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ELECTRONIC SECOND SPIN SLOT 
MACHINE 

TECHNICAL FIELD OF THE INVENTION 

The present invention relates to a type of gaming machine 
which is commonly referred to as a slot machine. More 
particularly. the present invention relates to an electronic slot 
machine which allows players to select for respin one or 
more of the full symbols displayed after the machine’s ?rst 
spin. This feature allows the player to get a second chance 
at creating. improving or even losing a winning combina 
tion. 

BACKGROUND OF THE DTVENTION 

Over the years, many games of chance have been devised 
to allow players to wager a sum of money and have the 
opportunity to win greater sums of money. Such games 
include lotteries. bingo, keno. blackjack poker, roulette. 
craps and slot machines. 
Of these games, many people ?nd slot machines to be the 

most entertaining. In a basic mechanical slot machine, the 
player inserts a bill or coin and pulls down on the slot 
machine handle to initiate the game. Three parallel, rotatable 
reels with an assortment of fruit. number and/or bar symbols 
are then caused to spin until each reel reaches a resting 
position. The success or failure of the game is then deter 
mined by comparing the combination of reel symbols across 
a horizontal row with a table of winning combinations 
posted on the slot machine. To add interest to the game, the 
basic mechanical slot machine windows are frequently made 
large enough to show three adjacent symbols on each reel 
and thereby allow betting involving multiple rows. This 
betting can take the form. for example. of betting on the 
combinations formed across the upper horizontal row, 
middle horizontal row and lower horizontal row. Betting 
along diagonal lines intersecting these rows is also made 
possible. Because the combination of symbols on each reel 
of a basic mechanical slot machine is ?xed, there is typically 
no betting on vertical column combinations in the basic 
mechanical slot machine. 

With the advent of electronic technology. there have been 
many improvements to the basic slot machine. Among these 
improvements are the use of video monitors to display an 
imitation of three parallel. rotatable reels. rather than having 
three actual reels themselves. In operation. these electronic 
slot machines simulate the rotation of a physical reel. but 
typically select the ?nal symbols through use of random 
numbers generated by a microprocessor rather than any 
physical rotation of a reel. In other words. the ?nal symbols 
for each simulated reel in the electronic slot machine are 
randomly selected by the microprocessor and then displayed 
on the video monitor at the appropriate time and position. 
The use of electronic technology for slot machines has 

allowed additional improvements to slot machine play. For 
example, the number of combinations that can be displayed 
on a video monitor is no longer limited by the number of 
symbols that can be ?t onto three physical reels. This 
opportunity for greater numbers of displayed combinations 
has led the way to greater jackpots and progressive slot 
machines. Also, with electronic technology, the three sym 
bols shown in each column no longer need to correspond to 
three adjacent symbols on a physical reel. Through genera 
tion of different random numbers. each symbol displayed in 
a video monitor column can be independently generated. By 
independently generating each of the symbols shown on the 
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2 
video monitor. betting along vertical columns as well as 
horizontal rows and diagonal lines has now become feasible. 
One frequent frustration that players have with slot 

machines. even the new electronic slot machines, is that the 
combination which is ?nally displayed along their betting 
line may fall just short of a winning combination and the 
player has no opportunity for adjusting the displayed 
combination. short of completely staning a new game. To 
address this frustration, some mechanical slot machines 
allow a player to “nudge" one of the reels so that the 
displayed symbol is moved one notch and replaced by an 
adjacent symbol on the reel which is visible to the player. 
The success or failure of the game is then redeterrnined 
based upon the combination appearing after one of the reels 
has been “nudged.” 

While the “nudging” feature does help overcome some of 
the frustration of being one symbol short of a winning 
combination. it provides only limited relief. For example, if 
the next symbol on the particular reel will not create a 
winning combination. then there is no reason to “nudge” and 
have that next symbol included in the displayed combina 
tion. Also. to the extent the symbol to be nudged into place 
is visible, it is fairly obvious to the player whether or not to 
nudge. For this reason, use of a “nudging" feature adds very 
little additional interest to the game and. moreover, is 
unlikely to allow such slot machines to be reclassi?ed from 
a game 0 “chance” to a game 0 “skill" in those jurisdictions 
which prohibit games of “chance.” 

SUMMARY OF THE INVENTION 

The present invention provides an electronic slot machine 
which allows a player to completely respin one or more of 
the symbols displayed after the ?rst spin in order to create. 
improve or even lose a winning combination. In its preferred 
form. the electronic slot machine of the present invention 
features a video monitor with a plurality of symbol display 
boxes arrayed in rows and columns. When the machine is 
activated through. for example, insertion of a valid coin and 
pressing of the “spin” button. one or more random numbers 
are generated in the slot machine‘s microprocessor and 
compared to one or more reel strips encoded in computer 
memory to determine which symbols are to be displayed in 
each of the symbol display boxes. If a desirable winning 
combination is not formed after this ?rst spin. the player is 
given an opportunity to select one or more of the symbol 
display boxes for respin. Where a touchscreen is used in 
conjunction with the video monitor, the player can make this 
selection simply by touching the boxes to be respun. After 
an appropriate number of boxes are chosen for respin. one 
or more additional random numbers are generated and 
compared with reel strips encoded in the computer memory 
to determine which new symbols are to be displayed in each 
of the selected boxes. After the new symbols are displayed 
in the selected boxes. the microprocessor compares the 
displayed symbols with a memorized list of winning com 
binations to determine if the game is a winner. If a winning 
combination is formed, the microprocessor determines the 
appropriate payout for the winning combination and pro 
vides the player with that payout. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 shows a front view of a preferred form of elec 
tronic second spin slot machine of the present invention. 

FIG. 2 shows a typical video screen display for the 
electronic second spin slot machine of FIG. 1. 

FIG. 3 is a block diagram which schematically shows the 
control system for the electronic second spin slot machine of 
FIG. 1. 
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FIG. 4 illustrates a typical reel strip which can be encoded 
into the slot machine’s computer memory. 

FIG. 5 is a ?ow chart for the sequence of play in the 
preferred form of electronic slot machine. 

DESCRIPTION OF THE SPECIFIC 
EMBODIMENTS 

Referring now to FIG. 1, a preferred form of electronic 
second spin slot machine 10 of the present invention is 
shown. Like slot machines generally, this preferred form of 
second spin slot machine collects money. initiates game 
play. illustrates game play and provides a payout for suc 
cessful game play. For this particular slot machine. a bill 
validator 12 is provided to accept money in slot 14 in the 
form of bills of various denominations. A suitable bill 
validator for the second spin slot machine 10 of the present 
invention is the DBV145 bill validator manufactured by 
JCM of Kanagawa and Osaka. Japan. The bill validator l2 
pulls in the bills. determines the denomination of the bills 
and determines whether the bills are valid. If a bill is invalid. 
it will be returned to the player back through slot 14. To the 
extent valid bills are inserted into the bill validator l2. bill 
validator 12 will retain them and communicate their pres 
ence to the slot machine’s microprocessor 15 (FIG. 3). 
which is located on computer motherboard 16. Alternatively, 
a coin acceptor 17 and hopper 18 (FIG. 3) could be used to 
collect coins. count them. validate them and store them. 
Again. the information about the amount and validity of 
coins ascertained by the coin acceptor 17 is communicated 
to the slot machine’s microprocessor 15. As a second 
alternative. the bill validator 12 can be con?gured to accept 
credit cards issued by the casino. such as a 
SMARI‘CARDTM. or by multinational corporations. such as 
VISATM or AMERICAN EXPRESS“M cards. 

If su?icient bills. coins or credits have been inserted into 
the slot machine 10. the slot machine’s microprocessor 15 
(FIG. 3) will allow game play to be initiated. In the preferred 
embodiment, a “spin” button 22 located on the slot 
machine's button panel 20 will be lit and enabled by the 
microprocessor 15. This “spin" button 22 serves as a switch 
to allow the player to initiate game play simply by pressing 
it. Additional buttons 24. 26. 28 are also located on the 
button panel 20 of the slot machine 10 to allow the player to 
call the attendant 24. cash out any accumulated winnings 26 
or make multiple bets before initiating game play 28. These 
additional buttons 24. 26. 28 are also lit during game play. 
particularly when their functions are available for activation 
by the player. 

Turning to FIG. 2. a close up of the video monitor 30 
which illustrates game play is shown. In the preferred 
embodiment. nine symbol display boxes 32 are shown on the 
video monitor 30 arrayed in three rows and three columns. 
Each symbol display box 32 preferably shows a full symbol 
34 in the center of the display box 32 and partial symbols 36. 
38 in the upper and lower peripheries of the display box 32. 
This combination of full 34 and partial symbols 36. 38 in 
each display box 32 gives the appearance that each display 
box is showing a section of an imaginary mechanical reel. In 
popular slot machine use. these symbols typically take the 
form of fruit symbols. such as cherries, plums and oranges, 
as well as non-fruit symbols. such as bars. bells and sevens. 
As one alternative embodiment. the partial symbols can 

be omitted altogether. with only the full symbols 34 being 
shown. ‘This alternative embodiment would give the appear 
ance that each column of three display boxes shows a section 
of an imaginary mechanical reel. As a second alternative 

20 

30 

35 

45 

55 

4 
embodiment. the display boxes 32 could be arrayed in 
different con?gurations of rows and columns. such as two 
rows and ?ve columns. 

Various straight lines 40. 42 and 44 criss-cross the display 
boxes 32 in horizontal 40. diagonal 42 and vertical 44 
directions to illustrate to the player the various combinations 
of symbols that can be bet. In the preferred embodiment, a 
betting box 48 is provided at one end of each line where the 
player can signify which lines are to be bet. In alternative 
embodiments. the player can not only bet across lines 40. 42 
and 44. but can also bet on combinations of all the displayed 
symbols (e.g.. 8 or 9 of a kind) or various other non-linear 
combinations of symbols (e.g.. four corners or criss-crossing 
symbols). 

If a touch screen 50 is used in conjunction with the video 
monitor 30. these betting boxes 48 can appear to the player 
to be placed on the video monitor 30 itself. Suitable touch 
screens 50 for use with the present invention include the 
TRUEPOINT capacitive sensing screen produced by Micro 
Touch Systems. Inc. of Methuen, Mass. and the INTELLI 
TOUCH acoustic wave sensing screen produced by ELO 
TouchSystems of Oak Ridge, Tenn. In the Microtouch touch 
screen 50, voltage is applied to all four corners of the screen. 
When the player’s ?nger touches a point on the screen. the 
player’s ?nger draws current from each side of the screen in 
proportion to the distance from the edge of the screen. A 
touch screen controller can then calculate the position of the 
?nger from the current ?ows. Using such a touch screen 50, 
the player can simply touch the betting boxes corresponding 
to the lines he wants to bet before pressing the “spin” button 
22 on the button panel 20. Alternatively. if a touch screen 50 
is not used, additional buttons can be placed on the button 
panel 20 and electrically connected to the microprocessor 15 
to act as switches which allow the player to signify which 
lines he wants to bet. 

FIG. 3 is a block diagram which schematically shows the 
control system for the electronic second spin slot machine 
10 of the present invention. At the heart of this control 
system is the microprocessor 15. Suitable microprocessors 
include the Z80 microprocessor manufactured by Zilog. Inc. 
of Campbell. Calif. and the PENTIUM microprocessor 
manufactured by Intel Corporation of Santa Clara. Calif. 
The microprocessor 15 relies upon programming instruc 
tions stored in code read-only memory (ROM) 55 to execute 
the game play sequence and appropriate video displays. The 
code ROM 55 might suitably be a WSIPSDS 12 chip pro 
duced by WaferScale Integration. Inc. of Fremont. Calif. 
When game play is initiated by pressing the spin button 

22. the microprocessor 15 uses information stored in the 
video card 54 to simulate a symbol spinning motion in all the 
display boxes 32. In the preferred embodiment. the video 
card 54 contains a symbol graphic erasable. programmable 
read-only memory (EPROM), a static graphics EPROM and 
a random access memory (RAM). At the same time. the 
microprocessor 15. in conjunction with a separate RAM 56. 
generates one or more random numbers which will be used 
to designate the symbols to be displayed after the ?rst spin. 
This RAM 56 may suitably take the form of a non-volatile 
384K RAM chip. A real time clock 57 may advantageously 
be used to help the microprocessor 15 generate random 
numbers by tying the random number generation algorithm 
to the time of day. This real time clock 57 can also be helpful 
in generating game histories for storage in RAM 56 or 
transmission through network communications 59. A suit 
able real time clock 57 for the present electronic second spin 
slot machine would be a 2K non-volatile “Dallas Time 
keeper” RAM produced by Dallas Semiconductor of Dallas, 
Tex. 
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To select the displayed symbols, the microprocessor 15 
compares the random numbers generated with a correspond 
ing list of symbols stored in the imaginary reel read-only 
memory (ROM) 58. The imaginary reel ROM 58 might 
suitably be a 256K EPROM. 

FIG. 4 illustrates how random numbers 1 through 50 
might correspond to a group of symbols including sevens. 
bars. oranges, plums. cherries and bells. For example. if the 
random number generated by the microprocessor is 24. the 
corresponding symbol selected from the imaginary reel strip 
shown in FIG. 4 would be a “ lum.” To add interest to the 
game. the imaginary reel strips are typically much longer 
than 50 numbers and may advantageously have 256 numbers 
for use with a 256K EPROM. 
The number of random numbers and imaginary reel strips 

which must be used to select a su?icient number of symbols 
to ?ll the nine display box arrangement shown in FIG. 2 
varies depending upon how the random numbers and reel 
strips are used. In one preferred embodiment, twelve random 
numbers and four reel strips are used to determine the 
combination of symbols displayed in the nine display boxes 
32 after the ?rst spin. In this embodiment. one random 
number and one reel strip are used to determine the full 
symbols displayed in each column. The reel strip symbol 
corresponding to the particular random number chosen is 
displayed as a full symbol in the top box of the column. the 
next symbol down on the imaginary reel strip is displayed as 
the full symbol in the middle box and the symbol which is 
two down is displayed as the full symbol in the lower box. 
Referring again to the reel strip shown in FIG. 4. if the 
random number chosen by microprocessor 15 for the left 
column were an 8. the full symbol in the upper box would 
be a “bell”. the full symbol in the middle box would be a 
“ ar” (9) and the full symbol in the lower box would be a 
“cherry" (10). 

After full symbols are chosen for each of the display 
boxes 32 in this manner. nine additional random numbers are 
generated and compared to a fourth imaginary reel strip to 
select the partial symbols displayed in each of the nine 
boxes. For each of the nine random numbers. the reel strip 
symbol corresponding to the particular random number 
chosen can be displayed as the partial symbol at the top of 
the display box 32 and the next reel strip symbol down on 
the imaginary reel strip can be displayed as the partial 
symbol at the bottom of the display box 32. Referring once 
more to the reel strip shown in FIG. 4. if the random number 
chosen by the microprocessor 15 for a particular display box 
32 were a 44. the partial symbol at the top of the box would 
be an orange and the partial symbol at the bottom of the box 
would be a bar. 
There are, of course. many alternative ways to use random 

numbers and imaginary reel strips to designate the symbols 
to be displayed in each display box. For example. a separate 
imaginary reel strip could be stored in the imaginary reel 
ROM 58 for each of the display boxes 32; this would mean 
nine imaginary reel strips for the nine display box preferred 
embodiment shown in FIG. 2. Separate random numbers 
could then be generated for each imaginary reel strip and the 
corresponding reel strip symbol then used for the full 
symbol displayed in the middle of the display box 32. To 
avoid generating further random numbers for the partial 
symbols. the symbols above and below the selected full 
symbol on the imaginary reel strip could be used as the 
upper and lower partial symbols. This particular alternative 
would arguably impart greater randomness to the selection 
of full symbols because each of the full symbols would be 
selected from a different reel strip. 
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6 
As a second alternative. a single imaginary reel strip could 

be used to select all the full and partial symbols. A separate 
random number could then be generated to select each full 
and partial symbol from this single imaginary reel strip. This 
alternative embodiment would arguably reduce the size of 
imaginary reel ROM 58 needed but require a larger amount 
of RAM 56. A third alternative would be to generate only 
one random number of 72 digits and use each 2 digits of that 
random number in succession to choose symbols from one 
or more reel strips. 
As a fourth alternative. the imaginary reel strip itself 

could be varied to randomly choose symbols for display. For 
example. random numbers could be generated periodically 
or continuously to “shu?ie” or switch the positions of 
symbols on an imaginary reel strip. More speci?cally. if 
random numbers 13 and 6 are generated. the symbols in the 
“13” and “6” positions on the imaginary reel strip could be 
switched. For the imaginary reel strip of FIG. 4. this would 
mean moving a bell symbol from the “13" position to the “6” 
position and moving a plum symbol from the “6" position to 
the “13" position. When a symbol is needed for display in a 
display box 32. the ?rst. last or any particular intermediate 
symbol on this “shu?led" imaginary reel strip could auto 
matically be chosen by the microprocessor 15. After a 
symbol is so chosen. the “shu?led” imaginary reel strip 
could be indexed so that a new symbol would move into the 
incumbent position to be chosen next. 

Once the appropriate full symbols and partial symbols are 
randomly selected. the microprocessor 15 instructs the video 
card 54 to stop the spinning symbol simulation and display 
the selected symbols on the video monitor 30. At the same 
time. the microprocessor 15 also instructs the video card 54 
to light up the stand 60 and respin 62 boxes (FIG. 2) on the 
video monitor to indicate that the player has an opportunity 
to respin one or more of the display boxes 32 or stand with 
the combination displayed after the ?rst spin. In the pre 
ferred embodiment. the player is given the opportunity to 
touch one or more of the display boxes 32 he wants changed 
and press the respin box 62 on the video monitor which acts 
as a switch to initiate the respin. After touching the boxes to 
be changed. the microprocessor will cause those display 
boxes 32 to “light up" so that the player can keep track of 
the boxes he wants respun. A second press of the box by the 
player can change the designated display box 32 back to a 
normal shading to indicate that the player no longer wants 
that box respun. The player can also press the stand box 60 
on the video screen to indicate that a respin is not desired. 
As an altemalive way of designating boxes for respin. the 
player might simply touch the selected display box 32 and 
automatically begin the respin process. without the need to 
touch an additional “respin” box 62. 
When the respin box 62 is pressed by the player after an 

appropriate designation of display boxes 32 to be respun. the 
microprocessor 15 and video card 54 will again simulate 
spinning symbols in those boxes and only those boxes. By 
contrast. the non-designated boxes will continue to display 
their ?rst spin results in stationary form. While spinning is 
being simulated in the boxes selected for respin. the micro 
processor 15 will again be producing random numbers and 
using those random numbers to select new symbols to be 
displayed from the imaginary reel ROM 58. In the preferred 
embodiment. a single imaginary reel strip is dedicated to the 
selection of respun symbols. The imaginary reel strip sym 
bol corresponding to random number is displayed as the full 
symbol in the respin display box 32. with the imaginary reel 
strip symbols above and below the selected full symbol on 
the imaginary reel strip being shown as partial symbols in 
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that display box 32. Of course. the same sort of alternatives 
for selecting the displayed symbols for the ?rst spin can also 
be used in selecting displayed symbols for respin. 

After the respin full and partial symbols are selected by 
the microprocessor 15. the microprocessor instructs the 
video card 54 to stop the spinning symbol simulation and 
display the selected symbols in the appropriate respin boxes. 
At this point. the microprocessor can determine whether the 
game is a winner or loser by comparing the combination of 
full symbols displayed on the video screen with the betting 
lines 40. 42. 44 the player has selected and the combination 
of winning symbols stored in a read-only memory. such as 
the code ROM 55. If the microprocessor 15 determines that 
there is a winning combination on one or more of the lines 
40. 42. 44 that the player has bet. the microprocessor 15 then 
refers to a payout table stored in an appropriate read-only 
memory. such as the code ROM 55. to determine the amount 
the player has won. The combination of winning symbols 
and their respective payouts should also be displayed in 
written form 60 on the face of the slot machine 10 to allow 
the player to con?rm the determinations made by the micro 
processor 15. 

Ifthe game is a winning game. the amount of the player's 
winnings will be noted as a credit 63 on the video monitor 
30. If the player desires. he can press the cash out 26 button 
on the button panel 290 to redeem this credit. In the preferred 
embodiment. the redemption takes the form of a printed 
sheet issued by printer 64 (FIGS. 1 and 3) and provided to 
the player through payout tray 66. Where the second spin 
slot machine uses coins. the microprocessor 15 can ach'vate 
coin hopper 18 to count out an appropriate number of coins 
and return them to the player through payout tray 66. To add 
excitement and interest to the game. the microprocessor 15 
can activate lights 68 and a sound generator (FIGS. 1 and 3) 
to announce that the player has won the game. 

After the game has been completed. the microprocessor 
15 stores the results of the game in RAM 56 for later analysis 
and resets for initiation of a new game. The applicable 
sequence of play is summed up in ?ow chart form in FIG. 

To allow predictability of payout for the slot machine 
owner. the number of display boxes that can be respun each 
game is preferably limited to one. This limiting of respin 
boxes also can increase the amount of skill that must be 
applied by the player to select the best box for respin. Unlike 
games such as video poker. the electronic second spin slot 
machine of the present invention adds additional challenges 
to the player using multiple betting lines 40. 42. 44 by 
requiring that player to think in multiple dimensions. For 
example. choosing a respin of the center display box 32 can 
simultaneously aifect combinations along two diagonal 
lines. one horizontal line and one vertical line. Similarly. 
choosing a respin of a corner display box 32 can simulta 
neously affect combinations along a diagonal. a horizontal 
and a vertical line. Additional complication and slcill can be 
added to the slot machine game of the present invention by 
allowing players to bet additional lines after the ?rst spin has 
taken place but before boxes are designated for respin. 

In the foregoing speci?cation. the invention has been 
described with reference to speci?c preferred embodiments 
and methods. It will. however. be evident to those of skill in 
the art that various modi?cations and changes may be made 
without departing from the broader spirit and scope of the 
invention as set forth in the appended claims. For example. 
the preferred embodiment described thus far allows only one 
round of respinning symbols. If desired. multiple rounds of 
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8 
choosing symbols for respin could also be allowed. With 
such multiple rounds, the player could view the results of the 
?rst respin round and choose additional display boxes to be 
respun in a second round. Further interest could be added to 
this multiple round respin by requiring the player to fund and 
redesignate betting lines 40. 42, 44 before each respin round. 
With multiple respin rounds and renewed betting before 
each respin round. a game could conceivably be continued 
inde?nitely. Additionally. the electronic second spin slot 
machine apparatus of the present invention could be used for 
games which do not require a second spin. For example. in 
the touch screen embodiment of the present invention. the 
player could be given the opportunity to touch two different 
symbols from the ?rst spin display and switch their position. 
Alternatively. a tenth randomly generated symbol could be 
added to the display shown in FIG. 2 and the player given 
the opportunity to substitute this tenth symbol for one of the 
other nine symbols. The speci?cation and drawings are. 
accordingly, to be regarded in an illustrative. rather than 
restrictive, sense; the invention being limited only by the 
appended claims. 
What is claimed is: 
1. An electronic gaming apparatus comprising: 
a monitor for displaying a plm'ality of symbols arrayed in 

separate boxes in multiple symbol columns and rows; 
a memory which stores at least one list of possible 

symbols to be displayed on said monitor; 
a microprocessor to select symbols from said memory for 

display on said monitor and to determine whether a 
?nal group of displayed symbols creates a winning or 
losing game; 

a ?rst switch to initiate game play by causing the micro 
processor to select an initial set of symbols and display 
those symbols arrayed in said separate boxes in 
said multiple symbol columns and rows on said moni 
tor; and. 

a second switch to complete game play by always allow 
ing the player to choose for replacement at least one. 
but not all. of the initial symbols and have the micro 
processor randomly select said replacement symbols 
from a full list of possible symbols in said memory and 
then display on said monitor said replacement symbols 
together with the remaining symbols to create 
said ?nal group of displayed symbols arrayed in said 
separate boxes in said multiple symbol columns and 
rows. 

2. The electronic gaming apparatus of claim 1 wherein 
nine symbols are arrayed in three rows and three columns. 

3. The electronic gaming apparatus of claim 1 wherein ten 
symbols are arrayed in two rows and ?ve columns. 

4. The electronic gaming apparatus of claim 1 wherein 
said ?rst switch is activated only upon insertion into the 
gaming apparatus of an appropriate amount of money. 

5. The electronic gaming apparatus of claim 4 wherein 
said money is accepted and determined to be appropriate by 
a bill validator. 

6. The electronic gaming apparatus of claim 1 further 
including a touch screen which is electronically connected to 
said microprocessor. 

7. The electronic gaming apparatus of claim 6 wherein 
said ?rst and second switches appear on said touch screen 
and can be activated simply by touching the region of the 
touch screen in which they appear. 

8. The electronic gaming apparatus of claim 1 wherein 
only one symbol is chosen for replacement. 

9. The electronic gaming apparatus of claim 1 wherein 
multiple symbols are chosen for replacement. 
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10. The electronic gaming apparatus of claim 1 wherein 
said computer memory also stores programming instructions 
to be executed by the microprocessor. 

11. The electronic gaming apparatus of claim 1 wherein 
said memory includes one or more read-only memory 

(ROM) chips. 
12. The electronic gaming apparatus of claim wherein 

said monitor includes a computer video card. 
13. The electronic gaming apparatus of claim 1 wherein 

partial symbols are displayed at the top and bottom of each 
said separate box in addition to a full symbol in the middle 
of said box. 
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14. The electronic gaming apparatus of claim 1 further 

comprising a sequence of numbered positions on each said 
list possible symbols wherein said and replacement 
symbols are selected by generating random numbers and 
comparing those random numbers with said numbered posi 
tions on each said list of possible symbols. 

15. The electronic gaming apparatus of claim 1 wherein 
each said list of possible symbols is periodically shu?‘led and 
both said and replacement symbols are selected by 
choosing symbols from a ?xed position on a said periodi 

10 cally shu?ied list of possible symbols. 

* * * * * 
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