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(57) ABSTRACT 

As the result of a roulette game With a roulette device, a 
bonus game is executed When a roulette ball is received in 
a bonus pocket among pockets formed on a Wheel. A bonus 
ball is launched into a path area formed through a plurality 
of stations by a launching device When the bonus game is 
executed. A station at Which the bonus ball has ?nally 
stopped is determined to have Won the bonus game and is 
provided a bonus payout. Consequently, this enables to 
provide a versatile game Which the player may easily 
understand. 
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MULTI-PLAYER GAMING MACHINE AND 
GAMING METHOD THEREOF 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] This application is based upon the prior Japanese 
Patent Application No. 2006-135559, ?led on May 15, 2006, 
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 multi-player 
gaming machine including a plurality of game terminals 
having a console for accepting a player’s operation such as 
a roulette gaming machine or a bingo gaming machine. 
Speci?cally the present invention relates to a multi-player 
gaming machine making a ball move along a path area 
formed through a plurality of game terminals in a predeter 
mined order to payout game media to the game terminal in 
Which the ball has stopped, thereby enabling to provide a 
versatile game Which the player may easily understand. 
[0004] 2. Description of Related Art 
[0005] With a multi-player gaming machine such as a 
roulette gaming machine, a bingo gaming machine, and a 
horse race gaming machine using medals as game media, a 
player buys or borroWs a plurality of medals from a medal 
lending machine and then insert the medals into a gaming 
machine to play games. If the player Wins the game, a 
predetermined number of medals are paid out. Therefore, if 
the player may obtain multiple medals, he/ she may continu 
ally enjoy the game Without neWly buying or borroWing 
medals. 
[0006] Further, such multi-player gaming machine may 
include a gaming machine in Which a game is played using 
a ball actually rolling inside the gaming machine. For 
example, Japanese Patent Application Laid-Open No. Hei 
7-265492 (pages 5 to 7, FIGS. 1 to 4) describes a ball 
gaming machine in Which game media are paid out to a 
player based on types of Winning pockets after a ball rolling 
on a spiral rail has been received in the Winning pocket 
formed in a ?eld portion. By using the ball rolling inside the 
gaming machine in this Way, it is made possible to create a 
higher realistic sensation than a gaming machine using an 
image. 
[0007] HoWever, in the above-mentioned ball gaming 
machine, a ball rolls basically in the central part of the 
machine, Which cannot be seen from a player playing around 
the machine in some cases. Speci?cally, in the gaming 
machine having a large siZe cabinet, a dead area to the player 
Would occur and the ball rolls Within the dead area. If the 
game proceeds Without con?rming the rolling ball, there is 
a possibility that the game terminates before the player 
understands the contents of the game. 

SUMMARY OF THE INVENTION 

[0008] The present invention has been achieved in order to 
solve the above problems, and an object of the invention is 
to provide a multi-player gaming machine that can provide 
a versatile game Which the player may easily understand by 
executing a game in Which a ball is rolled through a plurality 
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of game terminals having a console for accepting a player’s 
operation in order that the players around the machine can 
see the rolling ball. 

[0009] The multi-player gaming machine according to a 
?rst aspect of the present invention comprises: a plurality of 
game terminals (for example, stations 4) having a console 
(for example, touch screen 50) for accepting a player’s 
operation; a game control unit (for example, server CPU 81) 
con?gured to control a game; a payout unit (for example, 
station CPU 91, step S12 in FIG. 13) con?gured to provide 
a payout to the game terminal according to an operation 
result on the console and an outcome of the game controlled 

by the game control unit; a path area (for example, path area 
17) formed through a plurality of the game terminals; a ball 
(for example, bonus ball 18) rolling through the plurality of 
the game terminals along the path area in a predetermined 
order; a stop unit (for example, ball stopper 20) formed in 
each of the game terminals and con?gured to stop the ball 
rolling on the path area; and a special payout unit (for 
example, station CPU 91, step S12 in FIG. 13) con?gured to 
provide a special payout to the game terminal in Which the 
ball has been stopped by the stop unit. 
[0010] Incidentally, a payout by “a payout unit” and a 
payout by “a special payout unit” may be performed simul 
taneously or at different timings. 

[0011] Here, it is preferable that the multi-player game 
machine (for example, roulette gaming machine 1) further 
comprises a launching unit (for example, launching device 
19) con?gured to launch the ball into the path area. In 
addition, it is preferable that the game controlled by the 
game control unit includes a base game and a special game 
Which is different from the base game, the multi-player 
gaming machine further comprises a special game execution 
determining unit (for example, server CPU 81, step S110 in 
FIG. 13) con?gured to determine Whether or not to execute 
the special game, and the launching unit (for example, 
launching device 19) launches the ball (for example, bonus 
ball 18) into the path area (for example, path area 17) When 
the special game execution determining unit determines to 
execute the special game. 

[0012] Further, it is preferable that the multi-player game 
machine (for example, roulette gaming machine 1) further 
comprises: a Wheel (for example, Wheel 22) on Which a 
plurality of number pockets (for example, number pockets 
23) is arranged; a pocket specifying unit (for example, 
roulette ball 27 [and ball throW-in apparatus]) con?gured to 
specify at least one number pocket among the plurality of 
number pockets; and a Winning number detecting unit (for 
example, server CPU 81, step S109 in FIG. 13) con?gured 
to detect a number of the number pocket speci?ed by the 
pocket specifying unit as a Winning number. And it is also 
preferable that the payout unit provides a payout based on 
the Winning number detected by the Winning number detect 
ing unit. 
[0013] Further, it is preferable that the multi-player game 
machine (for example, roulette gaming machine 1) further 
comprises a bonus pocket setting unit (for example, server 
CPU 81) con?gured to set a predetermined number pocket 
as a bonus pocket among the plurality of number pockets. 
And it is also preferable that the launching unit launches the 
ball (for example, bonus ball 18) into the path area (for 
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example, path area 17) When the bonus pocket has been 
speci?ed by the pocket specifying unit. 

Furthermore, the bonus pocket that may provide an advan 
tageous payout to the player can be set on the Wheel Without 
modifying a structure of the Wheel. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0014] FIG. 1 is an external perspective vieW showing a 
schematic construction of a roulette gaming machine 
according to the present embodiment. 
[0015] FIG. 2 is a top vieW of a station of the roulette 
gaming machine according to the present embodiment. 
[0016] FIG. 3 is a plain vieW of a roulette Wheel according 
to the present embodiment. 
[0017] FIG. 4 is a perspective vieW of a server according 
to the present embodiment. 
[0018] FIG. 5 is a draWing shoWing a menu screen dis 
played on a liquid crystal display of the server according to 
the present embodiment. 
[0019] FIG. 6 is a draWing shoWing a bonus pocket setting 
screen displayed on the liquid crystal display of the server 
according to the present embodiment. 
[0020] FIG. 7 is a draWing shoWing a bet screen shoWn on 
a display panel. 
[0021] FIG. 8 is a block diagram schematically shoWing a 
control system of the roulette gaming machine according to 
the present embodiment. 
[0022] FIG. 9 is a block diagram schematically showing a 
control system of the station according to the present 
embodiment. 
[0023] FIG. 10 is a schematic draWing shoWing a memory 
area of ROM of the roulette gaming machine according to 
the present embodiment. 
[0024] FIG. 11 is a schematic draWing shoWing a memory 
area of RAM of the roulette gaming machine according to 
the present embodiment. 
[0025] FIG. 12 is a How chart of a game processing 
program of the roulette gaming machine according to the 
present embodiment. 
[0026] FIG. 13 is a How chart of the game processing 
program of the roulette gaming machine according to the 
present embodiment. 
[0027] FIG. 14 is a How chart ofa sub-processing program 
of a bonus game processing of the roulette gaming machine 
according to the present embodiment. 
[0028] FIG. 15 is a schematic draWing shoWing a How of 
a bonus game executed in the roulette gaming machine 
according to the present embodiment. 
[0029] FIG. 16 is a front vieW of a plurality of slot 
machines When the bonus game is executed. 

DETAILED DESCRIPTION OF THE 
EMBODIMENTS 

[0030] One embodiment in Which a multi-player gaming 
machine of the present invention has been embodied as a 
roulette gaming machine Will be described in detail With 
reference to draWings. Here, the roulette gaming machine is 
a gaming machine With Which a player bets game media 
such as his/her oWn medals on his/her expected number and 
receives a predetermined number of medals at Winning. 
[0031] First, a schematic construction of a roulette gaming 
machine 1 according to the present embodiment Will be 
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described based on FIG. 1. FIG. 1 is an external perspective 
vieW shoWing the schematic construction of the roulette 
gaming machine 1 according to the present embodiment. 
[0032] As shoWn in FIG. 1, the roulette gaming machine 
1 basically includes: a cabinet 2 constituting a main body; a 
roulette device 3 provided in the approximately central part 
of a top surface of the cabinet 2; a plurality of stations 4 
(tWelve stations 4 in this embodiment) provided around the 
roulette device 3; and an electroluminescence display 5 
provided above the cabinet 2. 
[0033] The station 4 includes at least a medal insertion slot 
6 into Which game media such as coins or medals used for 
a game are inserted; a console 7 having a plurality of control 
buttons and the like With Which predetermined instructions 
are input by the player; and a display panel 8 displaying 
game images. The station 4 functions as a gaming area 
accepting a bet operation by the player. The player may 
advance the game by operating a touch screen or the console 
7, While vieWing the image displayed on the display panel 8. 
[0034] On a front side of each station 4, a medal payout 
opening 9 is provided. Further, a speaker 10 for playing 
music and sound effects is provided in a right upper portion 
of the display panel 8 of each station 4. 
[0035] Above the display panel 8 of each station 4, a WIN 
lamp 11 is provided. Here, each player is noti?ed of a 
Winning by lighting the WIN lamp of the station 4 Which has 
Won a base game or a bonus game described later. 

[0036] A medal sensor is provided inside the medal inser 
tion slot 6 (see FIG. 9). The medal sensor identi?es the game 
media such as medals inserted into the medal insertion slot 
6 and counts the inserted medals. Further, a hopper is 
provided inside the medal payout opening 9 (see FIG. 9). 
The hopper payouts a predetermined number of medals from 
the medal payout opening 9. 
[0037] A server 13 to be described later is arranged inside 
a comer 12 of the cabinet 2. The server 13 is housed in the 
corner 12 so that the player may not operate it. HoWever, it 
is made possible to operate the server 13 by opening a comer 
door 14 With a key sWitch. Then, various settings of the 
roulette gaming machine 1 and a setting of a bonus pocket 
may be changed by operating the server 13. 
[0038] A JP credit display 15 for displaying the JP credits 
is provided on the electroluminescence display 5. In the 
roulette gaming machine 1 of the present embodiment, 0.5% 
of the credits Which have been bet on the base game (roulette 
game) using a bet screen 61 at all the tWelve stations 4 Will 
be accumulatively stored. The accumulated JP credits are 
paid out to the station 4 Which has Won the bonus game to 
be described later. In addition, the JP credit display 15 is 
provided on a top of the electroluminescence display 5 so 
that display contents thereof can be seen by all the players 
playing at the stations 4. 

[0039] In the roulette gaming machine 1 of the present 
embodiment, a path area (lane) 17 is formed inside the 
station 4. Here, the path area 17 is an area along Which a 
bonus ball 18 rolls When the bonus game is executed. The 
path area 17 is formed of a circular transparent pipe running 
through tWelve stations 4 around the roulette gaming 
machine 1. The bonus ball 18 passes through the stations 4 
in the order of counterclockWise along the path area 17. 

[0040] A launching device 19 for launching the bonus ball 
18 into the path area 17 is provided With the path area 17 (see 
FIG. 8). The launching device 19 is con?gured as a solenoid 
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or spring plunger injector and sends the bonus ball 18 into 
the path area 17 at a predetermined speed. 
[0041] A ball stopper 20 is provided on the path area 17 in 
front of each station 4. The ball stopper 20 is a stop unit 
con?gured to stop the bonus ball 18 rolling through the path 
area 17. The ball stopper 20 is formed into a hemispherical 
pocket in accordance With a shape of the bonus ball 18 (see 
FIG. 2). Further, a ball detection sensor and a ball collection 
hole (not shoWn) are provided on a bottom of the ball 
stopper 20. The ball detection sensor detects the ball stopper 
20 at Which the bonus ball 18 has stopped. The bonus ball 
18 Which has been stopped by the ball stopper 20 is collected 
from the ball collection hole and transferred to the launching 
device 19. 
[0042] Then, as described later, the bonus game is 
executed after the ball 27 has fallen into a bonus pocket 24 
at the roulette device 3 (see FIG. 3). The bonus ball 18 is 
launched by the launching device 19 When the bonus game 
has started. And then, the bonus ball 18 rolls along the path 
area 17 counterclockwise. Thereafter, the rolling bonus ball 
18 is gradually decelerated, and the bonus ball 18 stops in 
any of the ball stoppers 20. Then the station 4 of the ball 
stopper 20 in Which the bonus ball 18 has stopped is 
determined to have Won the bonus game. A special payout 
corresponding to the JP credits is provided to the station 4. 
[0043] Subsequently, the path area 17 passing through the 
stations 4 Will be described in detail referring to FIG. 2. FIG. 
2 is a top vieW of the station 4 of the roulette gaming 
machine 1 according to the present embodiment. As shoWn 
in FIG. 2, the path area 17 is arranged so as to pass inside 
the stations 4. Speci?cally, the path area 17 passes through 
behind the display panel 8. The display panel 8 is a trans 
missive liquid crystal display panel. The display panel 8 is 
non-transmissive during the base game and displays a bet 
screen 61 (see FIG. 7) having a betting board 60. As a result, 
the path area 17 is not visible from the player playing With 
the station 4. 
[0044] On the other hand, approximately a half of the 
screen of the display panel 8 can be transmissive during the 
bonus game and the player can see the path area 17 through 
the loWer part of the display panel 8. As a result, the player 
can see the bonus ball 18 rolling on the path area 17 during 
the bonus game through the display panel 8. 
[0045] Next, the construction of the roulette device 3 of 
the present embodiment Will be described referring to FIG. 
3. FIG. 3 is a plain vieW of the roulette device 3 according 
to the present embodiment. 
[0046] As shoWn in FIG. 3, the roulette device 3 basically 
includes a frame 21 ?xed to the cabinet 2 and a Wheel 22 
rotatably housed on the inner area of the frame 21. Then, 
number pockets 23 and a bonus pocket 24 are formed on a 
top surface of the Wheel 22 (38 pockets in total in the present 
embodiment). A number plate 25 is provided on the outside 
of each number pocket 23. Each number plate 25 has one of 
the numbers “0”, “l” to “36” Which is corresponding to each 
number pocket 23. Namely, the thirty-seven number pockets 
23 each of Which is assigned one ofthe numbers “0”, “l” to 
“36” are provided on the Wheel 22. Further, a bonus indi 
cation plate 26 is provided on the outside of the bonus 
pocket 24. The bonus pocket 24 has a letter “B” Which is 
corresponding to the bonus pocket 24. 
[0047] Here, the bonus pocket 24 is located in the same 
position as that of “00” number pocket of the conventional 
roulette device 3 With 38 number pockets. Further, the bonus 
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pocket 24 has the same shape as that of the “00” number 
pocket (and other pockets). The bonus indication plate 26 is 
made by putting a seal of “B” on the “00” number plate 25. 
Therefore, in the roulette device 3 of the present embodi 
ment, the bonus pocket 24 may be set on the Wheel 22 in 
place of “00” number pocket Without modifying the con 
struction of the conventional Wheel 22. 
[0048] Note that, in the present embodiment, the bonus 
pocket 24 is provided in place of “00” number pocket. 
HoWever, the bonus pocket 24 is not limited to one. For 
example, “0” number pocket 23 may be further set as the 
bonus pocket 24. In this case, a setting for adding the bonus 
pocket 24 is executed in the server 13 by a predetermined 
operation. 
[0049] A ball throW-in opening 36 is opened on the inner 
periphery surface of the frame 21. The ball throW-in opening 
36 is connected With a ball throW-in device (not shoWn). A 
ball (roulette ball) 27 is throWn in from the ball throW-in 
opening 36 onto the Wheel 22 by the ball throW-in device. 
Further, a hemispherical transmissive acrylic cover 28 cov 
ers over the roulette Wheel (the frame 21 and the Wheel 22). 
[0050] A pocket detection device (not shoWn) is installed 
beneath the Wheel 22. The pocket detection device detects 
the pocket 23, 24 into Which the ball 27 has fallen. Further, 
a ball collecting device (not shoWn) is also installed beneath 
the Wheel 22. The ball collecting device collects the ball 27 
in the pocket 23, 24 after the game terminates. Incidentally, 
since the ball throW-in device, the ball detection device, and 
the ball collecting device are knoWn publicity, the detailed 
descriptions thereof are omitted here. 
[0051] The frame 21 is slightly tilted inWard and a guide 
Wall 29 is formed in the intermediary part thereof. The 
throWn-in ball 27 is guided and rotates along the guide Wall 
29 by its centrifugal force. As the ball 27 reduces its rotation 
speed and loses its centrifugal force, it rolls doWn the slope 
of frame 21 inWard and reaches the rotating Wheel 22. 
[0052] Then, the ball 27 that has reached the Wheel 22 
passes over the plates 25, 26 on the outer periphery of the 
rotating Wheel 22 and falls into any of the number pockets 
23 or the bonus pocket 24. As a result, a number of the 
number plate 25 of the number pocket 23 into Which the ball 
27 has fallen is detected as a Winning number by the pocket 
detection device When the ball 27 has fallen into the number 
pocket 23. Alternatively, the after-mentioned bonus game 
With the bonus ball 18 is started When the ball 27 has fallen 
into the bonus pocket 24. 
[0053] Next, the server 13 provided in the roulette gaming 
machine 1 according to the present embodiment Will be 
described referring to FIG. 4. FIG. 4 is a perspective vieW 
shoWing the server 13 according to the present embodiment. 
[0054] Here, FIG. 4 is a draWing shoWing a state Where the 
corner door 14 is opened. The server 13 is installed Within 
an internal space 31. 

[0055] The server 13 is connected to each station 4. The 
server 13 transmits an instruction signal to each station 4 to 
controls each station 4 leadingly and executes the game. 
Further, the setting relating to the game control of the 
roulette gaming machine 1 can be performed by operating 
the server 13. The setting relating to adding or deleting the 
bonus pocket 24 can be also performed by operating the 
server 13. 

[0056] As shoWn in FIG. 4, an LCD (liquid crystal dis 
play) 32 and a key board 33 are connected to the server 13. 
A menu screen 40 (see FIG. 5) or a bonus pocket setting 
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screen 42 (see FIG. 6) Which are described in detail later are 
displayed on the LCD 32. The keyboard 33 is an operation 
unit having a plurality of keys. A maintenance staff operates 
the keyboard 33, While vieWing the menu screen 40 or the 
bonus pocket setting screen 42 on the LCD 32 to perform 
various settings of the roulette gaming machine 1 and the 
setting of adding or deleting the bonus pocket 24. 
[0057] Here, in the roulette gaming machine 1 of the 
present embodiment, the after-mentioned bonus game is 
executed When the ball 27 has fallen into the bonus pocket 
24 of the Wheel 22. A detailed adjustment of the odds is 
made to be possible by changing the number of the bonus 
pockets 24 With the server 13. 
[0058] Subsequently, the menu screen 40 and the bonus 
pocket setting screen 42 displayed on the LCD 32 of the 
server 13 Will be described. FIG. 5 shoWs the menu screen 
40 displayed on the LCD 32. FIG. 6 shoWs the bonus pocket 
setting screen 42 displayed on the LCD 32. 
[0059] As shoWn in FIG. 5, a plurality of setting items 41 
(8 items in the present embodiment) of the roulette gaming 
machine 1 is displayed on the menu screen 40. The main 
tenance staff selects the desired setting item 41 to perform 
various settings (e.g., volume setting, testing operation) by 
the keyboard 33. Further, if a “BONUS POCKET MENU” 
has been selected among the setting items 41, the bonus 
pocket setting screen 42 is displayed. Adding and deleting 
the bonus pocket 24 is set up on the bonus pocket setting 
screen 42. 

[0060] As shoWn in FIG. 6, a number of the number 
pocket to be set up as the bonus pocket 24 among pockets 
on the Wheel 22 (namely, a bonus number 43) is input on the 
bonus pocket setting screen 42. Here, as shoWn in FIG. 6, in 
the roulette gaming machine 1 of the present embodiment, 
“00” is previously input as the bonus number 43 by the 
default setting before product shipment. Thus, “00” number 
pocket 23 is set up as the bonus pocket 24 as shoWn in FIG. 
3. 
[0061] The maintenance staff inputs numbers Within the 
range of “00”, “0”, and “l” to “36”, as the bonus number 43 
on the bonus pocket setting screen 42 via the keyboard 33. 
Then, it is made possible to change the input number pocket 
23 to the bonus pocket 24. On the other hand, the mainte 
nance staff may delete the bonus number 43 on the bonus 
pocket setting screen 42 via the keyboard 33. Then, it is 
made possible to change the deleted bonus pocket 24 to the 
normal number pocket 23. In addition, it is made possible to 
set up a plurality of bonus pockets 24 by inputting a plurality 
of bonus numbers 43. 
[0062] The maintenance staff puts a seal on the number 
plate 25 of the number pocket 23 set as the bonus pocket 24 
in order to change the normal number plate 25 to the bonus 
indication plate 26. On the other hand, it is made possible to 
return the bonus indication plate 26 to the normal number 
plate 25 by peeling off the seal of the bonus indication plate 
26. The player, thereby, may visually discriminate the num 
ber pocket 23 from the bonus pocket 24 on the Wheel 22. 
[0063] Next, the construction of the console 7 and the 
display panel 8 Will be described. 
[0064] As shoWn in FIG. 1, the console 7 is provided 
beside the display panel 8, and each button to be operated by 
the player is arranged thereon. Speci?cally, a bet con?rma 
tion button 47, a cash-out button 48, and a help button 49 are 
arranged from left to right When vieWed from a position 
facing the station 4 (see FIG. 9). 
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[0065] The bet con?rmation button 47 is pushed When the 
bet is con?rmed after a after-mentioned bet operation on the 
display panel 8. After the bet has been con?rmed, it is 
determined as a Winning When the ball 27 has fallen into the 
number pocket 23 on Which the player had placed the bet. 
When it is determined that the player has got the Winning, 
the credits according to the number of bet chips are added to 
the player’s current credits. Incidentally, the bet operation 
Will be described later in detail. 
[0066] The cash-out button 48 is pressed When the game 
is made terminated. When the cash-out button 48 is pressed, 
medals corresponding to the player’s current credits (ordi 
narily, one medal per credit) obtained during the games are 
paid out from the medal payout opening 9. 
[0067] The help button 49 is pressed When the player can’t 
knoW hoW to operate. When the help button 4 is pressed, a 
help screen shoWing various operation information is dis 
played on the display panel 8 immediately thereafter. 
[0068] On the other hand, the display panel 8 is a touch 
screen LCD. A touch screen 50 (see FIG. 9) is provided on 
a surface of the display panel 8. An operation is performed 
by touching an icon displayed on the LCD of the display 
panel 8 With a ?nger or the like. FIG. 7 shoWs one example 
of a display screen displayed on the display panel 8 during 
the game. 
[0069] As shoWn in FIG. 7, the bet screen 61 With the 
betting board 60 is displayed on the display panel 8 during 
the game. Further, the player may bet chips using oWn 
credits by operating the bet screen 61. 
[0070] First, the bet screen 61 for the base game Will be 
described based on FIG. 7. The numbers “0”, “00”, “l” to 
“36” Without the number of the bonus pocket 24 (e.g., “0”, 
“l” to “36” Without “00” [set as the bonus pocket 24] in 
FIGS. 2 and 7) are arranged in a grid shape on the betting 
board 60 shoWn on the bet screen 61. Further, special bet 
areas (“odd or even number”, “red or black (color of the 
number plate)”, “the predetermined number ranges (e.g., “l 
to 12”)” is also arranged in a grid shape. 
[0071] Aresult history display 65, bet buttons 66, a payout 
result display 67, and a credit display 68 are displayed in a 
loWer part of the betting board 60. 
[0072] A result history of Winning numbers of the past 
games is shoWn on the result history display 65 as a list. 
Here, one game is meant to be a series of operations in Which 
the player places a bet at each station 4, the ball 27 falls into 
one of the pockets 23, 24, and a payout is provided to the 
player based on the Winning number. Each time one game is 
?nished, a neW Winning number is additionally displayed on 
the top and a history of a maximum of 16 Winning numbers 
may be con?rmed on the result history display 65. 
[0073] Further, the player places a bet on the bet area 72 
(displayed on a grid or a line forming grids) speci?ed by the 
player With the bet buttons 66. The bet buttons 66 includes 
a l-bet button 66A, a 5-bet button 66B, a l0-bet button 66C, 
and a l00-bet button 66D. 

[0074] The player ?rstly speci?es the bet area 72 by 
touching the screen With his/her ?nger to move a after 
mentioned cursor 70. In this state, the player touches the 
l-bet button 66A to place a bet per one chip (each time 
touching the l-bet button 66A, the number of bets increases 
in the order of “l”->“2”->“3” . . . ). Further, the player 
touches the 5-bet button 66B to place a bet per ?ve chips 
(each time touching the 5-bet button 66B, the number of bets 
increases in the order of“5”->“l0”->“l5” . . . ). Further, the 
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player touches the l0-bet button 66C to place a bet per ten 
chips (each time touching the l0-bet button 66C With a 
?nger, the number of bets increases in the order of “10” 
>“20”->“30” . . . ). Further, the player touches the 100-bet 

button 66D to place a bet per 100 chips (each time touching 
the 100-bet button 66D With a ?nger, the number of bets 
increases in the order of “l00”->“200”->“300” . . . ). 

[0075] Accordingly, the bet operation can be simpli?ed 
When the player places a bet With a large amount of chips. 
[0076] The payout result display 67 displays the number 
of chips bet by the player and the number of payout credits 
in the previous game. Here, the value obtained by subtract 
ing the number of bet credits from the number of payout 
credits is equal to the number of credits Which the player 
neWly obtained in the previous game. 
[0077] The credit display 68 displays the number of cred 
its Which the player possesses at present. The indication of 
the number of credits decreases according to the number of 
chips Which the player has used for betting (one credit per 
one chip). Further, a payout is provided to the player When 
the number on Which the player has bet is determined as the 
Winning number, and the indication of the number of credits 
increases according to the payout. Incidentally, if the num 
ber of credits possessed by the player decreases to Zero, the 
game terminates. 
[0078] A bet time display 69 is provided above the betting 
board 60. The bet time display 69 indicates the remaining 
time for the player’s betting. “20” is displayed on the bet 
time display 69 When an acceptance of the bet operation 
starts, and decreases one by one every one second. If the 
number on the bet time display 69 decreases to Zero, the 
acceptance of the bet operation terminates. Further, the ball 
throW-in device is driven to throW in the ball 27 onto the 
Wheel 22 When the remaining bet time becomes ?ve sec 
onds. 
[0079] A JP display 73 for displaying the number of JP 
credits accumulated so far is provided on the right of the bet 
time display 69. Here, 0.5% of total credits bet at all the 
stations 4 are accumulatively displayed on the JP display 73. 
The number displayed on the JP display 73 is common at all 
the stations 4. In the bonus game Which is executed When the 
ball 27 has fallen into the bonus pocket 24, the JP credits are 
paid out to the station 4 at Which the bonus ball 18 has been 
stopped. An initial value (eg 50,000 credit points) is 
displayed on the JP display 73 after the JP payout. In 
addition, the accumulated number of the JP credits is also 
displayed on the JP credit display 15 on the electrolumines 
cence display 5 (see FIG. 1). 
[0080] Further, the cursor 70 indicating the bet area 72 
Which the player currently selects is displayed on the betting 
board 60. A chip mark 71 indicating the number of bet chips 
is displayed in the cursor 70. For example, as shoWn in FIG. 
7, the chip mark 71 of “7” placed in the grid “18” indicates 
that seven chips are being bet on number “18”. Incidentally, 
such a method of betting on only one number is referred to 
as “straight bet”. 
[0081] The chip mark 71 of “I” placed in an intersecting 
point of the grids “5”, “6”, “8”, and “9” indicates that one 
chip is being bet on four numbers “5”, “6”, “8”, and “9”. 
Such a method of simultaneously betting on four numbers is 
referred to as “corner bet”. 

[0082] Other betting methods may include the folloWing 
methods: “split bet” on tWo numbers With a chip placed on 
a line betWeen the tWo numbers; “street bet” on numbers in 
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a single horiZontal line With a chip placed at the edge of 
number at the end of the line (e.g., bet on “l3”, “l4”, and 
“15” With a chip located on an upper [in FIG. 7] end of the 
three numbers); “?ve bet” on “blank” (originally, “00”), “0”, 
“l”, “2”, and “3” (e.g., bet on the ?ve grids With a chip place 
on the upper [in FIG. 7] end of the line betWeen “blank” and 
“3”); “line bet” betting on numbers located on tWo horizon 
tal lines (e.g., bet on “13” to “18” With a chip place on the 
upper [in FIG. 7] end of the line between “15” and “I8”); 
“column bet” on a single column [vertical line] With a chip 
placed on each grid “2 to l”; and “doZen bet” on sequential 
tWelve numbers With a chip placed on each grid “1st 12’’, 
“2nd 12”, or “3rd 12”. In addition, there are other betting 
methods: bet on colors of the number plates (“red” or 
“black”), “odd or even number”, or numbers “1 to 18” or “19 
to 36”, by using six grids provided on the bottom of the 
betting board 60. Here, a payout per one chip (payout rate) 
for the Winning is different With one another among these 
multiple betting methods. 
[0083] The player speci?es the bet area 72 (on a grid, or 
on a line forming grids) by touching on the screen to place 
a bet on the above-mentioned bet screen 61. As a result, the 
cursor 70 moves to the speci?ed bet area 72. 

[0084] Then, chips are bet on the speci?ed bet area 72 by 
touching each of the bet buttons 66 (1 -bet button 66A, 5-bet 
button 66B, l0-bet button 66C, and 100-bet button 66D). 
For example, When the l0-bet button 66C is pressed four 
times, then the 5-bet button 66B is pressed once, and then 
the l-bet button 66A is pressed three times, the total 48 chips 
can be bet. 

[0085] A construction of a control system of the roulette 
gaming machine 1 according to the present embodiment Will 
noW be described based on FIG. 8. FIG. 8 is a schematic 
block diagram shoWing a control system of the roulette 
gaming machine. 
[0086] As shoWn in FIG. 8, the roulette gaming machine 
1 includes a server 13 and a plurality of stations 4 (12 
stations in the present embodiment) connected to the server 
13. The roulette device 3, the electroluminescence display 5, 
the launching device 19, and a ball detection sensor 75 are 
further connected to the server 13. Incidentally, the control 
system of the stations 4 Will be described later in detail. 
[0087] The server 13 is basically con?gured by a server 
CPU 81, a ROM 82 and a RAM 83 as an operation/control 
device for performing an entire control of the server 13, a 
timer 84 connected to the server CPU 81, the LCD 32 
connected thereto via an LCD driving circuit 85, and the 
keyboard 33 (see FIG. 4). 
[0088] The server CPU 81 executes various processes 
based on an input signal provided from each station 4 and 
data & programs stored in the ROM 82 & the RAM 83. The 
server CPU 81 transmits an instruction signal to each station 
4 based on the process result to control each station 4 
leadingly and executes the game. Further, the server CPU 81 
drives motors of the roulette device 3 to launch the ball 27 
and rotate the Wheel 22. Furthermore, the server CPU 81 
controls the pocket detection device for detecting the pocket 
into Which the ball has fallen to determine the Winning 
number. Then, the server CPU 81 performs a Winning 
determination of chips Which has been bet based on the 
Winning number and bet information from each station 4, 
and computes a payout for each station 4. 
[0089] The ROM 82 is constituted by, for example, a 
semiconductor memory. The ROM 82 stores programs that 












