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(57) ABSTRACT 

A gaming machine is provided With a plurality of display 
WindoWs. The display WindoWs include at least one ?rst 
display WindoW and a plurality of second display Windows, 
A mechanical reel is arranged behind the ?rst display 
WindoW. The ?rst display WindoW is changeable from a 
displaying condition to a transmissive condition. A determi 
nation of Whether the ?rst display WindoW should be 
changed from the displaying condition to the transmissive 
condition is carried out While using tables for Winning 
combinations and a random number sampled by a central 
processing unit. Consequently, the gaming machine can 
provide an effective representation of a symbol combination 
including video symbols statically displayed on the second 
display WindoWs and either one symbol on the reel statically 
displayed through the ?rst display WindoW in the transmis 
sive condition or one video symbol statically displayed on 
the ?rst display WindoW in the displaying condition. 
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FIG. 3 
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GAMING MACHINE AND GAMING METHOD 
THEREOF 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] This application is based upon and claims the 
bene?t of priority from the prior Japanese Patent Application 
No. 2005-262137, ?led on Sep. 9, 2005; 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 
that can produce a game While using symbols on a display 
and a gaming method for the above gaming machine. 

[0004] 2. Description of the Related Art 

[0005] A gaming machine, such as conventional slot 
machines, is equipped With a plurality of reels rotated 
mechanically. After the rotation of the reels, if a combination 
of symbols displayed on the reels in a static condition 
corresponds to any one of predetermined Winning combi 
nations, a payout is made to a player With coins (or the likes) 
corresponding to the relevant in combination. Such a gam 
ing machine is disclosed in Japanese Patent Publication 
Laid-open 2003-284809. 

[0006] In recent years, there is also proposed a slot 
machine that can provide respective symbols constituting a 
symbol combination in the form of images on variable/ static 
display. This slot machine is equipped With so-called “video 
reels” that can display symbol images variably and statically. 
Just for reference, the above-mentioned reels mechanically 
rotated Will be referred to as “mechanical reels”, herein. 

SUMMARY OF THE INVENTION 

[0007] In both the slot machines mentioned above, hoW 
ever, the display of a symbol combination is accomplished 
by either mechanical reels or video reels, alternatively. In 
these slot machines, since a representation in variably/ically 
displaying a symbol combination is uniform, it is not enough 
to arouse a player’s passion for gambling. 

[0008] Under the abovementioned circumstance, it is 
therefore an object of the present invention to provide a 
gaming machine that can display a symbol combination so 
as to Work up a player’s sense of anticipation for Wing by 
using one or more mechanical reels in combination With 
video reels in a superposed manner. 

[0009] In order to attain the above object, according to a 
?rst aspect of the present invention, there is provided a 
gaming machine comprising: a display unit having at least 
one ?rst display WindoW and a plurality of second display 
WindoWs, the ?rst display WindoW capable of being trans 
missive, the ?rst and the second display WindoWs capable of 
displaying respective video symbols thereon variably and 
statically; at least one reel arranged behind the ?rst display 
WindoW, the reel having a plurality of symbols formed on a 
circumference of the reel; and a processor in communication 
With the display unit and the reel, the processor operable to: 
(a) select a plurality of symbols to be displayed as a gaming 
result by a lottery; (b) determine Whether or not to change 
the ?rst WindoW from the displaying condition to the trans 
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missive condition based on a combination of the selected 
symbols; (c) display the gaming result by variably and 
statically displaying on the ?rst display WindoW and the 
second display WindoWs, if the ?rst display WindoW is in a 
displaying condition; (d) display the gaming result by vari 
ably and statically displaying on the second display While 
rotating and stopping the reel that can be seen through the 
?rst display WindoW, if the ?rst display WindoW is in a 
transmissive condition; and (e) provide an aWard When the 
gaming result corresponds to a predetermined gaming result. 

[0010] In connection With the gaming machine the above, 
the processor may be operable to stop the reel from rotating 
after displaying the video symbols statically on the second 
display. 
[0011] In the above gaming machine, alternatively, the 
combination of the symbols for determining to change the ?t 
WindoW from the displaying condition to the transmissive 
condition, may include a combination of the symbols for 
providing a highest aWard. 

[0012] In connection With the above modi?cation, the 
combination of the symbols for providing the highest aWard, 
may have a probability of determining to change the ?rst 
WindoW from the displaying condition to the transmissive 
condition, higher than any other combinations of the sym 
bols. 

[0013] That is, the gaming machine of the ?rst aspect of 
the present invention utiliZes a “mechanical” reel in com 
bination With “video” reels in a superposed manner in point 
of: either displaying a plurality of symbols formed on the 
mechanical reel through the ?rst display WindoW variably 
and statically by the mechanical rotating/stopping of the 
mechanical reel or displaying a plurality of video symbols 
on the ft display WindoW in the displaying condition variably 
and statically, and further displaying a plurality of video 
symbols on the second display WindoWs variably and stati 
cally. Based on the symbol combination by a lottery, the 
gaming machine determines Whether the ?rst display Win 
doW is changed from the displaying condition to the trans 
missive condition. Further, the gaming machine displays the 
symbol combination including the video symbols statically 
displayed on the second display WindoWs and either one 
symbol on the reel statically displayed through the ?rst 
display WindoW in the transmissive condition or one video 
symbol statically displayed on the ?rst display WindoW in 
the display condition. Depending on the presence/ absence of 
the ?rst display WindoW through Which the reel can (or 
cannot) be seen, therefore, it is possible to enhance a 
player’s sense of anticipation for Winning. 

[0014] According to a second aspect of the present inven 
tion, there is also provided a gaming method for a gaming 
machine including a display unit having at least one ?rst 
display WindoW and a plurality of second display WindoWs 
Wherein the ?rst display WindoW is capable of being trans 
missive and the ?rst display WindoW and the second display 
WindoWs are capable of displaying respective video symbols 
thereon variably and statically, and at least one reel arranged 
behind the ?rst display WindoW Wherein the reel has a 
plurality of symbols formed on a circumference of the reel, 
the gaming method comprising: selecting a plurality of 
symbols to be displayed as a gaming result by a lottery; 
determining Whether or not to change the ?rst WindoW from 
the displaying condition to the transmissive condition based 
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on a combination of the selected symbols; displaying the 
gaming result by variably and statically displaying on the 
?rst display WindoW and the second display WindoWs, if the 
?rst display WindoW is in a displaying condition; displaying 
the gaming result by variably and statically displaying on the 
second display While rotating and stopping the reel that can 
be seen through the ?rst display WindoW, if the ?rst display 
WindoW is in a transmissive condition; and providing an 
aWard When the gaming result corresponds to a predeter 
mined gaming result 

[0015] Also in the above-mentioned gaming method, it is 
possible to achieve a similar effect to the above gaming 
machine. 

[0016] These and other objects and features of the preset 
invention Will become more rally apparent from the folloW 
ing description and appended claims taken in conjunction 
With the accompanying draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] FIG. 1 is a vieW shoWing a concept of a gaming 
machine in accordance With one embodiment of the present 
invention; 
[0018] FIG. 2 is a perspective vieW of a slot machine as the 
gaming machine in accordance With the embodiment of the 
present invention; 

[0019] FIG. 3 is a longitudinally sectional vieW of a loWer 
liquid crystal display and a reel of the slot machine; 

[0020] FIG. 4 is an exploded perspective vieW of the loWer 
liquid crystal display; 
[0021] FIG. 5 is a block diagram shoWing a control system 
of the slot machine typically; 

[0022] FIG. 6 is a block diagram shoWing a liquid crystal 
driving circuit typically; 

[0023] FIG. 7 is a vieW shoWing a symbol column that is 
variably displayed (With symbols scrolling) on each display 
WindoW of a loWer liquid crystal display at a game; 

[0024] FIG. 8 is a diagram shoWing a lottery table for 
symbols on static display in case of playing a game While 
using nine display WindoWs; 

[0025] FIG. 9 is a diagram shoWing Winning combinations 
and their payouts in case of playing a game While using nine 
display WindoWs; 
[0026] FIG. 10 is a diagram shoWing a table that is used 
in determining Whether one display WindoW should be 
brought into a transmissive condition When Winning a Win 
ning combination of “7-7-7” in case of playing a game While 
using nine display WindoWs; 

[0027] FIG. 11 is a diagram shoWing a table that is used in 
determining Whether one display WindoW should be brought 
into a transmissive condition When a Winning combination 
of “3BAR-3BAR-3BAR” in case of playing a game While 
using nine display WindoWs; 

[0028] FIG. 12 is a diagram shoWing a table that is used 
in determining Whether one display WindoW should be 
brought into a transmissive condition When Wining a Win 
ning combination of “2BAR-2BAR-2BAR” in case of play 
ing a game While using nine display WindoWs; 
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[0029] FIG. 13 is a diagram shoWing a table that is used 
in determining Whether one display WindoW should be 
brought into a transmissive condition When Winning a Win 
ning combination of “BAR-BAR-BAR” in case of playing a 
game While using nine display WindoWs; 

[0030] FIG. 14 is a diagram shoWing a table that is used 
in determining Whether one display WindoW should be 
brought into a transmissive condition When Winning a Win 
ning combination of “cherry-cherry-cherry” in case of play 
ing a game While using nine display WindoWs; 

[0031] FIG. 15 is a diagram shoWing a table that is used 
in determining Whether one display WindoW should be 
brought into a displaying condition When getting in a 
combination of “losing” in case of playing a game While 
using nine display WindoWs; 

[0032] FIG. 16 is a How chart explaining a program of a 
main process; 

[0033] FIG. 17 is a How chart explaining a program of a 
start acceptance process; 

[0034] FIG. 18 is a How chart explaining a program of a 
lottery process; 

[0035] FIG. 19 is a How chart explaining a program of a 
game process; and 

[0036] FIG. 20 is a vieW shoWing nine display WindoWs. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

[0037] Based on one embodiment Where the present 
invention is embodied in a slot machine, a gaming machine 
in accordance With an embodiment of the present invention 
Will be described With reference to the accompanying draW 
ings. First, We describe a constitution of the slot machine of 
the embodiment of the present invention With reference to 
FIGS. 2, 5 and 20. In these ?gures, FIG. 2 is a perspective 
vieW of the slot machine. FIG. 5 is a block diagram shoWing 
a control system of the slot machine. FIG. 20 is a vieW 
shoWing nine display WindoWs. 

[0038] In FIG. 2, the slot machine 1 includes a cabinet 2 
forming a Whole body of the machine 1. Additionally, an 
upper liquid crystal display 3 is arranged at an upper part of 
the front surface of the cabinet 2, While a loWer liquid crystal 
display 4 is arranged, inside a front panel 20, on a center part 
of the front surface of the cabinet 2. The upper liquid crystal 
display 3 is formed by a popularized liquid crystal display. 
On the other hand, the loWer liquid crystal display 4 is 
formed by a transmissive liquid crystal display. Displayed 
on the upper liquid crystal display 3 is game information ta 
includes a method of gaming, Winning combinations and 
their payouts, various gaming effects and so on. On the 
loWer liquid crystal display 4, there are displayed ?ve 
activated paylines L at the maximum and nine display 
WindoWs 22A~22C, 23A~23C and 24A~24C. On each of 
the display WindoWs 22A~22C, 23A~23C and 24A~24C, a 
later-mentioned symbol column 241 (a column of symbols) 
of FIG. 7 is variably displayed While scrolling from top to 
bottom. A detailed structure of the loWer liquid crystal 
display 4 Will be described later. 

[0039] BeloW the loWer liquid crystal display 4, an oper 
ating table 5 is arranged so as to project toWard a player’s 
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near side. On the operating table 5, here are arranged an 
exchange (singe: CHANGE) button 6, a payout (signage: 
CASHOUT) button 7 and a help (signage; HELP) button 8, 
in sequence from a leftmost side of the table 5. Additionally, 
the operating table 5 has a coin insertion slot 9 and a bill 
insertion portion 10 both arranged on the right of the help 
button 8. On the front portion of the operating table 5, there 
are successively arranged a l-BET button 11, a spin (SPIN/ 
REPEAT BET) button 12, a 3-BET button 13 and a 5-BET 
button 14, in order from left. 

[0040] The exchange button 6 is a button to be pushed 
doWn in case of exchanging a bill (banknote) inserted into 
the bill insertion portion 10. Coins on exchange are paid out 
into a coin receiving portion 16 through a coin payout 
opening 15. The exchange button 6 is accompanied by a 
later-mentioned exchange (CHANGE) sWitch 62. When the 
exchange button 6 is pushed doWn, a Etch signal is outputted 
from the exchange sWitch 62 to a CPU 50 (see FIG. 5). 

[0041] The payout button 7 is a button to be pushed doWn 
by a player When the base game is ?nished. Thus, When the 
payout button 7 is pushed doWn, coins on a player’s acqui 
sition at a game are paid out into the coin receiving portion 
16 through the coin payout opening 15. The payout button 
7 is accompanied by a later-mentioned payout (CASHOUT) 
sWitch 63. When the payout button 7 is pushed doWn, a 
sWitch signal is outputted from the payout sWitch 63 to the 
CPU 50 (see FIG. 5). 

[0042] The help button 8 is a button to be pushed doWn by 
a player When the player has no idea of a game operating 
method etc. When the help button 8 is pushed doWn, various 
help information is displayed on the upper liquid crystal 
display 3. The help button 8 is accompanied by a later 
mentioned help (HELP) sWitch 64. When the help button 8 
is pushed doWn, a sWitch signal is outputted from the help 
itch 64 to the CPU 50 (see FIG. 5). 

[0043] The coin insertion slot 9 is equipped With a later 
described coin sensor 65. When a coin is inserted into the 
coin insertion slot 9, a coin detection signal is outputted to 
the CPU 50 through the coin sensor 65 (see FIG. 5). 

[0044] The bill iron portion 10 is equipped With a later 
described bill sensor 66. When a bill is inserted into the bill 
insertion slot 10, a bill detection signal is outputted to the 
CPU 50 through the coin sensor 65 (see FIG. 5). 

[0045] The l-BET button 11 is a button that alloWs the 
number of bets (coins) to be increased one by one With 
respect to each player’s pushing doWn. The l-BET button 11 
is accompanied by a later-mentioned l-BET sWitch 59. 
When the l-BET button 11 is pushed doWn by a player, a 
sWitch signal is outputted from the l-BET sWitch 59 to the 
CPU 50 (see FIG. 5). 

[0046] The spin (SPIN/REPEAT BET) button 12 is a 
button for starting a variable displaying of respective sym 
bols in the display WindoWs 22A~22C, 23A~23C and 
24A~24C of the loWer liquid crystal display 4. That is, When 
the spin button 12 is pushed doWn by a player, the game is 
started With the present number of bets or the previous 
number of bets. The spin button 12 is accompanied by a 
later-mentioned spin sWitch 58. When the spin button 12 is 
pushed doWn, a sWitch signal is outputted from the spin 
sWitch 58 to the CPU 50 (see FIG. 5). As for the number of 
bets (bet coins) that a player can bet by pushing doWn the 
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spin button 12, there exist l-bet (i.e. betting With one coin), 
2-bet (betting With tWo coins), 3-bet betting With three 
coins), and 5-bet (betting With ?ve coins). 

[0047] The 3-BET button 13 is a button that alloWs a game 
With 3-bet to be started by pushing doWn the same button 13. 
The 3-BET button 13 is accompanied by a later-mentioned 
3-BET sWitch 60. When the 3-BET button 13 is pushed 
doWn, a sWitch signal is outputted from the 3-BET sWitch 60 
to the CPU 50 (see FIG. 5). 

[0048] The 5-BET button 14 is a button that alloWs a game 
With 5-bet to be started by pushing doWn the same button 14. 
The 5-BET button 14 is accompanied by a later-mentioned 
5-BET sWitch 61. When the S-BET button 14 is pushed 
doWn, a etch sigal is outputted from the 5-BET sWitch 61 to 
the CPU 50 (see FIG. 5). 

[0049] In connection With the number of bets attained by 
operating the l-BET button 11, the spin (SP REPEAT SET) 
button 12, the 3-BET button 13 and the 5-BET button 14, 
there ex various games With l-bet, 2-bet, 3-bet and 5-bet 
When the number of bets is one, one predetermined line is 
established as the activated pay-line L. Similarly, in case of 
three in the number of bets, three predetermined lines are 
established as the activated pay-lines L. In case of ?ve in the 
number of bets, ?ve predetermined lines are established as 
the activated pay-lines L. 

[0050] The cabinet 2 is provided, in a loWer portion 
thereof, With a coin payout opening 15 and a coin receiving 
portion 16 for receiving coins paid out through the coin 
payout opening 15. In the coin payout opening 15, a later 
mentioned coin detecting portion 73, such as a sensor, is 
ranged to detect the number of coins paid out trough the coin 
payout opening 15 (see FIG. 5). 

[0051] Net We explain the detailed structure of the loWer 
liquid crystal display 4 and a reel rotatably arranged on the 
backside of the display 4 so as to be rotatable in the cabinet 
2 With reference to FIGS. 3 and 4. FIG. 3 is a longitudinal 
sectional vieW of the loWer liquid crystal display 4 and the 
reel. FIG. 4 is an exploded perspective vieW of the loWer 
liquid crystal display 4. In FIGS. 3 and 4, the loWer liquid 
crystal display 4 is arranged inside a display WindoW portion 
210 of the font panel 20 at a frontal intermediate portion of 
the cabinet 2 of the slot machine 1. On the backside of the 
loWer liquid crystal display 4 (on the left of FIG. 3), one reel 
220 is rotatably supported by the cabinet 2. In other Words, 
the loWer liquid crystal display 4 is positioned on the front 
side of the single reel 220, as shoWn in FIG. 3. 

[0052] The reel 220 is opposed to the display WindoW 23A 
(see FIG. 20) in the middle of the loWer liquid crystal display 
4. 

[0053] Respective structures of the display WindoWs 
22A~22C, 23A~23C and 24A~24C Will be described later. 

[0054] We noW describe the structure of the loWer liquid 
crystal display 4 With reference to FIGS. 3 and 4. In FIGS. 
3 and 4, the loWer liquid crystal display 4 comprises, in order 
from the front side of the slot machine 1, a clear panel 30, 
a reel glass base 31, a beZel metal frame 32, a liquid crystal 
panel 33, a liquid crystal holder 34, a di?‘usion sheet 35, a 
light guide plate 36, a White re?ector 37, a rear holder 38 and 
an antistatic sheet 39. The dilfusion sheet 35 is formed With 
an opening 35A. Similarly, the light guide plate 36, the White 
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re?ector 37 and the rear holder 38 have an opening 36A, an 
opening 37A and an opening 38A formed so as to conform 
to the opening 35A, respectively. The respective openings 
35A~38A constitute the display WindoW 23A (see FIG. 20) 
While being overlapped so as to con?rm to each other. 

[0055] Here, the opening 35A of the diffusion sheet 35 and 
the opening 36A of the light guide plate 36 constitute a 
transmissive area that ensures visibility of the display Win 
doW 23A. 

[0056] In order to ?t the loWer liquid crystal display 4 to 
the display WindoW portion 210 of the front panel 20, as 
shoWn in FIG. 2, respective brackets 40 projecting from the 
reel glass base 31 vertically are fastened to a back surface of 
the front panel 20 by screWs 41. 

[0057] Further, as a light source of the liquid crystal panel 
33, a pair of cathode ray tubes 42 are arranged on top and 
bottom ends of the light guide plate 36. Additionally, on the 
backside of the opening 38A of the rear holder 38, another 
pair of cathode ray tubes 43 are arranged up and doWn to 
illuminate symbols formed on an outer circumferential sur 
face of the reel 220. 

[0058] The liquid crystal panel 33 is made of a transmis 
sive electrical display panel, such as ITO, Which is posi 
tioned in front of the reel 220 to make it visible therethrough. 
In the liquid crystal panel 33, its periphery (backside) is held 
by the liquid crystal holder 34. The light guide plate 36 is 
made of an optically transparent resin panel. Again, the light 
guide plate 36 is provided With leas cuts that conduct light 
emitted from the cathode ray tubes 42 into the backside of 
the liquid crystal panel 33. The diffusion sheet 35 is made of 
a resin sheet. The diffusion sheet 35 di?fuses the light 
conducted by the light guide plate 36 to uniformiZe light to 
be illuminated on the liquid crystal panel 33. The liquid 
crystal holder 34 for holding the liquid crystal panel 33, the 
diffusion sheet 35 and the light guide plate 36 are all 
integrated into one assembly and its periphery is inserted 
into the beZel metal frame 32. OWing to this insertion, the 
front side of the display WindoW in the liquid crystal panel 
33 is carried by the beZel metal frame 32. 

[0059] The liquid crystal holder 34, the diffusion sheet 35 
and the light guide plate 36, Which are integrated as a result 
of engaging With the beZel metal frame 32, are further 
inserted, through its periphery, into the reel glass base 31. 
Thus, this assembly is carried by the beZel metal frame 32 
While opening a front surface of the liquid crystal panel 33. 
When the reel glass base 31 is attached to the font panel 20 
through the screWs 41, the clear panel 30 is ?tted to the front 
surface of the reel glass base 31 under pressure and overlaid 
on the front surface of the display portion of the liquid 
crystal panel 33. 
[0060] The rear holder 38 is made of a White resin sheet 
and serves to support the beZel metal frame 32 held by the 
reel glass base 31, the liquid crystal holder 34 holding the 
liquid crystal panel 33, the diffusion sheet 35 and the light 
guide plate 36 onto the reel glass base 31 from its rear side. 
This rear holder 38 functions as a re?ector that re?ects the 
light emitted from the cathode ray tubes 42 into the light 
guide plate 36 toWard the liquid crystal panel 33. The 
antistatic sheet 39 is made of a transparent sheet and applied 
to a rear surface of the hear holder 38 through double-sided 
adhesive tapes to cover a rear spice of the opening 38A 
formed in the rear holder 38. 
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[0061] As shoWn in FIG. 7, the reel 220 is provided, on its 
outer circumferential surface, With a variety of symbols used 
in a game. FIG. 7 shoWs a column of symbols that are 
variably displayed While scrolling on the respective display 
WindoWs 22A~22C, 23A~23C and 24A~24C in the loWer 
liquid crystal display 4 in a game. 

[0062] Here, a symbol column 241 is composed of eleven 
symbols as a result of combining a triple-BAR 91, a cherry 
92, a double-BAR 93, a seven (7) 94, a single-BAR 95 and 
a blank (i.e. an area With no symbol) 96 With each other 
appropriately. 
[0063] As for the formation of symbols on the circumfer 
ential surface of the reel 220, it is general to ?rst prepare a 
long sheet having eleven symbols printed thereon and 
respective dimensions equal to both Width and circumfer 
ential length of the reel 220 and successively apply the sheet 
to the circumferential surface of the reel 220. Of course, 
hoWever, these symbols may be formed by the other method. 

[0064] Referring to FIG. 5, a control system of the slot 
machine 1 Will be described. FIG. 5 is a block diagram 
shoWing the control system of the slot machine 1 typically. 

[0065] In FIG. 5, the control system of the slot machine 1 
basically includes a CPU 50 playing a central role in the slot 
machine 1. Both a ROM 51 and a RAM 52 are together 
connected to the CPU 50. In the ROM 51, there are stored 
a main process program a start acceptance program, a lottery 
process program, a game process program, a lottery table for 
determining symbols on a stop display in a game, various 
programs necessary for the control of the slot machine 1, a 
data table and so on. The RAM 52 is a memory to tempo 
rarily store various data calculated by the CPU 50. 

[0066] A clockpulse generating circuit 53 generating ref 
erence clockpulses and a divider 54 are connected to the 
CPU 50 in common. Further, a random-number generator 55 
generating a random number and a random-number sam 
pling circuit 56 are together connected to the CPU 50. 
Random numbers sampled by the random-number sampling 
circuit 56 are used in a variety of lotteries, for example, 
lottery for Winning combinations. To the CPU 50, there are 
further connected a spin sWitch 58 accompanied by the spin 
button 12, an l-BET sWitch 59 accompanied by the l-BET 
button 11, a 3-BET sWitch 60 accompanied by the 3-BET 
button 13, a S-BET sWitch 61 accompanied by the S-BET 
button 14, an exchange (CHANGE) sWitch 62 accompanied 
by the exchange button 6, a payout (CASHOUT) sWitch 63 
accompanied by the payout button 7 and a help (HELP) 
sWitch 64 accompanied by the help button 8, respectively. 
Based on sWitch signals outputted from these sWitches 
pushed doWn, the CPU 50 performs a variety of controls in 
order to accomplish various operations corresponding to the 
above buttons. 

[0067] Connected to the CPU 50 is a stepping motor 68 
that rotates the reel 220 With the aid of a motor driving 
circuit 167. Additionally, a positional change detecting cir 
cuit 69 is also connected to the CPU 50. When a motor 
driving signal (command pulse) is outputted from the CPU 
50 to the motor driving circuit 167, the stepping motor 68 is 
rotated by excitation signals outputted from the motor 
driving circuit 167. In this Way, the rotation of the reel 220 
is accomplished. 

[0068] Then, the CPU 50 counts the number of drive 
pulses supplied to the stepping motor 68. The CPU 50 grasps 
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rotational positions of the symbols in the reel 220 on the 
basis of the obtained number of drive pulses and carries out 
a stop-position control of the reel 220. 

[0069] As noted above, the positional change detecting 
circuit 69 is connected to the CPU 50. This positional change 
detecting circuit 69 detects an alternation of the stop position 
of the reel 220 after it has been stopped by the motor driving 
circuit 167. 

[0070] A coin sensor 65 is arranged in the coin insertion 
slot 9 to detect a coin inserted through the coin insertion slot 
9. The coin sensor 65 is connected to the CPU 50. The CPU 
50 calculates the number of coins inserted on the basis of a 
coin detection signal outputted from the coin sensor 65. A 
bill sensor 66 is arranged in the bill insertion opening 10 to 
detect both kind and sum of bills inserted through the 
opening 10. The bill sensor 66 is connected to the CPU 50. 
The CPU 50 calculates the number of coins equivalent to the 
value of bills inserted on the basis of a bill detection signal 
outputted from the bill sensor 66. 

[0071] A hopper 71 is connected to the CPU 50 through a 
hopper driving circuit 70. When the CPU 50 outputs a drive 
signal to the hopper driving circuit 70, the hopper 71 pays 
out a designated number of coins from the coin payout 
opening 15. 

[0072] A coin detecting portion 73 is connected to the 
CPU 50 through a payout completion signal circuit 72. The 
coin detecting portion 73 is arranged in the coin payout 
opening 15. When it is detected that the designated number 
of coins have been paid out of the coin payout opening 15, 
the coin detecting portion 73 outputs a coin payout detection 
signal to the payout completion signal circuit 72. Based on 
the coin payout detection signal, the payout completion 
signal circuit 72 outputs a payout completion signal to the 
CPU 50. FeWer, the upper liquid crystal display 3 and the 
loWer liquid crystal display 4 are connected to the CPU 50 
through a liquid crystal driving circuit 74. The CPU 50 
controls the operations of the upper liquid crystal display 3 
and the loWer liquid crystal display 4. 

[0073] As shoWn in FIG. 6, the liquid crystal driving 
circuit 74 comprises a program ROM 81, an image ROM 82, 
an image control CPU 83, a Work RAM 84, a VDP (Video 
Display Processor) 85 and a video RAM 86. The program 
ROM 81 stores image control programs about the displaying 
operation of the upper liquid crystal display 3 and the loWer 
liquid crystal display 4 and various selection tables. The 
image ROM 82 stores dot data for forming various images, 
for example, demonstration effects performed on the upper 
liquid crystal display 3 and the loWer liquid crystal display 
4, various help information displayed on the upper liquid 
crystal display 3, the symbol column 241 ofFlG. 7 displayed 
on each of the display WindoWs 22A~22C, 23A~23C and 
24A~24C (see FIG. 20) of the loWer liquid crystal display 4 
and so on. Based on parameters set by the CPU 50, in 
accordance With the image control programs memorized in 
the program ROM 81 in advance, the image control CPU 83 
determines images to be displayed on the upper liquid 
crystal display 3 and the loWer liquid crystal display 4 from 
the dot data memoriZed in the program ROM 81 in advance. 
Again, the Work RAM 84 operates as temporary memory 
means When the image control CPU 83 executes the image 
control programs. The VDP 85 produces image data corre 
sponding to display contents determined by the image 
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control CPU 83 and outputs the so-produced image data to 
the upper liquid crystal display 3 and the loWer liquid crystal 
display 4. Consequently, symbols (eg the symbol column 
241 of FIG. 7) are variably and statically displayed on each 
of the display WindoWs 22A~22C, 23A~23C and 24A~24C 
(see FIG. 20) of the loWer liquid crystal display 4. Note that 
the video RAM 86 operates as temporary memory means 
When the VDP 85 forms an image. 

[0074] In the slot machine 1 of this embodiment, oWing to 
the provision of the liquid crystal driving circuit 74, it is 
possible to bring the display WindoW 23A (see FIG. 20) of 
the loWer liquid crystal display 4 into either a transmissive 
condition or a displaying condition. Therefore, the display 
WindoW 23A corresponds to “a ?rst display WindoW” of the 
claimed invention. Further, the liquid crystal driving circuit 
74 constitutes the transmission controlling unit of the 
claimed invention. Suppose, the display WindoW 23A (see 
FIG. 20) is in the transmissive condition in the game. Then, 
the motor driving circuit 167 etc. operas to rotate and 
subsequently stop the reel 220 behind the display WindoW 
23A. As a result, the symbol column 241 (see FIG. 7) on the 
reel 220 can be seen through the display WindoW 23A in the 
transmissive condition. Subsequently, the scrolling of the 
symbol column 241 is stopped (i.e. static display). Suppose 
alternatively, the display WindoW 23A (see FIG. 20) is in the 
displaying condition in the game. Then, due to the liquid 
crystal circuit 74, the symbol column 241 (see FIG. 7) on the 
reel 220 is variably displayed (With the symbols scrolling) 
on the display WindoW 23A in the displaying condition (i.e. 
variable display by scrolling). Subsequently, the scrolling of 
the symbol column 241 is stopped (i.e. static display). 
Additionally, by the liquid crystal circuit 74, an image (i.e. 
video symbols) of the symbol column 241 is variably 
displayed (With the symbols scrolling) on each of the other 
display WindoWs 22A~22C, 23B, 23C and 24A~24C (see 
FIG. 20, ie variable display by scrolling). Subsequently, the 
scrolling of the symbol column 241 is stopped (i.e. static 
display). Note that the above display WindoWs 22A~22C, 
23B, 23C and 24A~24C corresponds to “second display 
WindoWs” of the claimed invention. 

[0075] It is noted that When the symbol column 241 is 
variably displayed and then statically displayed, a single 
symbol in the symbol column 241 is statically displayed on 
each of the display WindoWs 22A~22C, 23A~23C and 
24A~24C irrespective of the display WindoW 23A in the 
transmissive or displaying condition. Further, it should be 
noted that the slot machine 1 of this embodiment is similar 
to the conventional slot machine in that there are previously 
established various Winning combinations based on several 
kinds of combinations composed of respective symbols and 
in that if a combination of symbols corresponding to a 
Winning combination stops on one activated pay-line, then 
coins corresponding to the Winning combination are paid out 
through the coin payout opening 15. Therefore, descriptions 
about these matter are eliminated. 

[0076] Returning to FIG. 5, an LED 78 is connected to the 
CPU 50 through an LED driving circuit 77. The LED 78 (in 
large quantity) is arranged on the front surface of the slot 
machine 1. When performing a variety of effects, the light 
ing of the LED 78 is controlled by the LED driving chit 77 
on the basis of a driving signal from the CPU 50. Addition 
ally, a sound generating circuit 79 and a speaks 80 are 
connected to the CPU 50. Based on an output signal from the 














