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GAMING MACHINE 

RELATED APPLICATIONS 

[0001] This application claims the priority of Japanese 
Patent Application No. 2004-040648 ?led on Feb. 17, 2004, 
Which is incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] The present invention relates to gaming machines 
such as pachislo gaming machine, a slot machine, and the 
like. 

[0004] 2. Description of the Prior Art 

[0005] Explanation Will be given using an eXample of a 
slot machine, especially the type of pachislo gaming 
machine. This type of slot machine has three reels lined up 
side-by-side, Which display a plurality of types of symbols 
on their outer surfaces. If coins have been inserted, When a 
start sWitch is operated the reels start to rotate and the 
symbols displayed on the outer surface of each reel are 
variably displayed. In this state, When stop sWitches for each 
reel are then operated the respective reels stop. 

[0006] When all the reels have been stopped by this 
operation, if the symbols that stopped on a pay line deter 
mined by the number of coins inserted meet a predetermined 
Winning combination, then a bene?t is aWarded to the player. 
The “bene?t” aWarded to the player is a bene?t of having 
coins paid out to him as a priZe depending on the Winning 
combination, or a bene?t referred to as a big bonus (beloW, 
BB) or a regular bonus (beloW, RB), Which enables special 
game Where coins can be Won in greater amounts than in 
normal game. 

[0007] Therefore, the player operates the stop sWitch so 
that the combination of symbols meets the Winning combi 
nation. When the player operates the stop sWitch skillfully, 
the player can obtain bene?ts and can enjoy playing games. 
Operating the stop sWitch in this Way so that the combination 
of symbols meets the Winning combination is commonly 
called “observation stop”. HoWever, When the reels are 
rotating the symbols are variably displayed at high speeds, 
so not all players are able to perform the observation stop 
operation. In other Words, the observation stop operation is 
an operation Which can be performed only by a subset of 
players having superior visual ability to perceive variable 
objects and Who have practiced playing a lot. 

[0008] MeanWhile, the popularity of pachislo gaming 
machines has increased recently. HoWever, younger players 
Who are prohibited to play this type of pachislo gaming 
machine legally also Wish to play, and a differential has 
developed in a bene?t obtainable not by mere luck but by the 
technique the player has. Therefore, the number of players 
Who Want to practice pachislo gaming machine is increasing, 
and pachislo gaming machines that are the same as those in 
Japanese pachinko-halls are being placed in game arcades 
noW. 

[0009] The above-mentioned players use the pachislo 
gaming machines that are placed in game centers to polish 
their technique. HoWever, since observation stop is dif?cult 
for beginners, in order to get used to it they have to go 
through repeated failures to grasp the observation stop 
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technique. In this Way, on the conventional pachislo gaming 
machine grasping the observation stop technique required a 
lot of time, perseverance and money to play the game, and 
there is a problem that this put off many players. 

[0010] Therefore, conventionally, in order to let a person 
Who is unpracticed at playing to perform the observation 
stop operation easily, gaming machines have been proposed 
in Which the reel rotation speed is reduced When a prede 
termined condition is met. 

[0011] In one gaming machine of this type, a proposal has 
been made for a gaming machine in Which BB, RB and other 
Winning ?ags are established internally, and When a prede 
termined number of continuous misses have occurred Where 
the player is unable to stop the appropriate symbols, the 
rotating reels’ rotation speed is modi?ed from high speed 
(the normal rotation speed) to loW rotation speed (see 
Japanese Unexamined Patent Publication Nos. H5-003943, 
2001-062039, 2002-233610, 2003-062169, and 2003 
210666). 
[0012] HoWever, these gaming machines are not built so 
that the reel rotation speed can be modi?ed by operations 
performed by the player. Modi?cations are made by controls 
internal to the slot machine. 

[0013] In the method Where the internal control sloWs 
doWn the rotating reels’ rotation speed When the Winning 
?ag is established internally, there are cases Where the 
bene?t to the player is too great. This damages the balance 
of bene?ts betWeen the Japanese pachinko-hall and the 
player, thus creating a neW problem of disadvantage to the 
Japanese pachinko-halls. 

[0014] Further, instead of the Japanese pachinko-hall, 
When a pachislo gaming machine installed in a game arcade 
is installed With this type of automatic speed reduction 
function, the rotation of the rotating reel is different from an 
actual pachislo gaming machine. This creates a problem in 
that an accustomed player cannot use it for practice. 

[0015] Furthermore, in the method Where the rotation 
speed of the rotating reel is reduced When the Winning ?ag 
is established internally, the Winning ?ag thus gets 
announced to the player. Thus, for an accustomed player, it 
is too easy to learn What the effect Will be. This creates a 
problem in that the enjoyment of guessing Whether or not the 
?ag has been established internally gets reduced. 

[0016] In one gaming machine for resolving these types of 
problems, a gaming machine has been considered Which has 
a rotation speed modi?cation sWitch that the player can 
operate himself to reduce the reels’ rotation speed. In the 
gaming machine having the above-mentioned rotation speed 
modi?cation sWitch, the player can select the reels’ rotation 
speed according to the player’s level of practice. This creates 
an engaging gaming machine. HoWever, depending on the 
player, one can image the player alWays operating the 
rotation speed modi?cation sWitch, Whereby greatly reduc 
ing the relevance of technique. This Would defeat the 
pachislo gaming machine’s original attractiveness. 

SUMMARY OF THE INVENTION 

[0017] The present invention has been made to solve the 
above-mentioned problems. An object of this invention is to 
provide a gaming machine that enables the player to select 
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the reels’ rotation speed according to the player’s level of 
practice, and also enables the player to operate the rotation 
speed modi?cation sWitch only When, for example, the effect 
shoWs that the possibility of a speci?c ?ag being established 
is high, thus increasing or adding to the attractiveness unique 
to pachislo gaming machines. 

[0018] In order to solve the above-mentioned problems, 
the present invention provides the folloWing. 

[0019] (1) A gaming machine, comprising: a plurality of 
reels, having a plurality of symbols arranged on the 
periphery thereof; rotation stop instruction input means 
for giving an instruction to stop the rotation of the reels; 
and rotation speed modi?cation instruction input means 
for modifying the rotation speed of the reels When a 
predetermined condition is satis?ed, Wherein the rota 
tion speed modi?cation instruction input means is 
operable by a player of the gaming machine. 

[0020] (2) The gaming machine according to (1) men 
tioned above, further including a condition determina 
tion reel, separate from the plurality of reels, Wherein 
the satisfaction of the predetermined condition is deter 
mined according to a display pattern on the condition 
determination reel. 

[0021] (3) The gaming machine according to (1) men 
tioned above, Wherein the predetermined condition is a 
condition that occurs during a bonus game. 

[0022] (4) The gaming machine according to (3) men 
tioned above, Wherein the game during the bonus game 
is a free game. 

[0023] (5) A gaming machine comprising: a plurality of 
main reels, on the periphery of Which are arranged a 
plurality of symbols; and a stop sWitch enabling input 
of an instruction to stop rotation of the main reels, 
Wherein the rotation of the plurality of main reels is 
stopped based on the timing of the input from the stop 
sWitch by a player, 

[0024] the gaming machine further comprising: a 
rotation speed modi?cation sWitch enabling modi? 
cation of the rotation speed of the main reels and 
being provided in a manner so as to be operable by 
the player; and a sub reel, on the periphery of Which 
are arranged a plurality of symbols to produce an 
effect, Wherein the rotation speed modi?cation 
sWitch becomes operable When a particular effect is 
displayed by the sub reel symbol that is stopped/ 
displayed. 

[0025] (6) The gaming machine according to (5) men 
tioned above, further comprising: 

[0026] point aWarding means for aWarding a prede 
termined number of points When a predetermined 
condition is satis?ed; point subtracting means for 
subtracting a predetermined number of points When 
the rotation speed modi?cation sWitch is operated; 
and point storing means for storing a total sum of 
points, based on the results of the operations by the 
point aWarding means and the point subtracting 
means; 

[0027] Wherein the rotation speed modi?cation 
sWitch becomes operable When the number of points 
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stored by the point storing means is equal to or 
greater than the number of points to be subtracted by 
the point subtracting means. 

[0028] (7) The gaming machine according to (6) men 
tioned above, Wherein quantities of points to be sub 
tracted by the point subtracting means are categoriZed 
into a plurality of levels. 

[0029] (8) The gaming machine playing method, in 
Which said gaming machine is provided With a plurality 
of reels, having a plurality of symbols arranged on the 
periphery thereof; rotation stop instruction input unit 
Which gives an instruction to stop the rotation of the 
reels, and rotation speed modi?cation instruction input 
unit Which modi?es the rotation speed of the reels When 
a predetermined condition is satis?ed, Wherein the 
method comprises: a rotation speed modi?cation 
instruction input step in Which the rotation speed modi 
?cation instruction input is performed by a player of the 
gaming machine. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0030] FIG. 1 is a perspective vieW schematically shoW 
ing a pachislo gaming machine in accordance With a ?rst 
embodiment; 
[0031] FIG. 2 is a front vieW schematically shoWing the 
pachislo gaming machine shoWn in FIG. 1; 

[0032] FIG. 3 is a block diagram shoWing a construction 
of a main control circuit of the pachislo gaming machine 
shoWn in FIG. 1; 

[0033] FIG. 4 is a block diagram schematically shoWing 
a construction of a sub control circuit of the pachislo gaming 
machine shoWn in FIG. 1; 

[0034] FIG. 5 is a ?oWchart shoWing a sub routine 
executed on the pachislo gaming machine according to the 
?rst embodiment; 

[0035] FIG. 6 is a ?oWchart shoWing a sub routine 
executed on the pachislo gaming machine according to the 
?rst embodiment; 

[0036] FIG. 7 is a front vieW shoWing an external appear 
ance of a gaming machine of the present invention according 
to a second embodiment; 

[0037] FIG. 8 is a block diagram shoWing a main control 
circuit, peripheral devices and the like constituting the 
gaming machine of the present invention according to the 
second embodiment; 

[0038] FIG. 9 is a ?oWchart shoWing a sub routine 
executed in the pachislo gaming machine according to the 
second embodiment; 

[0039] FIG. 10 is a ?oWchart shoWing a sub routine 
executed in the pachislo gaming machine according to the 
second embodiment; 

[0040] FIGS. 11A through 11C are explanatory diagrams 
shoWing effect patterns of a sub reel in the pachislo gaming 
machine according to the second embodiment; 

[0041] FIG. 12 is a perspective vieW shoWing an external 
appearance of the gaming machine of the present invention 
according to a third embodiment; 
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[0042] FIG. 13 is a ?owchart showing processing opera 
tions of main processing executed on the gaming machine 
according to the third embodiment; and 

[0043] FIG. 14 is a ?owchart shoWing processing opera 
tions of bonus game processing executed on the gaming 
machine according to the third embodiment. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

First Embodiment 

[0044] Explanation is given regarding an embodiment of 
the present invention, based on the diagrams. A gaming 
machine 1 is a perspective vieW shoWing an external vieW of 
a gaming machine in accordance With a ?rst embodiment. 
FIG. 2 is a front vieW of the above-mentioned gaming 
machine. FIG. 1 is a so-called “pachislo gaming machine”. 
This gaming machine 1 is a gaming machine that can be 
played using a coin, a medal, or a token, or a card or other 
such gaming medium Which is given to the player or Which 
stores game value information that has been given to the 
player. BeloW, explanation is given using a gaming machine 
that uses coins. 

[0045] On a front surface of a cabinet 2 that forms the 
entirety of a gaming machine 1, there is formed a panel 
display portion 2a made of a substantively perpendicular 
face, in the center of Which are provided vertically rectan 
gular display Windows 4L, 4C and 4R. In the display 
WindoWs 4L, 4C and 4R, serving as pay lines, there are 
provided a center line 8a, a top line 8b and a bottom line 8c 
running in horiZontal directions, and a cross-doWn line 8a’ 
and a cross-up line 86 running at diagonal directions. One, 
three or ?ve of these pay lines are activated by operating a 
1-BET sWitch 11, a 2-BET sWitch 12, or a maximum-BET 
sWitch 13 Which are described beloW, or by inserting coins 
into a coin insertion slot 22. Which lines are activated is 
displayed by lighting up BET lamps 9a, 9b and 9c, Which are 
described beloW. 

[0046] Inside the cabinet 2 are provided three main reels 
3L, 3C and 3R, arranging columns of symbols made of a 
plurality of types of symbols on the outer surface of each 
reel, the main reels 3L, 3C and 3R being provided side by 
side and rotating freely, thus forming variable display means 
(variable display portion). The symbols on each main reel 
can be observed through display WindoWs 4L, 4C and 4R. 

[0047] Furthermore, to the right side of the display Win 
doWs 4L, 4C and 4R there is further provided a display 
Window 45, inside Which there is provided a freely rotating 
sub reel 35, on the outside surface of Which is arranged a 
symbol column made of a plurality of types of symbols that 
are different from the main reels. 

[0048] Detailed explanation is given beloW, but the main 
reels can rotate at a normal rotation speed (for example, 80 
rotations/minute), and also, upon operation of a rotation 
speed modi?cation sWitch 101 described beloW, the rotation 
speed can be modi?ed to 70 rotations/minute, if predeter 
mined conditions are met. 

[0049] To the left side of the display WindoWs 4L, 4C and 
4R, there are provided the 1-BET lamp 9a, the 2-BET lamp 
9b, the maximum-BET lamp 9c, and a stored coin number 
display portion 19. The 1-BET lamp 9a, the 2-BET lamp 9b, 
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and the maximum-BET lamp 9c light up according to the 
number of coins that have been bet to play one game (beloW, 
referred to as “BET number”). Here, in the present embodi 
ment one game ends When all the main reels stop, or, When 
the gaming medium is to be paid out, When the payout of the 
gaming medium has been made. The 1-BET lamp 9a lights 
up When the BET number is “1” and one pay line is 
activated. The 2-BET lamp 9b lights up When the BET 
number is “2” and three pay lines are activated. The maxi 
mum-BET lamp 9c lights up When the BET number is “3” 
and all (?ve) pay lines are activated. The game start display 
lamp 25 lights up When at least one line is activated. The 
stored coin number display portion 19 is made of a seven 
segment LED, and displays the number of coins that have 
been stored. 

[0050] To the right of the display WindoWs 4L, 4C and 4R 
there are provided a WIN lamp 17, a payout display portion 
18 and a game coin insertion lamp 24. The WIN lamp 17 
lights up at a predetermined probability When an internal 
Winning occurs for BB or RB, or When a BB or RB Win is 
established. The payout number display portion 18 is made 
of a seven-segment LED, and displays the number of coins 
to be paid out When a Win is established. The game coin 
insertion lamp 24 lights up When game coins can be 
accepted. 

[0051] On the upper-right portion of the panel display 
portion 2a there is provided a service game operation times 
display portion 20. The service game operation times display 
portion 20 is made of a seven-segment LED, and displays 
the number of possible RB games, the number of possible 
RB game Wins, and the like, Which are described beloW. 
BeloW the display WindoWs 4L, 4C and 4R there is provided 
a base portion 10 made of a horiZontal surface. BetWeen the 
base portion 10 and the display WindoWs 4L, 4C and 4R, 
there is provided a liquid crystal display device 5. Various 
effect images are displayed on a display screen 5a of the 
liquid crystal display device 5. 

[0052] At an upper-left position on the panel display 
portion 2a, there are provided a game stop display 31, a 
replay display 32, an RB operation display 33, and a BB 
operation display 34. The game stop display 31 lights up 
While Waiting for the elapse of a predetermined duration of 
time (for example, 4.1 seconds) from the rotation of the 
previous main reel until the rotation of the current main reel. 
The replay display 32 lights up When replay occurs. The RB 
operation display 33 lights up When RB occurs. The BB 
operation display 34 lights up When BB occurs. 

[0053] On the right side of the liquid crystal display device 
5 there is provided a coin insertion slot 22. To the bottom left 
of the liquid crystal display device 5 there are provided a 
1-BET sWitch 11, a 2-BET sWitch 12, and a maximum-BET 
sWitch 13. Furthermore, to the upper left of the liquid crystal 
display device 5 there are provided a cross-shaped button 26, 
an “0” button 27, and an “x” button 28. 

[0054] The 1-BET sWitch 11 is pushed one time to bet one 
of the credited coins on the game. The 2-BET sWitch 12 is 
pushed one time to bet tWo of the credited coins on the game. 
The maximum-BET sWitch 13 is pushed one time to bet the 
maximum possible number of coins that can be bet on the 
game. Operation of these BET sWitches activates predeter 
mined pay lines as described above. 
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[0055] The cross-shaped button 26, the “0” button 27 and 
the “x” button 28 can be operated to change the liquid crystal 
display screen 5a and make inputs. 

[0056] ToWard the left on the front surface portion of the 
base portion 10, there is provided a stored coin settlement 
sWitch 14, Which is pushed to sWitch betWeen giving credit/ 
payout for the coins that the player Won during the game. 
When this stored coin settlement sWitch 14 is sWitched, the 
coins get paid out from a coin payout opening 15 at a frontal 
bottom portion. The coins that are paid out are collected in 
a coin tray 16. To the right side of the stored coin settlement 
sWitch 14, there is a start lever 6 that can rotate freely Within 
a predetermined angle range, Which the player operates to 
make the main reels rotate and start the variable display of 
symbols in the display WindoWs 4L, 4C and 4R (i.e., start the 
game). 
[0057] Furthermore, toWard the right of the base portion 
10 there is provided the rotation speed modi?cation sWitch 
101. When this rotation speed modi?cation sWitch 101 is 
operated as described above and a predetermined condition 
is satis?ed, the main reel’s rotation speed can be modi?ed 
from 80 rotations/minute to 70 rotations/minute, for 
example. 

[0058] According to the present embodiment, by operating 
the rotation speed modi?cation sWitch 101, the speed gets 
modi?ed to a given rotation speed that is loWer than normal 
(beloW, “loW rotation speed”). HoWever, the rotation speed 
modi?cation sWitch 101 is for example a 3-level sWitch, and 
in addition to sWitching to the loW speed, it can also set a 
higher speed than normal such as 90 rotations/minute, in 
order to engage in observation stop practice. 

[0059] Furthermore, the rotation speed modi?cation 
sWitch 101 may also be constructed With an analog sWitch, 
such that the rotation speed of the main reel can be set freely 
Within a given range (for example, from 60 to 80 rotations/ 
minute). By adopting a method of accelerating the main reel 
rotation speed little by little, for example, one can engage in 
practice according to one’s skill level. This type of modi? 
cation to the function of the rotation speed modi?cation 
sWitch can also be applied in the gaming machine of the 
present invention according to the second embodiment, 
Which is described beloW. The aforementioned explanation 
illustrated particular rotation speeds, but in the present 
invention the reel rotation speeds that get modi?ed are not 
restricted to the aforementioned values. 

[0060] ToWard the right on the front surface portion of the 
base portion 10 there is provided a door open/close and 
stop-release device 29. Using a predetermined key, the door 
open/close and stop-release device 29 is turned to the right 
to open/close a front door, and turned to the left to release 
a stop. 

[0061] To the upper left and right of the cabinet 2, there are 
provided speakers 21L, 21R. BetWeen these to speakers 
21L, 21R there is provided a payout table panel 23 that 
displays combinations of Winning symbols, a number of 
payout, and the like. In the center of the front surface portion 
of the base portion 10, beloW the liquid crystal display 
device 5, there are provided three stop sWitches 7L, 7C, 7R 
to stop each of the main reels 3L, 3C, 3R. 

[0062] Each of the main reels 3L, 3C, 3R have tWenty-one 
symbols of a plurality of symbol types, Which are aligned to 
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make columns of symbols. Each symbol has a code number 
“00” to “20”, Which are stored as a data table on a ROM 32 
Which is explained beloW. Each of the main reels 3L, 3C, 3R 
displays a column of symbols made of symbols such as 
“blue 7”, “red 7”, “BAR”, “bell”, “plum”, “replay”, and 
“cherry” for example. Each of the main reels 3L, 3C, 3R is 
driven to rotate such that the column of symbols move in a 
predetermined direction. 

[0063] A ROM 42 stores a plurality of types of probability 
lottery tables used for determining internal Winning combi 
nation symbols. The internal Winning probability lottery 
table varies depending on the game status, but each one is a 
table that establishes correspondences betWeen a range of 
predetermined random numbers selected from a range from 
0 to 16383, and the hit combination symbol. When deter 
mining the internal Winning combination symbol, one 
numeric value (a random number) that is extracted by the 
internal lottery is used to determine the internal Winning 
combination symbol. In the above-mentioned internal Win 
ning probability lottery table, the internal Winning probabil 
ity in the normal game status can be set to 55/16384 for BB, 
28/16384 for RB, 2245/16384 for replay, 63/16384 for 
cherry, and so on. 

[0064] When the lineup along the activated line is “blue 
7-blue 7-blue 7” or “red 7-red 7-red 7” for example, a BB 
Win occurs, so ?fteen coins are paid out, and the game status 
for the next game becomes “BB game status”. 

[0065] “RB game status” occurs in “normal game status” 
When the combination of symbols lined up along the acti 
vated line is for example “BAR-BAR-BAR”, or in “normal 
game status Within BB” When the combination of symbols 
lined up along the activated line is for example “Replay 
Replay-Replay” (so-called “JAC IN”), and so ?fteen coins 
are paid out. Sometimes a distinction is draWn Where RB 
that starts in “normal game status” is called normal RB, and 
RB that starts from “normal game status Within BB” is called 
RB Within BB. 

[0066] “RB game status” is a game status Where the player 
can bet one coin, and if a predetermined combination of 
symbols such as for example “Replay-Replay-Replay” is 
produced, then the generation to Win ?fteen coins can be 
Won easily. In a single instance of the “RB game status” the 
maximum number of games that can be played (this is called 
the “RB possible number of games”) is tWelve, for example. 
The number of Wins that can occur (this is called the “RB 
possible number of Wins”) is eight, for example. In other 
Words, “RB game status” ends for example after tWelve 
games or after eight Wins. Then, When the RB game status 
ends, the game status shifts to normal game status. 

[0067] A single instance of BB ends When thirty games 
have been played in the “normal game status Within BB”, or 
When the game status shifts to RB game status three times 
it ends on the third RB. Then, When the BB game status 
ends, the game status shifts to normal game status. 

[0068] In normal game status, a replay is Won When the 
combination of symbols along the activated line is “Replay 
Replay-Replay”. When a replay is Won, the same number of 
coins as are inserted get automatically inserted so the player 
can play Without spending medals. 

[0069] The sub reel 35 has a plurality of types of symbols 
aligned making a column of symbols. Each symbol has a 
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code number, and these are stored on a ROM 85 of a sub 
control circuit 82 Which is explained below. The symbols 
arranged on the sub real 35 are not particularly limited. They 
may be collections of various scenes of particular animation 
(cartoons), various combination signs, drawings or the like, 
or depictions of famous entertainers, actors, athletes or the 
like in action. The sub reel 35 is rotated/driven such that the 
column of symbols moves in a predetermined direction. 
HoWever, movement is not restricted to one direction and 
may sometimes rotate in the opposite direction. 

[0070] Typically, the symbol that is stopped/displayed on 
the sub reel 35 indicates that RB, BB, small combination 
symbol or other speci?c hit combination symbol has hit 
internally, or to shoW that a speci?c hit combination symbol 
has a high possibility of hitting internally, or to suggest 
combinations of symbols that may be hitting internally, or to 
indicate other various types of game status. 

[0071] FIG. 3 is a block diagram shoWing a circuit struc 
ture and the like, Which include a main control circuit 81 for 
controlling game processing operations in the gaming 
machine 1, a peripheral device (actuator) that is electrically 
connected to the main control circuit 81, and a sub control 
circuit 82 for controlling the liquid crystal display device 5 
and the speakers 21L, 21R based on control commands sent 
from the main control circuit 81. 

[0072] The main constitutive element of the main control 
circuit 81 is a microcomputer 40 arranged on a circuit board. 
To this is added a circuit for sampling random numbers. The 
microcomputer 40 includes a CPU 41 for performing control 
operations according to a pre-con?gured program, and a 
ROM 42 and RAM 43 Which are storage means. 

[0073] Connected to the CPU 41 are a clock pulse gen 
eration circuit 44 and a frequency divider 45 for generating 
a standard pulse, and a random number generator 46 and a 
sampling circuit 47 for generating random numbers to be 
sampled. Note that, as the means for performing the random 
number sampling, the random sampling may be executed 
inside the microcomputer 40, Which is to say in an operation 
program of the CPU 41. In this case the random number 
generator 46 and the sampling circuit 47 can be omitted or 
may be left to serve as backup for the random sampling 
operation. 

[0074] The ROM 42 of the microcomputer 40 stores the 
probability lottery tables used to determine the random 
number sampling performed upon each operation of the start 
lever 6 (each start operation), stop control tables for deter 
mining the stop state of the main reels in response to the 
operation of the stop sWitches, various control commands 
(commands) for sending to the sub control circuit 82, and the 
like. Note that communications are performed unidirection 
ally from the main control circuit 81 to the sub control 
circuit 82, Without commands, information or the like being 
inputted from the sub control circuit 82 to the main control 
circuit 81. 

[0075] In the circuitry in FIG. 3, the main actuators Whose 
operations are controlled by the control signals from the 
microcomputer 40 are the various lamps (l-BET lamp 9a, 
2-BET lamp 9b, maximum-BET lamp 9c, WIN lamp 17), the 
various display portions (the payout display portion 18, the 
stored coin number display portion 19, and the service game 
operation times display portion 20), the hopper (including a 
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drive unit for making the payouts) 50 Which serves as game 
value aWarding means for storing the coins and paying out 
the predetermined number of coins according to a command 
from a hopper drive circuit 51, and stepping motors 59L, 
59C, 59R for driving the rotation of the main reels 3L, 3C, 
3R. 

[0076] Furthermore, a motor drive circuit 49 for driving/ 
controlling the stepping motors 59L, 59C, 59R, the hopper 
drive circuit 51 for driving/controlling the hopper 50, a 
lamps drive circuit 55 for driving/controlling the various 
lamps, and a display drive circuit 58 for driving/controlling 
the various display portions are connected via an I/O port 48 
to an output portion of the CPU 41. These drive circuits each 
receive drive commands and other control signals that are 
outputted from the CPU 41, and control the operations of 
each actuator. 

[0077] Furthermore, as the main input signal generation 
means for generating necessary input signals for the micro 
computer 40 to generate the control commands, there are a 
start switch 65, the l-BET sWitch 11, a 2-BET sWitch 12, the 
maximum-BET sWitch 13, the stored coin settlement sWitch 
14, the rotation speed modi?cation sWitch 101, an inserted 
coin sensor 225, a reel stop signal circuit 56, a reel position 
detection circuit 60, and a payout completion signal circuit 
61. These, too, are connected to the CPU 41 via the I/O port 
48. 

[0078] The start switch 65 detects the operation of the start 
lever 6. The inserted coin sensor 225 detects coins inserted 
into the coin insertion slot 22. The reel stop signal circuit 56 
generates a stop signal in response to the operation of each 
of the stop sWitches 7L, 7C, 7R. The reel position detection 
circuit 60 receives the pulse signal from the reel rotation 
sensor and provides a signal for detecting the positions of 
each of the main reels 3L, 3C, 3R to the CPU 41. The payout 
completion signal circuit 61 generates a signal for detecting 
the completion of the payout of the coins When a calculated 
value from the coin detection unit 505 (the number of coins 
paid out from the hopper 50) attains designated coin number 
data. 

[0079] In the circuitry in FIG. 3, the random number 
generator 46 generates a random number Within a given 
range. The sampling circuit 47 samples one random number 
at appropriate timing after the operation of the start lever 6. 
The internal Winning combination symbol is determined 
based on the random number that is generated in this Way 
and the probability lottery tables stored in the ROM 42. 
After the internal Winning combination symbol is deter 
mined, the random number sampling is performed again in 
order to determine the “stop control table”. 

[0080] After the rotation of the main reels 3L, 3C, 3R has 
started, the number of drive pulses that have been provided 
to each of the stepping motors 59L, 59C, 59R are totaled. 
The total sum value is Written into a predetermined area of 
the RAM 43. A result pulse is obtained from the main reels 
3L, 3C, 3R upon each rotation, and these pulses are inputted 
into the CPU 41 via the reel position detection circuit 60. 
The result pulses thus obtained clear back to “0” the total 
sum values of the drive pulses that are added up in the RAM 
43. Accordingly, for each of the main reels 3L, 3C, 3R, the 
RAM 43 stores a total sum value that corresponds to the 
rotation position Within a single rotation. 

[0081] A symbol table is stored inside the ROM 42 in 
order to establish correspondences betWeen the above-men 






















