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Video Blackjack

[0093] Where the gaming unit 20 is designed to facilitate
play of a video blackjack game, the electronic display unit
70 may comprise a video display unit. FIG. 12 is an
exemplary display 400 that may be shown on the electronic
display unit 70 during performance of the video blackjack
routine 220 shown schematically in FIG. 6. Referring to
FIG. 12, the display 400 may include video images 402 of
a pair of playing cards representing a dealer’s hand, with one
of the cards shown face up and the other card being shown
face down, and video images 404 of a pair of playing cards
representing a player’s hand, with both the cards shown face
up. The “dealer” may be the gaming unit 20.

[0094] To allow the player to control the play of the video
blackjack game, a plurality of player-selectable buttons may
be displayed. The buttons may include a “Cash Out” button
406, a “See Pays” button 408, a “Stay” button 410, a “Hit”
button 412, a “Bet One Credit” button 414, and a “Bet Max
Credits” button 416. The display 400 may also include an
area 418 in which the number of remaining credits or value
is displayed. If the electronic display unit 70 is provided
with a touch-sensitive screen, the buttons 406, 408, 410,
412, 414, 416 may form part of the video display 400.
Alternatively, one or more of those buttons may be provided
as part of a control panel that is provided separately from the
electronic display unit 70.

[0095] FIG. 14 is a flowchart of the video blackjack
routine 220 shown schematically in FIG. 6. Referring to
FIG. 14, the video blackjack routine 220 may begin at block
420 where it may determine whether a bet has been made by
the player. That may be determined, for example, by detect-
ing the activation of either the “Bet One Credit” button 414
or the “Bet Max Credits” button 416. At block 422, bet data
corresponding to the bet made at block 420 may be stored in
the memory of the controller 100. At block 424, a dealer’s
hand and a player’s hand may be “dealt” by making the
playing card images 402, 404 appear on the electronic
display unit 70.

[0096] At block 426, the player may be allowed to be
“hit,” in which case at block 428 another card will be dealt
to the player’s hand by making another playing card image
404 appear in the display 400. If the player is hit, block 430
may determine if the player has “bust,” or exceeded 21. If
the player has not bust, blocks 426 and 428 may be per-
formed again to allow the player to be hit again.

[0097] 1If the player decides not to hit, at block 432 the
routine may determine whether the dealer should be hit.
Whether the dealer hits may be determined in accordance
with predetermined rules, such as the dealer always hit if the
dealer’s hand totals 15 or less. If the dealer hits, at block 434
the dealer’s hand may be dealt another card by making
another playing card image 402 appear in the display 400. At
block 436 the routine may determine whether the dealer has
bust. If the dealer has not bust, blocks 432, 434 may be
performed again to allow the dealer to be hit again.

[0098] Ifthe dealer does not hit, at block 436 the outcome
of the blackjack game and a corresponding payout may be
determined based on, for example, whether the player or the
dealer has the higher hand that does not exceed 21. If the
player has a winning hand, a payout value corresponding to
the winning hand may be determined at block 440. At block
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442, the player’s cumulative value or number of credits may
be updated by subtracting the bet made by the player and
adding, if the player won, the payout value determined at
block 440. The cumulative value or number of credits may
also be displayed in the display area 418 (FIG. 12).

Slots

[0099] Where the gaming unit 20 is designed to facilitate
play of a video slots game, the electronic display unit 70 may
comprise a video display unit. FIG. 15 is an exemplary
display 450 that may be shown on the electronic display unit
70 during performance of the slots routine 230 shown
schematically in FIG. 6. Referring to FIG. 15, the display
450 may include video images 452 of a plurality of slot
machine reels, each of the reels having a plurality of reel
symbols 454 associated therewith. Although the display 450
shows five reel images 452, each of which may have three
reel symbols 454 that are visible at a time, other reel
configurations could be utilized.

[0100] To allow the player to control the play of the slots
game, a plurality of player-selectable buttons may be dis-
played. The buttons may include a “Cash Out” button 456,
a “See Pays” button 458, a plurality of payline-selection
buttons 460 each of which allows the player to select a
different number of paylines prior to “spinning” the reels, a
plurality of bet-selection buttons 462 each of which allows
aplayer to specify a wager amount for each payline selected,
a “Spin” button 464, and a “Max Bet” button 466 to allow
a player to make the maximum wager allowable.

[0101] FIG. 17 is a flowchart of the slots routine 230
shown schematically in FIG. 6. Referring to FIG. 17, at
block 470, the routine may determine whether the player has
requested payout information, such as by activating the “See
Pays” button 458, in which case at block 472 the routine may
cause one or more pay tables to be displayed on the
electronic display unit 70. At block 474, the routine may
determine whether the player has pressed one of the payline-
selection buttons 460, in which case at block 476 data
corresponding to the number of paylines selected by the
player may be stored in the memory of the controller 100. At
block 478, the routine may determine whether the player has
pressed one of the bet-selection buttons 462, in which case
at block 480 data corresponding to the amount bet per
payline may be stored in the memory of the controller 100.
At block 482, the routine may determine whether the player
has pressed the “Max Bet” button 466, in which case at
block 484 bet data (which may include both payline data and
bet-per-payline data) corresponding to the maximum allow-
able bet may be stored in the memory of the controller 100.

[0102] If the “Spin” button 464 has been activated by the
player as determined at block 486, at block 488 the routine
may cause the slot machine reel images 452 to begin
“spinning” so as to simulate the appearance of a plurality of
spinning mechanical slot machine reels. At block 490, the
routine may determine the positions at which the slot
machine reel images will stop, or the particular symbol
images 454 that will be displayed when the reel images 452
stop spinning. At block 492, the routine may stop the reel
images 452 from spinning by displaying stationary reel
images 452 and images of three symbols 454 for each
stopped reel image 452. The virtual reels may be stopped
from left to right, from the perspective of the player, or in
any other manner or sequence.



