

accurnul at ed average odds is the accunul ation Wn of the nmultiplication
product of the raised odds and the correspondi ng appearing probability, and
can be represented by the equation as follow E ----- [1 Yt.1 (APay.' X
AProbi )1x Prob Lai-1 - Were Eis raised player's return ratio, | is
the bet nultipl eaccARaylated eatdrege avsed pddsdodPreolif dree Hehe(appadlyi ng
probability to corresponding to the raised odds. Mathematic calculation is

as follow 1+190h86RAI0N FPer 26 \(NYBROL6% 6n Lih2d6=9anAg gHire) aingied
pl ayer's return ratio is approximate to the target value of 95% thus can

meet requirenmentthe ghifet grobhlgilhet tTng astemull@ted herctdagspl @ddstiepthl?
di spl ays the

accumulation sum of the multiplication product of the raised

5 odds and the corresponding appearing probability, and can be

represented by the equation as follow:

E=[1+ EL (APay, x AProb,)]x Prob

Where E is raised player’s return ratio, [ is the bet multiple,
APay; are the raised odds, AProb; are the appearing probability

10 corresponding to the raised odds.

Mathematic calculation is as follow:

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

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

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

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

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

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



dynam c rai sed odds 60 on the betting table 20 according to the different
gane results 40, nanely, for three dice showng the sane ind cia (three is)
is 80% of chance to display 1 to 190 (the paynent odds 30), 7% of chance to
display 1 to 230, 7% of 20 chance to display Ito s 260, and 6% of chance to
di splay I'to 300. Pl eas- refer to FIGS. 4 and 5 for a second enbodi nent
of the invention adopted for a roulette gane. The roul ette gane includes a

roul ette wheel (diRtwshowiel (ﬂl‘a’i&ﬁﬁg@)f awi A1gs Jin@0ded thalstepsahs prielousghown in
the drawings). It also includes the steps as previously di scussed,” nanely

the betting stepdidfusstde naaledul ki PEtRENSILC | DAitRE La0EldstigE ey darhic t he
display step 12, the gane result generation step 13 and the paynent step

14. Before execuhid &fdstd%@p bet Eﬂé‘gisgia‘ipstéﬁylzt itkﬁégamlérl%@l% efefRMY el e
wheel spinning step 16 to allow the bal'l to roll on the roulette wheel and

let the players ¢, nhage) the pAohRnPRidd ¢4 DBk ROe+aRkiBn20r Wid Belsg chi ps
g 11 the d d odds é S

50; at the dynam c rai sed odds” step ynam c rai se

generated, and as) ap, BRG! bRGeSlAProlied S WHEEPESHRMAELE ' 9dRobMmbet Li ng

step 10 when the bail I1s r ng sl ower than spee en proceed

the display steplpid 1‘?)[1%‘19‘151‘1?1I gﬁ%ﬁ%@@me%l 5@& ?&Qhé’ga‘?%%e@gﬁ% \ix}hﬁzg REQEaed the

gane result generati on step proceed a ste a static

| ocation or hal I(gI;Lg(gﬁ %{t%ita?olﬁozw@»}i&\ fﬂéeﬁll_ﬁﬁk'ﬂ)u%iﬂhei Olg\itiﬁg'hfse(a?ndi tion

to generate and gane result 4 I'h this e ake a

1517l nurber apiahy A i IEEROREE LA UTD LI el Bl e

"single nunber" 1s 1 he payment odds ! . gi ven
(he Taroe valuis.gh B £N0NRE) Pggliek e it el BARgialsad oods
gg?p)éarl i ;8 ;1f2 'iOerzola%&Jkgé[%rren bgpza%r gésllpl)lentﬁé1 ?l\/ogl%lr g%&?ﬁg%%’] g(i%;dgg@géft%tt gg;d on
(LS, e LD §31 SUDLAN 3,33, ALY e v iset ity er
eturn ratio s ahQ fiRkSel b Bnre A YAt 8h 39%a bRMReGE o
step of showing a static location of ball 132 which is to wait the ball
until in a static condition to generate and display the game result 40.
15 In this embodiment, take a “single number” as an example, the
chance of winning the bet for the “single number” is 1/39, and
given the payment odds 30 at 1 to 36, given the target value at 96%
(house benefit is 4%), and given the raised odds (not with returning
the player’s bet) at 1 to 36 (same as the payment odds 30), 1 to 42,
20 1 to 48 and 1 to 54, the corresponding probability of appearing
after adjustment are respectively 96%, 2%, 1% and 1%. Based
on this, the mathematic calculation is as follow:
(1+36%96%+42%2%+48% 1 %+54* 1%)* 1/39=95.95%
The raised player’s return ratio is approximate to the

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



Pl ease referiff)S, 6 and 7 for a. third enbodi nent of the invention adopted
for baccarat ganme. Et is a gane using pokers (not shown in the draw ngs).

it also includes the steps as previously discussed, nanely the betting step
10, the calculating dynamc s raised odds step 11, the display stop 12,
the gane result generation step 13 and the paynent step 14. Simlarly, at
the betting step 10, the players place the bets on the betting table 20

with the chips 50 aPldﬁBé'ﬁ@PeﬂtfbeFP@%”%n&nd)@d%o@Q thitd€ed¥pakh st at sgd odds
step 11 generates the dynam c rai sed odds 60 shown at the display 10step

12; then the ganﬁﬂeﬁﬁﬁhtadgﬁf@f Bl R cSlaEBark3, GERES é&lﬁé Lfsli}ﬁgegéms gyl t 40,

and paynent is done through the payrrent step 14. baccarat gane,

e Hern, o PGy o gl Do et gonalgp L,
95% (house benef jifscli§ed, namely the betting step 10, the calculating dynamic
5 raised odds step 11, the display step 12, the game result generation
step 13 and the payment step 14. Similarly, at the betting step 10,
the players place the bets on the betting table 20 with the chips 50
at marked the payment odds 30. The dynamic raised odds step 11
generates the dynamic raised odds 60 shown at the display
10 step 12; then the game result generation step 13 generates the
game result 40, and payment is done through the payment step 14.
In the baccarat game, take betting a “pair” as an example. The
chance of wining the bet of “pair” is 7.47%, given the payment
odds 30 at 1 to 11, given the target value at 95% (house benefit is
15 5%), and given the raised odds (not with returning the player’s bet)
at 1 to 11 (same as the payment odds 30), 1 to 14, 1 to 18 and [ to
22, and the corresponding probability of appearing after
adjustment are respectively 89%, 4%, 4% and 3%. Based on
this, the mathematic calculation of the raised player’s return
20 ratio is as follow:
(1+11*89%+14*4%+18%4%+22%3%)*7.47%=95.09%
The raised player’s return ratio is approximate to the target value
of 95%, and can meet the requirement,
As a conclusion, the present invention, through the dynamic

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



15 5%, and given the raised odds (not with returning the player's bet) at
1 to 11 (sanme as the paynent odds 30), 1 to 14, | to 18 and 1 to 22, and

t he correspondi ng probaonity of appearing after adjustnent are respectively
89% 4% 4% and 3% Based on this, the mathematic cal cul ati on of the
raised. player's return 20ratio is as follow (1+11 *89%f 14*4%t18*4%22
9%'"'7.47% 95, 09% The raised player's return ratio is approximate to the

target val ue of Qf¥itandche paymeat ottie 30eauneBMEY players havéAshandeore! usi on,
the present invention, through the dynam c Srai sed odds step 11, allows the

dynami c raised ogfisthetd:@nd e sid gwlﬁeﬁh@m@mmi@ddﬁe@%t BONRENce he
pl ayers have chance to win the bet and get the paynent of the dynamc

raised bet 60, heneer Bauterde:gieitRin ¢XDECTRS ifRusatippEhRd 4 ptly
appeared dynam c raised odds 60 can notivate the players to place the bets
and 5increase Utdhldegabd@ qf chhembeivatdghd %ﬂhﬁer@otd @1&@%@%@%@3'

5 Increase utilization of the betting table 20 to generate maximum

benefits.



be What is Clained is: 1. An, incentive nethod for a ganbling gane, the
ganbling gane includes a betting table and a plurality of ganme results, the
betting table providing a mark of payment odds according to different gane
results., the nethod conprising the steps of: betting step; allow ng

pl ayers to place bets for the gane results on the betting table;

cal cul ating dynam c rai sed odds step: generating dynam c rai sed odds

accordi ng to eacWwieft it taa0aeR j§esul ts respectively; [O0display step:
di spl ayi ng the dynam c raised odds of the game results on the betting table

! e 0P, SEPSG o SR0P (PG UiE, EPuBiRR 0 o
game includes a betting table and a plurality of game results,
the betting table providing a mark of payment odds according

5 to different game results, the method comprising the steps of:
betting step: allowing players to place bets for the game
results on the betting table;
calculating dynamic raised odds step: generating dynamic
raised odds according to each of the game results respectively;
10 display step: displaying the dynamic raised odds of the
game results on the betting table after the betting step ends;
game result generation step: generating one of the game
results of the gambling game; and
payment step: paying stakes for the bets won in the
15 gambling game according to the payment odds or the dynamic
raised odds.
2. The incentive method for the gambling game of claim I,
wherein the gambling game is a craps game which includes
three dice and a dice cup, and proceeds first a dice shaking
20 step, the three dice covered in the dice cup are shaken and
kept in a still condition; then proceeding the betting step, the
game result generation step including a dice showing step by
opening the dice cup.
3. The incentive method for the gambling game of claim |,

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



paynent step: paying stakes for the bets won in the 15 ganbling gane
according to the paynent odds or the dynam c raised odds, 2. The incentive
nmet hod for the ganbling gane or claiml, wherein the ganbling gane is a
craps gane which includes three dice and a dice cup, and proceeds first a
di ce shaking 20 step the three dice covered in the We cup are shaken and
kept in a still condition; then proceeding the betting step, the gane

result generati of,ghep \A'/H&%'I Uﬂid”'gi Balll, CEENOW NACRIRE BYrRReR: nghthe dice
cup. 3. The incentive nethod for thé ganbling gane of claimwherein he

ganbl e game is a lﬁmh gty gamee gft?éé'édl !h‘é%’itixg%sféiﬂ Fhlt S e n%d a ball,

and al so i ncl ude spl mni ng st fore procee |ng t he

pet ting step Lo gy te}g(emee rBlele! el Larnt B QiBtice ek ngnchig, St op

betting step after calculating dynam c rai'sed o step; t

betting step bei Jct eg&gg@gg hﬁ cCpdsthe, gt tds &g shep t ﬁ%e{tﬁﬁ‘gbﬁj :o r_oI I's

sl ower than a se e gane result ‘genera step®i ncfudi ng a

step of showisng @ezﬁ%aéﬂo%eeﬁg PRl HBbh y\ggcweﬂ 0 R} (big bal | to

arrlveastatlc con ion an ncenlve rrethodfor t he

gam hung gare. ofjcl gt Wk, 10, 40ErS 0 3,008, SR, O S APaGgRLRY gare.

5. The incentive Hhe ganbti eremn gane
e e G AL TP A PR
deered a2 1 BLAVHC Sl FLUARGLENS SRR AR QUG 001 1o, oL 2 2, 0 v
greater than 00 A The incentive method for the gambling game of claim 1,
10 wherein the gamble game is a baccarat game.
5. The incentive method for the gambling game of claim 1,
wherein the game results are generated by a probability
according to a game probability, multiplication product of the
game probability and the payment odds being deemed as a
15 player’s return ratio, the payment odds being set at a given
value and controlled at the given value to make the player’s
return ratio no greater than 100%.
6. The incentive method for the gambling game of claim 35,
wherein the dynamic raised odds is selected from one of
20 raised odds which have respectively an appearing probability,
an accumulation sum of multiplication products of the raised
odds and the corresponding appearing probability thereof
being defined as an accumulated average odds, the

multiplication product of the accumulated average odds and

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



6. The incentive nmethod for the ganbling gane of claim5, wherein the
dynam c raised odds is selected fromone of 20 raised odds which have
respectively an appearing probability, an accumul ati on sum or

mul tiplication products of the raked odds and the correspondi ng appearing
probability thereof being defined as an accunul ated average odds, the

mul tiplication product or the accunul ated average odds and the gane

probabi l ity bei ngtio;edhedcalsudatcal- dghayec' saised uoddsr atdpo; irtdiedigal cul ati ng
dynam c rai sed odds step including setting a target value, adjusting the
rai sed odds and sdiengonr esportdivaguappednsthge priebahiddd yodds naké tthe rai sed
player's return ratio approximte to the target value. 7, The incentive

met hod for the gaorbéspundiage qipairaign Grovdtdtiey n tbhennkésedeoddssddicl ude a
val ue and nunber set in advance. 8. The incentive nmethod for the ganbling

game of cl ai m 6,plaker’si mttherdtdd 39@rokiayer o thet wigetr adie.l s a
mul tiplication product of the accunul ated average odds plus doubie of the

bet and the gane7 plThbabiderntive nfthbdefdmeentgaves lies hednbosftdggagpl i ng
gane of claim5, wherein the player's return ratio is the nultiplication

product of the paliemih dddsapledsodaybie|@de theabed ant dhEbLEANR: in
probability. 10. The incentive nethod for the ganbling gane of claiml,

wherei n the paymrhitangkep i ncl udes an award judgnment step, a paynent
j udgment step, an original paynent step and a raised paynent step; the

award judgnent g ephdetrRlmitiiencharistihgsr 2% Fg@n%l@t\?\%?hlﬁ@eopf%‘){&ﬁﬂt@ udgnent
step; the paynent type judgnent step determning et her to proceed paynent

of the dynam ¢ nghsdnogdds anddoaigde08 MWALED t@idriocgesh BibIRhthe
original paynent step or the raised paynent step.
10 product of the accumulated average odds plus double of the
bet and the game probability.
9. The incentive method for the gambling game of claim 5,
wherein the player’s return ratio is the multiplication product
of the payment odds plus double of the bet and the game
15 probability.
10. The incentive method for the gambling game of claim I,
wherein the payment step includes an award judgment step, a
payment judgment step, an original payment step and a raised
payment step; the award judgment step determining whether
20 to proceed the payment judgment step; the payment type
judgment step determining whether to proceed payment of the

dynamic raised odds and based on which to proceed either the

original payment step or the raised payment step.



