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a boxing match (see FIGS. 3¢ and 3b). The RINGSIDE
CHAMP™ game may also include a bonus game or sec-
ondary game.

[0015] FIG. 2 is a block diagram of a control system
including processing circuitry suitable for operating the
gaming machine 10. Coin/credit detector 18 signals a CPU
20 when a player has inserted a number of coins or played
a number of credits. Then, the CPU 20 operates to execute
a game program which causes the lower video display 14 to
display the basic game that includes a series of player
selectable options displayed thereon (see FIGS. 3b and 4b).
The player may select the amount to wager via an input key
22. A play of the game commences in response to the player
activating a switch 24 corresponding to a displayed option
(e.g., by pushing a button or touching a touch screen),
causing the CPU 20 to randomly select a game outcome and
animate the game outcome on the upper display 16. Ani-
mation may take any of several forms; for example, the
animation may be hand-drawn animation showing an action,
computer animated action, video or film representations, or
any other visible movement corresponding to a selected
option. In one embodiment, the game outcome may be
displayed via mechanical devices which carry out an action
in response to the player’s selection of an option. In addition,
the depiction of the outcome of an option selected by a
player may be displayed using a combination of these forms
of animation. In one embodiment, certain of the basic game
outcomes cause the CPU 20 to enter a bonus mode causing
the video displays 14 and 16 to show a bonus game.

[0016] A system memory 26 stores control software,
operational instructions and data associated with the gaming
machine 10. In one embodiment, the memory 26 comprises
a separate read-only memory (ROM) and battery-backed
random-access memory (RAM). However, it will be appre-
ciated that the system memory 26 may be implemented on
any of several alternative types of memory structures or may
be implemented on a single memory structure. A payoff
mechanism 28 is operable in response to instructions from
the CPU 20 to award a payoff of coins or credits to the player
in response to certain winning situations which might occur
in the game. The payoff amounts corresponding to certain
outcomes in the basic game are predetermined according to
a pay table stored in system memory 26. The payoff amounts
corresponding to certain outcomes of the bonus game are
also stored in system memory 26. Furthermore, the system
memory 26 stores data relating to the images to be shown on
the lower and upper displays 14 and 16.

[0017] As shown in FIGS. 3a and 3b, the RINGSIDE
CHAMP™ basic game is implemented on the video displays
14 and 16. As illustrated in FIG. 3b, the lower display 14
presents an array of boxing gloves 30. As illustrated in FIG.
3a, the upper display presents an animation of a boxing
match with two boxers “Rocky”32 and “T-Bone”34. Gen-
erally, game play is initiated by inserting a number of coins
or playing a number of credits, causing the CPU 20 (FIG. 2)
to activate a number of picks available to the player corre-
sponding to the number of coins or credits played. The lower
display 14 illustrates the number of picks 36 or selections
available to the player.

[0018] After picks 36 are made available to the player, the
lower display 14 informs the player “TOUCH GLOVES TO
PUNCH OPPONENT.” The CPU 20 uses a random number
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generator (not shown) to select a punch type for each of the
displayed gloves 30. In one embodiment, the punch type for
each glove 30 is written over the gloves 30 as shown by the
“JAB” glove 38. For convenience, this embodiment is called
the options revealed embodiment. In another embodiment, a
punch type or outcome for each glove is not revealed until
the player selects a glove such as the revealed “HOOK”
glove 40. For convenience, this embodiment is called the
options hidden embodiment. For both the options revealed
and options hidden embodiments, the player selects one of
the boxing gloves 30. In one embodiment, the lower display
14 includes a touch screen to allow the player to press the
desired boxing glove 30.

[0019] In the options revealed embodiment, once the
player selects one of the boxing gloves 36, the selected
option animates on the upper display 16. For the example
illustrated in FIGS. 3a and 3b, the JAB option 38 has been
selected and ROCKY throws a jab punch. The CPU 20
randomly determines a punch outcome for the selected JAB
option 38. The punch outcome is a result for the thrown
punch having a payoff, such as a missed punch equaling no
payoff, a blocked punch equaling no payoff, a soft hit
equaling 10 credits, a medium hit equaling 50 credits, a solid
hit equaling 150 credits, a knock down equaling 250 credits
and a knock out equaling 500 credits. For example, the JAB
punch may result in the solid hit as animated on the upper
display 16 in FIG. 3a with the JAB punch connecting with
the face of T-Bone resulting in a 150 credit payoff to the
player. Table 1 illustrates a pay table for the RINGSIDE
CHAMP™ basic game. In the options revealed embodi-
ment, the punches are shown to the player before the
player’s selection, but the outcomes of the punches are
randomly determined following the player’s selection.

TABLE 1

Pay Table for Options Revealed Embodiment

PUNCH OUTCOME PAYOFF
MISSED PUNCH 0
DEFLECTED PUNCH 0
SOFT HIT 10
MEDIUM HIT 50
SOLID HIT 150
KNOCK DOWN 250
KNOCK oUT 500

[0020] The options hidden embodiment is similar to the
options revealed embodiment. Once the player selects one of
the boxing gloves 36, the selected boxing glove animates on
the lower display 14 revealing either a punch type, such as
HOOK 40 in FIG. 3b, or an outcome for the selected boxing
glove. If a punch type is revealed, the CPU 20 determines a
punch outcome for the revealed punch type, such as the
HOOK punch 40. The punch outcome is a result for the
thrown punch having a payoft value, such as a missed punch
equaling no payoff, a deflected punch equaling no payoff, a
soft hit equaling a small payoff, a medium hit equaling a
medium payoff, or a solid hit equaling a large payoff. For
example, the HOOK punch may result in the solid hit as
animated on the upper display 16 in FIG. 3a for the JAB
punch resulting in a 150 credit payoff to the player. In the
options hidden embodiment, the punches or outcomes cor-
responding to the boxing gloves may be randomly deter-
mined before the player selects a boxing glove 30. Alterna-



