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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 
046797 ?led on Feb. 23, 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 
for aWarding a player in accordance With a Winning com 
bination When stopping symbols belonging to all columns on 
a display results in a Winning combination of symbols on an 
activated line, and also to a control method thereof. 

[0004] 2. Description of the Related Art 

[0005] A slot machine, Which is one of gaming machine, 
includes reels each having multiple kinds of symbol along 
the periphery and being rotated by a mechanical element. 
The rotation and stop of a mechanical reel is controlled by 
a controller such as a processor. More speci?cally, the 
controller randomly selects one game result from multiple 
possible game results based on a gaming condition, Which 
may be called “bet condition”, and causes reels to rotate and 
stop, Whereby the selected game result can be displayed. The 
selected game result is expressed by several symbols on 
reels, Which have a visual relationship With the display area. 
When the selected game result agrees With a Winning result 
de?ned on a payout table, the controller gives a payout unit 
a command to aWard a player in accordance With the 
Winning result. 

[0006] The display area is an area for a user to observe 
variably displaying and stopping symbols on reels, and a 
player simply Watches the display area While a game is 
advancing. Therefore, the appearance of the display area 
may be one of important factors in designing a slot machine. 

[0007] Various kinds of machine have been developed 
each of Which varies the appearance of the display area. A 
typical eXample of these kinds of machine is disclosed in 
US. Pat. Nos. 6,056,642, 6,027,115 and 6,517,433. 

[0008] According to Us. Pat. No. 6,056,642, a symbol on 
each mechanical reel is illuminated from the back by means 
of some unit such as a colored light bulb so that the symbol 
on each reel can be colored. 

[0009] According to US. Pat. No. 6,027,115, each 
mechanical reel itself includes an electroluminescence (EL) 
element for de?ning a symbol so that the symbol can be 
displayed in various forms. 

[0010] According to Us. Pat. No. 6,517,433, a video 
image is displayed over a mechanical reel. The video image 
is used for partially changing one or more symbols on each 
reels stopped for displaying a game result. In other Words, 
When an activated pay line (called an activated line, here 
inafter) does not have a Winning combination, the video 
image is displayed as a symbol required to complete a 
Winning combination on the activated line in response to a 
predetermined accidental event or non-accidental event. For 
eXample, When stopping the rotations of all reels results in 

Aug. 25, 2005 

a symbol combination, “BELL”-“BLANK”-“BELL”, on an 
activated line, the video image is displayed as an animation 
for transforming a “BLANK” symbol on the middle reel 
(Which may be called a second reel) to a “BELL” symbol in 
order to create a Winning combination including three 
“BELL” symbols on the activated line. The video image 
may be also displayed as an animation that moves from an 
edge of the display area to a symbol on a reel so that a 
Winning combination can be completed on an activated line. 
In this case, the video image is identi?ed as a special symbol 
to be evaluated as a Wild symbol or a scatter symbol for the 
symbol to be moved. 

[0011] HoWever, While machines according to those patent 
documents may reasonably contribute to attract player’s 
attention by varying the appearance of the display area, the 
machines still have folloWing problems. 

[0012] Even When an activated line has no Winning com 
bination so that a player may not be aWarded, at least one 
inactivated line among all inactivated lines other than the 
activated line may have a Winning combination. In this case, 
since a Winning combination is completed on a pay line, a 
player may be delighted or feel a sense of accomplishment 
temporarily. HoWever, the player Will notice that the pay line 
having the Winning combination is actually not activated, 
resulting in no aWard. The disappointment of the player here 
may be larger since the player has been delighted or felt a 
sense of accomplishment temporarily as described above. 
Alternatively, a Winning combination may be also com 
pleted not only on an activated line but also on at least one 
inactivated line among all inactivated lines other than the 
activated line. In this case, though a player may be delighted 
or feel a sense of accomplishment for a Winning combina 
tion on the activated line to some eXtent, the player may 
strongly think that he/she can be much more highly aWarded 
if the line having a Winning combination Was activated. As 
a result, though various devices have been made for the 
variation of the appearance of the display area, a player is no 
longer attracted by the machine very much, Which may 
induce player alienation. The problem may become more 
signi?cant When only one pay line is activated at all times 
While other pay lines cannot be activated at player’s Will. 

[0013] In particular, a part in Which a video image is to be 
displayed is limited to an activated line according to US. 
Pat. No. 6,517,433. Therefore, like machines according to 
US. Pat. Nos. 6,056,642 and 6,027,115, 6,517,433 also 
cannot solve the above-described problems. 

[0014] Further, there is a possibility that an activated line 
may have a Winning combination if symbols on the activated 
line Were put in reverse order. For eXample, in a machine 
provided With ?ve reels, a Win is generally made When three 
successive symbols from the left side on an activated line are 
symbols serving a Winning combination under normal con 
ditions. Here, three successive symbols from the right not 
from the left on an activated line may be symbols serving a 
Winning combination. In this case, since three successive 
symbols on an activated line are symbols serving a Winning 
combination, a player may be delighted or feel a sense of 
accomplishment temporarily With misconception that he/she 
can get a Win. HoWever, the player Will notice that the three 
successive symbols serving a Winning combination are put 
on the right not on the left of an activated line and that a Win 
cannot be made unless the symbols on the activated line 
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Were put in reverse order. The disappointment of the player 
here may be larger in a similar Way to the above case Where 
a Winning combination is made on an inactivated line. 

[0015] The above-described problems may highly-possi 
bly occur in not only a mechanical reel type but also in a 
simulate-reel type gaming machine. 

SUMMARY OF THE INVENTION 

[0016] It is an object of the invention to present a gaming 
machine Which can make a player feel as if more activated 
lines are provided by yielding a possibility of aWarding in 
accordance With a Winning combination on an inactivated 

pay line (called an inactivated line, hereinafter), and also to 
present a control method thereof 

[0017] It is another object of the invention to present a 
gaming machine, Which can suppress player alienation by 
yielding a possibility of aWarding in accordance With a 
Winning combination Which can be made if symbols on an 
activated line are put in reverse order, and also to present a 
control method thereof. A symbol combination, in Which 
symbols stopped on an activated line make a Winning 
combination When the symbols are put in reveres order, i.e., 
When the symbols are seen not from left or right under 
normal conditions but from right or left, is hereinafter 
referred to as “a reverse combination”, Which provides the 
possibility of a Win. 

[0018] According to a ?rst aspect of the invention, there is 
presented a gaming machine comprising: a symbol display 
unit for variably displaying and stopping a plurality of 
symbols for each columns; a plurality of pay lines including 
at least one activated line; an aWarding unit for, When 
stopping symbols belonging to all columns by the symbol 
display unit results in a Winning combination of symbols on 
the activated line, aWarding a player in accordance With the 
Winning combination; and a determination unit for deter 
mining by lottery Whether a Winning combination on at least 
one inactivated line other than the activated line in the pay 
lines is to be re?ected in a game result or not. The aWarding 
unit aWards a player in accordance With the Winning com 
bination on the inactivated line When the determination unit 
determines that the Winning combination on the inactivated 
line is to be re?ected in the game result. 

[0019] According to a second aspect of the invention, 
there is presented a method for controlling a gaming 
machine having a symbol display unit for variably display 
ing and stopping a plurality of symbols for each columns and 
provided With a plurality of pay lines including at least one 
activated line, in Which, When stopping symbols belonging 
to all columns by the symbol display unit results in a 
Winning combination of symbols on the activated line, a 
player is aWarded in accordance With the Winning combi 
nation. The method includes the steps of: determining by 
lottery Whether a Winning combination on at least one 
inactivated line other than the activated line in the pay lines 
is to be re?ected in a game result or not; and aWarding a 
player in accordance With the Winning combination on the 
inactivated line When the determination unit determines that 
the Winning combination on the inactivated line is to be 
re?ected in the game result. 

[0020] According to the ?rst and second aspects, Whether 
a Winning combination on an inactivated line is to be 
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re?ected in a game result or not is determined by lottery. 
When it is determined that the Winning combination on the 
inactivated line is to be re?ected in the game result, a player 
is aWarded in accordance With the Winning combination on 
the inactivated line. Thus, yielded is a possibility of aWard 
ing in accordance With a Winning combination on an inac 
tivated line. Therefore, a player may feel as if more activated 
lines are provided. As a result, the player may strongly get 
interested in the machine, and player alienation can be 
prevented. 
[0021] According to a third aspect of the invention, there 
is presented a gaming machine comprising: a symbol display 
unit for variably displaying and stopping a plurality of 
symbols for each columns; a plurality of pay lines including 
at least one activated line; an aWarding unit for, When 
stopping symbols belonging to all columns by the symbol 
display unit results in a Winning combination of symbols on 
the activated line, aWarding a player in accordance With the 
Winning combination; and a determination unit for deter 
mining by lottery, When a Winning combination can be made 
if symbols on the activated line are put in reverse order, 
Whether the activated line is regarded as having a reverse 
Winning combination to be re?ected in a game result or not. 
The aWarding unit aWards a player in accordance With the 
reverse Winning combination When the determination unit 
determines that the activated line is regarded as having the 
reverse Winning combination to be re?ected in the game 
result. 

[0022] According to a fourth aspect of the invention, there 
is presented a method for controlling a gaming machine 
having a symbol display unit for variably displaying and 
stopping a plurality of symbols for each columns and 
provided With a plurality of pay lines including at least one 
activated line, in Which, When stopping symbols belonging 
to all columns by the symbol display units results in a 
Winning combination of symbols on the activated line, a 
player is aWarded in accordance With the Winning combi 
nation. The method includes the steps of: determining by 
lottery, When a Winning combination can be made if symbols 
on the activated line are put in reverse order, Whether the 
activated line is regarded as having a reverse Winning 
combination to be re?ected in a game result or not; and 
aWarding a player in accordance With the reverse Winning 
combination When it is determined that the activated line is 
regarded as having the reverse Winning combination to be 
re?ected in the game result. 

[0023] According to the third and fourth aspects, When a 
Winning combination can be made if symbols on an acti 
vated line are put in reverse order, Whether the activated line 
is regarded as having a reverse Winning combination to be 
re?ected in a game result or not is determined by lottery. 
When it is determined that the activated line is regarded as 
having the reverse Winning combination to be re?ected in 
the game result, a player is aWarded in accordance With the 
reverse Winning combination. As a result, the player may 
strongly get interested in the machine, and player alienation 
can be prevented. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] Other and further objects, features and advantages 
of the invention Will appear more fully from the folloWing 
description taken in connection With the accompanying 
draWings in Which: 
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[0025] FIG. 1 is a perspective vieW showing an appear 
ance of a slot machine serving as a gaming machine accord 
ing to an embodiment of the invention; 

[0026] FIG. 2 is an enlarged front vieW shoWing a display 
area of the slot machine; 

[0027] FIG. 3 is a section vieW taken at the line III-III in 
FIG. 2; 

[0028] FIG. 4 is a perspective vieW of a liquid crystal 
display device of the slot machine from the back; 

[0029] FIG. 5 is an exploded perspective vieW shoWing 
parts of the liquid crystal display device in FIG. 4; 

[0030] FIG. 6 is a block diagram shoWing an electrical 
construction of a control device of the slot machine; 

[0031] FIG. 7 is a block diagram shoWing an electrical 
construction of a display control device of the slot machine; 

[0032] FIG. 8 is a ?oWchart shoWing a How of main 
processing to be performed in the slot machine; 

[0033] FIG. 9 is a ?oWchart shoWing a How of main game 
lottery processing to be performed in the slot machine; 

[0034] FIG. 10 is a ?oWchart shoWing a How of bonus 
game processing to be performed in the slot machine; 

[0035] FIG. 11 is a ?oWchart shoWing a How of bonus 
game lottery processing to be performed in the slot machine; 

[0036] FIGS. 12A to 12C are diagrams for illustrating a 
Win determination mechanism in the slot machine; 

[0037] FIG. 13 is a diagram shoWing symbol arrange 
ments on reel bands on the outer periphery of reels; 

[0038] 
table; 
[0039] FIG. 15 is a diagram for illustrating a Win deter 
mination mechanism in a slot machine according to another 
embodiment of the invention; and 

[0040] FIG. 16 is a ?oWchart shoWing a How of main 
game lottery processing to be performed in a slot machine 
according to another embodiment of the invention. 

FIG. 14 is a diagram shoWing a Winning form 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0041] Preferred embodiments of the invention Will be 
described beloW With reference to draWings. 

[0042] First of all, a construction of an appearance of a slot 
machine serving as a gaming machine according to an 
embodiment of the invention Will be described With refer 
ence to FIG. 1. A slot machine 10 in this embodiment 
includes a cabinet 12 and a main door 50. 

[0043] The cabinet 12 is open on a side facing a player and 
is placed, for example, in a given place in a casino. The 
cabinet 12 contains various components including a control 
device 100 (see FIG. 6) for electrically controlling the slot 
machine 10 and a hopper 58 (see FIG. 6) for controlling 
insertion, saving and payout of coins. 

[0044] The main door 50 is a member covering the inter 
nal part of the cabinet 12 not to eXpose to the outside. The 
main door 50 is supported rotatably by means of a shaft to 
the left side of the front of the cabinet 12. The door 50 is 
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rotated toWard the front and back about the shaft so that the 
open state and closed state can be sWitched. A liquid crystal 
display device 30 is provided at a substantial center of the 
main door 50. 

[0045] The liquid crystal display device 30 is a unit for 
displaying various images relating to a game including effect 
images, informing images, and the like. A player advances 
a game by visually checking various images displayed on 
the liquid crystal display device 30. The liquid crystal 
display device 30 includes a transparent liquid crystal panel 
34 (see FIGS. 4 and 5). The transparent liquid crystal panel 
34 can be sWitched to a transparent/opaque state partially or 
entirely and can display various images. The detail construc 
tion of the liquid crystal display device 30 Will be described 
later. 

[0046] The liquid crystal display device 30 has, on the 
back, three mechanical reels 3L, 3C and 3R (see FIG. 2) 
having multiple kinds of symbol rendered on the outer 
periphery and rotatably arranged from left to right. Symbols 
on the reels 3L, 3C and 3R are visible When the transparent 
liquid crystal panel 34 is sWitched to the transparent state. 
FIG. 13 shoWs arrangements of symbols on the reels 3L, 3C 
and 3R. The invention is not limited to the symbol arrange 
ments. 

[0047] A substantially horiZontal control panel 28 is pro 
vided beloW the liquid crystal display device 30. A coin 
insertion slot 26 is provided on the right side of the control 
panel 28 for inserting a coin into the slot machine 10. On the 
other hand, a BET sWitch 22 and a spin-repeat bet sWitch 24 
are provided on the left side of the control panel 28. The 
BET sWitch 22 is used for selecting the number of coins bet 
for one activated line, Which Will be described later. The spin 
repeat bet sWitch 24 is used for performing a game again 
Without changing the number of coins bet for the activated 
line in the previous game. The BET sWitch 22 or spin repeat 
bet sWitch 24 is pressed so that the number of coins bet for 
the activated line can be determined in accordance With the 
manipulation. 

[0048] The control panel 28 includes a start sWitch 29 on 
the left side of the BET sWitch 22. Pressing one of the start 
sWitch 29 and the spin repeat bet sWitch 24 triggers starting 
a game, and the rotations of the three reels 3L, 3C and 3R 
are started in a predetermined form. 

[0049] The control panel 28 further includes a payout 
sWitch 27 near the coin insertion slot 26. When a player 
presses the payout sWitch 27, an inserted coin is paid out 
from a payout opening 41 opening at the loWer front part of 
the door 50, and the paid out coin is stored in a coin tray 40. 
Speaker grilles 42 are provided above the coin tray 40 and 
on left and right sides of the coin payout opening 41. The 
speaker grilles 42 transmit a sound effect emitted from a 
speaker 46 (see FIG. 6), accommodated Within the cabinet 
12, to the outside of the cabinet 12. 

[0050] Referring to FIG. 2, the liquid crystal display 
device 30 includes a front panel 31 and the transparent liquid 
crystal panel 34 (see FIGS. 4 and 5) provided on the back 
of the front panel 31. The front panel 31 includes a trans 
parent display WindoW 31a and a symbol-formed area 31b 
having symbols formed thereon. Image information dis 
played on the transparent liquid crystal panel 34 at the back 
of the front panel 31 is visible through the display WindoW 


























