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(57) ABSTRACT 

It is disclosed a gaming machine comprising: a display 
device; a ?rst game controller for executing a ?rst game in 
Which symbols are scrolled in each of plural roWs on the 
display device and a game result is determined correspond 
ing to the symbol or a symbol combination stopped and 
displayed on the display device; a determination device for 
determining Whether or not a predetermined condition is 
realized in the ?rst game; and a second game controller for 
executing a second game in Which the symbols are scrolled 
in each of plural roWs on the display device When the 
determination device determines that the predetermined 
condition is realized in the ?rst game; Wherein the second 
game controller substitutes one or more symbols displayed 
While being scrolled on the display device to one or more 
speci?c symbols each of Which is replaceable by any one of 
all kinds of the symbols; and Wherein the second game 
controller makes a probability capable of Winning in the 
second game higher than a probability capable of Winning in 
the ?rst game and makes a payout rate in the second game 
higher than a payout rate in the ?rst game. 
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FIG.5 
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FIG .7 
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GAMING MACHINE 

CROSS-REFERENCE To THE RELATED 
APPLICATION (s) 

[0001] This application is based upon and claims a priority 
from the prior Japanese Patent Application No. 2004 
022228 ?led on Jan. 29, 2004, the entire contents of Which 
are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] The present invention relates to a gaming machine 
in Which a ?rst game is executed in a normal state and a 
second game is executed under a rule different from that of 
the ?rst game if a speci?c condition is realiZed. 

[0004] 2. Description of Related Art 

[0005] Conventionally, a video-slot machine and a slot 
machine (hereinafter, such machines are sometimes called as 
slot machine and the like) are generally Well-knoWn and 
favored as gaming machines in Which Winning states are 
determined based on symbol combinations and coins such as 
medals are paid out according to the symbol combination. In 
the slot machine and the like, When a start lever is operated 
after coins are inserted, a so-called ?rst game is conducted. 
The ?rst game is a variable displaying game, in Which a 
plurality of reels (for example, three reels), on each outer 
periphery of Which a plural kinds of symbols are arranged, 
are rotated and symbols are scrolled, and in a case that the 
symbol combination corresponds to a predetermined Win 
ning state When the reels are stopped, coins a number of 
Which corresponds to the Winning state are paid out. As a 
Winning state in the ?rst game, for example, there exist a 
so-called big priZe that coins more than 1000 are paid out 
and a so-called small priZe that coins less than 1000 are paid 
out. 

[0006] And it Will exist a gaming machine, as disclosed in 
Unexamined Japanese Publication No. 11-244453, in Which, 
as the Winning state in the ?rst game, there exists a so-called 
“obtainment of a second game” in Which the second game 
can be done other than the “big priZe” and “small priZe”, and 
if the Winning state corresponds to the “obtainment of a 
second game”, the second game can be conducted Without 
neWly inserting coins. Such second game is done under a 
rule different from that of the ?rst game, and is, for example, 
generally called as bonus game or free game. In most cases, 
the second game becomes bene?cial for a player, thus many 
coins can be obtained according to a result of the second 
game. 

[0007] HoWever, the second game in the conventional 
gaming machine scarcely concerns With the ?rst game, 
therefore it is not enough to raise interest for games so that 
the player is not tired. 

SUMMARY OF THE INVENTION 

[0008] The present invention has been done to dissolve the 
above problems and has an object to provide a gaming 
machine in Which interest for games can be improved. 

[0009] In order to accomplish the above object, according 
to one aspect of the present invention, it is provided a 
gaming machine comprising: 
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[0010] 
[0011] a ?rst game controller for executing a ?rst 
game in Which symbols are scrolled in each of plural 
roWs on the display device and a game result is 
determined corresponding to the symbol or a symbol 
combination stopped and displayed on the display 
device; 

[0012] a determination device for determining 
Whether or not a predetermined condition is realiZed 
in the ?rst game; and 

[0013] a second game controller for executing a 
second game in Which the symbols are scrolled in 
each of plural roWs on the display device When the 
determination device determines that the predeter 
mined condition is realiZed in the ?rst game; 

a display device; 

[0014] Wherein the second game controller substi 
tutes one or more symbols displayed While being 
scrolled on the display device to one or more speci?c 
symbols each of Which is replaceable by any one of 
all kinds of the symbols; and 

[0015] Wherein the second game controller makes a 
probability capable of Winning in the second game 
higher than a probability capable of Winning in the 
?rst game and makes a payout rate in the second 
game higher than a payout rate in the ?rst game. 

[0016] According to the present invention, a variable 
display game similar to the ?rst game of the same kind is 
conducted as the second game under a condition bene?cial 
for a player that one or more speci?c symbols appear and the 
payout rate becomes high. Thereby, connection betWeen the 
?rst game and the second game can be raised and interest for 
games can be enhanced. Therefore, When the second game 
is executed, expectation and excitement of a player can be 
raised. And since it is determined on a basis of a result of the 
?rst game Whether or not the second game conducted under 
a more bene?cial condition for the player is executed, 
interest and concern for the ?rst game can be raised, thus 
interest for games can be improved. 

[0017] Here, in a case that the number of speci?c symbol 
is determined based on the symbol or the symbol combina 
tion stopped and displayed in the ?rst game by the second 
game controller, since the number of the speci?c symbol 
utiliZed in the second game is affected by the result in the 
?rst game, connection betWeen the ?rst game and the second 
game can be improved. Thereby, interest and concern for 
both the ?rst game and the second game can be increasingly 
raised and interest for Whole game can be improved. 

[0018] According to the present invention, it can be pro 
vided the gaming machine through Which interest of the 
player for games can be improved. 

[0019] The above and further objects and novel features of 
the invention Will more fully appear from the folloWing 
detailed description When the same is read in connection 
With the accompanying draWings. It is to be expressly 
understood, hoWever, that the draWings are for purpose of 
illustration only and not intended as a de?nition of the limits 
of the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0020] The accompanying draWings, Which are incorpo 
rated in and constitute a part of this speci?cation illustrate 
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embodiments of the invention and, together With the 
description, serve to explain the objects, advantages and 
principles of the invention. 

[0021] In the drawings, 

[0022] FIG. 1 is a perspective vieW schematically shoW 
ing one example of a gaming machine according to the 
present invention, 

[0023] FIG. 2 is a block diagram schematically shoWing 
an electrical construction of the gaming machine shoWn in 
FIG. 1, 

[0024] FIG. 3 is a block diagram shoWing a display 
control device provided in the gaming machine shoWn in 
FIG. 1, 

[0025] FIG. 4 is a ?oWchart shoWing a sub-routine for 
conducting a ?rst game, the sub-routine being executed in a 
main control circuit, 

[0026] FIG. 5 is a ?oWchart shoWing a sub-routine for 
conducting a Winning process executed in the main control 
circuit, 

[0027] FIG. 6 is a ?oWchart shoWing a sub-routine for 
conducting a second game executed in the main control 
circuit, 

[0028] FIG. 7 is an explanatory vieW shoWing one 
example of a WILD symbol number determination table 
Which is utiliZed in S110 in the sub-routine shoWn in FIG. 
67 

[0029] FIG. 8 is an explanatory vieWs schematically 
shoWing images displayed on an upper display device and a 
loWer display device in the gaming machine, 

[0030] FIG. 9 is another explanatory vieW shoWing one 
example of a WILD symbol number determination table 
Which is utiliZed in S110 in the sub-routine shoWn in FIG. 
6, 

[0031] FIG. 10 is further another explanatory vieW shoW 
ing one example of a WILD symbol number determination 
table Which is utiliZed in S110 in the sub-routine shoWn in 
FIG. 6, 

[0032] FIG. 11 is a perspective vieW of a slot machine as 
another gaming machine according to the present invention, 

[0033] FIG. 12 is a longitudinal sectional vieW of a loWer 
liquid crystal display and a reel provided in the slot machine 
shoWn in FIG. 11, 

[0034] FIG. 13 an exploded perspective vieW of the loWer 
liquid crystal display provided in the slot machine shoWn in 
FIG. 11, 

[0035] FIG. 14 is an explanatory vieW schematically 
shoWing symbol examples formed on an outer periphery of 
the reel, 

[0036] FIG. 15 is a block diagram schematically shoWing 
an electrical construction of the slot machine shoWn in FIG. 
11 and 

[0037] FIG. 16 is an explanatory vieW schematically 
shoWing a progressive game system. 
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DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0038] An embodiment of the present invention Will be 
described With reference to the draWings. 

[0039] In the embodiment described hereinafter, it Will be 
described a video-slot machine in Which the present inven 
tion is adopted, the video-slot machine being embodied as 
the preferred embodiment of the gaming machine according 
to the present invention. 

[0040] FIG. 1 is a perspective vieW schematically shoW 
ing one example of a gaming machine according to the 
present invention. 

[0041] A gaming machine 2 has a cabinet 30 in central 
front of Which it is formed a plane inclined someWhat in a 
rearWard direction against a vertical direction. On the 
inclined plane, tWo display devices 32 (upper display device 
32U and loWer display device 32D) are formed so that tWo 
display devices are arranged in an up-and-doWn relation. 

[0042] Here, in the gaming machine of the present inven 
tion, the number of the display devices are not especially 
limited, thus it is not necessary to arrange tWo display 
devices (upper display device 32U and loWer display device 
32D), as in the gaming machine 2. 

[0043] On the display devices 32 (upper display device 
32U and loWer display device 32D), images indicating the 
?rst game or the second game are displayed and both the ?rst 
game and the second game are progressed on the display 
devices 32. In variable display games conducted as the ?rst 
game and the second game, a plurality of symbols or marks 
to conduct a game similar to a slot game done in the slot 
machine and pay lines are displayed on the upper display 
device 32U and various effect images are displayed on the 
loWer display device 32D. 

[0044] Here, in the embodiment of the present invention, 
a plurality of symbols and marks to conduct a game similar 
to a slot game done in the slot machine and the pay lines may 
be displayed on the loWer display device 32D and various 
effect images may be displayed on the upper display device 
32U. 

[0045] The above symbols and marks are displayed on the 
upper display device 32U so as to be described on the outer 
periphery of reels Which are displayed as images. And When 
the game is started, the symbols are variably moved so that 
they are scrolled in a predetermined direction and are 
stopped and displayed at a predetermined timing. 

[0046] Further, When a 1-BET sWitch 20, a 3-BET sWitch 
22 or a maximum BET sWitch 24 mentioned later is pressed, 
the pay lines are activated according to the BET sWitch 
Which is pressed. Here, the present invention can be adopted 
to, for example, a video-slot machine With 5 reels and 9 pay 
lines. 

[0047] When the symbol combination stopped on the 
activated pay line becomes, for example, a Winning state 
corresponding to the “big priZe” or the “small priZe”, coins 
a number of Which corresponds to the Winning state are paid 
out. And When the symbol combination stopped on the 
activated pay line becomes a Winning state corresponding to 
the “obtainment of the second game”, images representing 
the second game are displayed on the display device 32 and 
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the second game is progressed on the display device 32. 
Here, as for the second game, it Will be described in detail 
hereinafter. 

[0048] Hereinafter, it Will be explained a case that a 
speci?c condition based on Which the second game is 
executed in the gaming machine 2 corresponds to that the 
symbol combination stopped on the activated pay line 
becomes the Winning state of the “obtainment of the second 
game”. Here, as the above speci?c condition, for example, 
it can be indicated a case that a speci?c symbol (for example, 
the “JOKER” symbol) is stopped and displayed on the 
display device 32, a case that a speci?c symbol combination 
(for example, a speci?c symbol combination that four 
“ACE” symbols are aligned along the pay line) is realiZed in 
a predetermined number of times (for example, ?ve times), 
or a case that a speci?c symbol combination (for example, 
?ve “7” symbols are aligned on the pay line) is realiZed. Of 
course, the speci?c condition is not limited to the above 
cases and can be voluntarily set. 

[0049] At a loWer position of the loWer display device 
32D, a base portion 50 projected horiZontally is formed, and 
on the upper left side of the base portion 50, there are 
provided the l-BET sWitch 20 to bet one coin among coins 
already inserted, the 3-BET sWitch 22 to bet three coins 
among coins already inserted and the maximum BET sWitch 
24 to bet the maximum number of coins for one game among 
coins already inserted. Based on that the BET sWitch 20, 22 
or 24 is pressed, the pay lines are activated according to the 
pressed BET sWitch. And on the upper left side of the base 
portion 50, a spin sWitch 25 to start the game is arranged. 
The player inserts coins through a coin insertion slot 44 
mentioned later and presses one of the BET sWitches 20, 22 
and 24, thereby a predetermined number of coins are betted. 
Thereafter, the player presses the spin sWitch 25, thereby the 
game is started. 

[0050] On the rear side of the BET sWitches 20, 22, 24 
arranged on the upper left side of the base portion 50, an 
operation portion 42 constructing from a plurality of push 
buttons and a cross key is provided. This operation portion 
42 is operated When the second game is conducted, as 
mentioned hereinafter. And on the upper right side of the 
base portion 50, a coin insertion slot 44 and a bill insertion 
slot 46 are provided. Coins or bills are inserted in the coin 
insertion slot 44 or bill insertion slot 44, thereby games can 
be executed. 

[0051] And a payout sWitch 48 is arranged near the coin 
insertion slot 44 and When the payout sWitch 48 is pressed, 
coins inserted in the gaming machine 2 are paid out through 
a coin payout opening 52 formed at the loWer front position 
of the cabinet 30. Coins paid out are stored in a coin 
receiving tray 54. 

[0052] Further, on the upper part of the cabinet 30, it is 
provided an information lamp 56 Which is turned on or 
blinked When abnormality of the gaming machine 2 is 
detected and the player calls a shop keeper in a game arcade, 
and is utiliZed to inform the shop keeper of abnormality in 
the gaming machine 2. 

[0053] FIG. 2 is a block diagram schematically shoWing 
an electrical construction of the gaming machine shoWn in 
FIG. 1. 

[0054] The above mentioned l-BET sWitch 20, 3-BET 
sWitch 22 and maximum BET sWitch 24 are connected to an 
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interface circuit group 62 of the main control circuit 60, and 
the interface circuit group 62 is connected to a input/output 
bus 64. Each of the sWitches produces a predetermined 
signal When pressed and outputs such signal to the input/ 
output bus 64. 

[0055] And the operation portion 42 having a plurality of 
push buttons and the cross key and the spin sWitch 25 for 
starting the game are connected to the interface circuit group 
62 of the main control circuit 60. Each of the operation 
portion 42 and the spin sWitch 25 produces a predetermined 
signal When pressed respectively and outputs such signal to 
the input/output bus 64. 

[0056] The input/output bus 64 is constructed so as to be 
able to input and output data signals or address signals. Here, 
in the embodiment, although a CPU 66 conducts transmis 
sion and reception of signals With an external through the 
bus, the CPU 66 may conduct transmission and reception of 
signals through ports. 

[0057] A bill validator 40 and a coin detection sensor 58 
are connected to the above mentioned interface group 62. 
The bill validator 40 produces a signal based on kind and 
number of bill When a bill is inserted therein and transmits 
such signal to the interface circuit group 62. And the coin 
detection sensor 58 produces signal based on kind and 
number of coin When coins are inserted in the coin insertion 
slot 44 and transmits such signal to the interface circuit 
group 62. 

[0058] The payout sWitch 48 is connected to the above 
mentioned interface circuit group 62 and When the player 
presses the payout sWitch 48 a predetermined signal is 
output to the input/output bus 64. Based on this signal, coins 
inserted are paid out to the coin payout opening 52 through 
a payout device 82 mentioned later. 

[0059] And a ROM 68 and a RAM 70 are connected to the 
above mentioned input/output bus 64. The ROM 68 stores 
control program for Wholly controlling procedures done by 
the system of the gaming machine 2. Further, the ROM 68 
stores initial data for executing the control program and a 
part of program for conducting display control of the display 
device 32 and the like. The RAM 70 temporarily stores the 
above program and data, ?ags as calculation result and 
process result and values of variables. 

[0060] And a hard-disc drive 74 is also connected to the 
input/output bus 64, and programs for conducting games and 
various data such as image data are stored in the hard-disc 
drive 74. Here, in the present invention, instead of the 
hard-disc drive 74, for example, it may be utiliZed a non 
volatile memory such as a ?ash memory Which has com 
paratively large memory capacity, or a volatile memory may 
be utiliZed. 

[0061] Further, a random number generator 78 for gener 
ating random numbers is connected to the input/output bus 
64. When a command to generate random numbers is input 
to the random number generator 78 from the CPU 66, the 
random number generator 78 generates random numbers 
Within a predetermined range and outputs a signal indicating 
the value of random number to the input/output bus 64. And 
the CPU 66 progresses the game according to the generated 
random number. Further, such random number is stored in 
the RAM 70 as the data indicating a lottery result. Here, the 
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random number generator 78 may be realized, for example, 
by software through the program stored in the ROM 68 and 
the RAM 70. 

[0062] Further, an interface circuit group 72 is connected 
to the input/output bus 64. A speaker 80, an information 
lamp 56 and a payout device 82 are connected to the 
interface circuit group 72 and the interface circuit group 72 
provides drive signals and drive poWer to control each of the 
above mentioned devices, based on a result of calculation 
process done in the CPU 66. And the information lamp 56 
is turned on or blinked When abnormality of the gaming 
machine 2 is detected and the player calls the shop keeper of 
the game arcade, thereby the information lamp 56 informs 
the shop keeper of occurrence of abnormality in the gaming 
machine 2. As the information lamp 56, for example, LED, 
lamp or ?uorescent lamp may be utiliZed. 

[0063] Further, a display control device 200 is also con 
nected to the interface circuit group 72 and the display 
control device 200 produces a drive signal to drive the 
display device 32 (upper display device 32U and loWer 
display device 32D) connected to the display control device 
200, based on an image instruction signal output from the 
main control circuit 60. 

[0064] FIG. 3 is a block diagram shoWing a construction 
of the display control device 200 provided in the gaming 
machine 2 shoWn in FIG. 1. 

[0065] An interface circuit 202 is connected to an input/ 
output bus 204 and an image display command output from 
the above mentioned main control circuit 60 is input to the 
input/output bus 204 through the interface circuit 202. Data 
signal and address signal are input to and output from a CPU 
206 through the input/output bus 204. In the embodiment, 
although the CPU 206 conducts transmission and reception 
of signals With an external through the bus, the CPU 206 
may conduct transmission and reception of signals through 
ports. 

[0066] To the above mentioned input/output bus 204, a 
ROM 208 and a RAM 210 are also connected. The ROM 
208 stores display control program to produce a drive signal 
provided to the display device 32 (upper display device 32U 
and loWer display device 32D), based on image display 
command output from the main control circuit 60. On the 
other hand, the RAM 210 stores ?ags used in the display 
control program and values of variables. 

[0067] Further, an image data processor (abbreviated as 
VDP hereinafter) 212 is also connected to the input/output 
bus 204. The VDP 212 includes a splite circuit, a screen 
circuit and a palette circuit, thus the VDP 212 is a processing 
device capable of conducting various processes to display 
images on the display device 32 (upper display device 32U 
and loWer display device 32D). 

[0068] And to the VDP 212, it is connected a video RAM 
214 for storing various image data corresponding to the 
image display command output from the main control circuit 
60 and an image data ROM 216 for storing various image 
data necessary to conduct the ?rst game and the second 
game. Further, to the VDP 212, it is connected a drive circuit 
218 for producing a drive signal to drive the display device 
32 (upper display device 32U and loWer display device 
32D). 
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[0069] The above mentioned CPU 206 reads the display 
control program stored in the ROM 208 and executes it, and 
stores in the video RAM 214 the image data displayed on the 
display device 32 (upper display device 32U and loWer 
display device 32D) corresponding to the image display 
command output from the main control circuit 60. And the 
image data stored in the video RAM 214 are output to the 
display device 32 (upper display device 32U and loWer 
display device 32D) through the drive circuit 218. Of course, 
the electrical construction of the gaming machine 2 accord 
ing to the present invention is not limited to examples shoWn 
in FIGS. 3 and 4. 

[0070] A sub-routine executed by the main control circuit 
60 to control the gaming machine 2 is shoWn in FIGS. 4 to 
6. Hereinafter, explanation Will be done supposed that the 
gaming machine 2 is operated beforehand and variables used 
in the mentioned CPU 66 is initialiZed to a predetermined 
values and the gaming machine 2 normally operates. 

[0071] FIG. 4 is a ?oWchart shoWing a sub-routine for 
conducting the ?rst game process executed in the main 
control circuit 60. 

[0072] This sub-routine is a sub-routine called out and 
executed at a predetermined timing by a main routine Which 
is executed beforehand. 

[0073] At ?rst, it is determined Whether or not coins are 
betted (step S11). In this process, the CPU 66 determines 
Whether or not a signal indicating that the player conducts 
BET process is received. If it is determined that such signal 
is received, the procedure shifts to step S12, and on the other 
hand, if it is determined that such signal is not received, the 
sub-routine is terminated. 

[0074] The above BET process may be automatically done 
When the player inserts coins, and may be ?rst done When 
the player presses any one of the l-BET sWitch 20, the 
3-BET sWitch 22 and the maximum BET sWitch 24. 

[0075] Next, it is determined Whether or not the spin 
sWitch 25 to instruct game start is pressed (step S12). In this 
process, the CPU 66 determines Whether or not a signal 
indicating that the player presses the spin sWitch 25 is 
received. If it is determined that such signal is received, the 
procedure shifts to step S13, and on the other hand, if it is 
determined that such signal is not received, the process in 
step S12 is executed again. 

[0076] Next, an internal lottery process is conducted (step 
S13). In this process, the CPU 66 produces a command 
indicating that random numbers should be generated by the 
random number generator 78 and the random number gen 
erator 78 generates random numbers based on the above 
command. And the CPU 66 stores in a predetermined area 
in the RAM 70 internal lottery data determined based on the 
random number obtained and a probability table set in the 
RAM 70. Here, the internal lottery data include data indi 
cating a symbol combination mode Which can be stopped 
and displayed if the “big priZe” or “small priZe” is Won. And 
hereinafter explanation Will be done supposed that it is set in 
the ROM 70 the lottery table according to Which probability 
to Win the “big priZe” is 1/1024, probability to Win the 
“small priZe” is 3/ 1024 and probability to lose priZe (includ 
ing “obtainment of the second game”) is 1020/1024. 

[0077] Here, in the present invention, random numbers 
may be produced according to the softWare by the CPU 66, 




















