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FIG. 4 

LEFT REEL CENTER REEL RFGHT REEL 

CODE NUMBER SYMBOL SYMBOL SYMBOL 

00 RED 7 RED 7 RED 7 

01 PLUM BELL CHERRY 

02 ORANGE APPLE ORANGE 

[)3 PLUM BELL APPLE 

D4 ORANGE CHERRY ORANGE 

D5 PLUM ORANGE PLUM 

D6 ORANGE PLUM ORANGE 
()7 PLUM CHERRY PLUM 
08 BLUE 7 BELL ORANGE 

09 CHERRY APPLE PLUM 
10 ORANGE BELL ORANGE 
11 BELL STRAWBERRY PLUM 

12 ORANGE PLUM BELL 

13 STRAWBERRY BLUE 7 STRAWBERRY 

14 BLUE 7 BELL BLUE 7 

15 ORANGE APPLE BELL 
16 APPLE BELL CHERRY 

17 PLUM STRAWBERRY PLUM 

18 ORANGE PLUM ORANGE 

19 PLUM CHERRY PLUM 

20 BLUE 7 BELL ORANGE 
21 CHERRY APPLE PLUM 
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FIG. 6 

COMBINATION PROBABILITY (%) PAYOUT NUMBER 

RED 7 RED 7 RED 7 0.5 10 + BONUS GAME 
BLUE 7' BLUE 7 BLUE 7 0.8 10 
BELL BELL BELL 1.1 8 
APPLE APPLE APPLE 1.3 7 
CHERRY CHERRY . CHERRY 1.5 5 

STRAWBERRY STRAWBERRY STRAWBERRY . 1.5 5 

PLUM PLUM PLUM 1.8 4 
ORANGE ORANGE ORANGE 2.3 s 
CHERRY CHERRY (ANY) 3.0 2 
ORANGE ORANGE (ANY) 5.0 2 
CHERRY (ANY) (ANY) 7.5 1 
ORANGE (ANY) (ANY) 7.5 1 

FIG. 7 
BONUS GAME LOTTERY TABLE 

RANDOTAAMAEBEEVALUE AWARD (IN BONUS GAME) 
0 WINNING OF FIRST JACKPOT 

1~5 WINNING 0F SECOND JACKPOT 
6~30 WINNING OF THIRD JACKPOT 

31~500 1000 CREDITS 
501~1200 500 CREDITS 
1201~2000 100 CREDITS 

RANGE OF RANDOM NUMBER : 0- 2000 

FIG. 8 
ACCUMULATION OBJECT LOTTERY TABLE 

RANDDTIIANILTMEBERF VALUE JACKPOT 
0~2 FIRST JACKPOT 
5~5 SECOND JACKPOT 
6~9 THIRD JACKPOT 

RANGE OF RANDOM NUMBER : O - 9 
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FIG. 11 
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FIG. 12 
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FIG. 18 
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GAMING MACHINE AND GAMING 
METHOD THEREOF 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is based upon and claims a priority 
from the prior Japanese Patent Application No. 2006 
203492 ?led on Jul. 26, 2006, the entire contents of Which 
are incorporated herein by reference. 

BACKGROUND 

[0002] 1. Field 
[0003] One or more aspects of the present invention 
related to a gaming machine, gaming method thereof, and a 
game system that have so-called progressive bonus Which 
accumulatively store a part of bet value of gaming medium 
in storages, and in particular, one or more aspects of the 
present invention related to a gaming machine, gaming 
method thereof, and a game system that have plural storages 
and accumulatively store the value in only selected storage. 
[0004] 2. Description of Related Art 
[0005] In gaming machines using medals such as the 
gaming medium, such as slot machines, roulette game 
machines, bingo game machines, horse racing machines, or 
the like, a player buys or rents plural medals at medal 
lending machines. The game is started in response to the 
medal being input to the gaming machine. If the player Wins 
the game, predetermined number of medals Will be provided 
to the player. Accordingly, the more the player obtains the 
medals, the more the player can play the game Without 
buying or renting more medals. In recent years, in the 
gaming machines Which include the progressive game are 
popular for the enhancement of the player’s interest. In the 
progressive bonus of the slot machines, predetermined por 
tion of the value of bet medals Which is bet by the player, is 
accumulated in the jackpot every game, and When predeter 
mined condition is met, outcome corresponding to accumu 
lated bet value Will be provided at once. Thereby, the player 
can obtain higher payout that is dif?cult to obtain in the base 
game. 

[0006] Heretofore, some slot machines have plural jack 
pots. Apredeterrnined portion of the value of bet count every 
game of each gaming machine is accumulated in ?rst 
jackpot value storage area and second jackpot value storage 
area. When predetermined condition is met, a jackpot game 
is occurred. In the jackpot game, if ?rst predetermined 
condition or second predetermined condition is met, out 
come (for example, medals) corresponding to the accumu 
lated value stored in the ?rst jackpot value storage area or 
the second jackpot value storage area Will be provided. In 
the gaming machine having plural jackpot value storage 
areas, even though the player Win one of the jackpot, 
accumulated jackpot value stored in another jackpot storage 
Will not decrease. Accordingly, the player can have expec 
tation that another jackpot Will be Won even if the jackpot is 
Won just a short While ago, and the player may play the game 
for a longer time. 

[0007] In the above conventional examples, When bet 
operation is conducted by the player, predetermined portion 
of the value of the bet count is alWays accumulated in each 
of the jackpot value storage areas. Here, each of the jackpot 
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values is accumulated almost equally. Here, because of the 
player’s expectation, the player may Want to understand the 
jackpot amount frequently. 

SUMMARY 

[0008] In vieW of the foregoing, one or more aspects of the 
present invention relate to a gaming machine, a gaming 
method thereof, a game system, a computer readable 
medium having computer-executable instructions or the like 
that have plural jackpots. Also, in one or more aspects, the 
gaming machine randomly selects one or more memory 
devices among plural memory devices and accumulatively 
stores a portion of the bet value in the one or more selected 
memory devices, and selects one or more memory devices 
among the plural memory devices and provides an outcome 
corresponding to an accumulated value stored in the one or 
more selected memory devices in response to a condition 
being satis?ed. Also, in one or more aspects, the gaming 
machine displays images in Which each of the images being 
associated With the memory device and the accumulated 
value stored in the memory device. One or more of the above 
aspects of the invention Will be more fully described in the 
folloWing detailed description When read in connection With 
the accompanying draWings. It is to be expressly under 
stood, hoWever, that the draWings are for purpose of illus 
tration only and not intended as a de?nition of the limits of 
the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0009] The accompanying draWings, Which are incorpo 
rated in and constitute a part of this speci?cation illustrate 
embodiments of the invention and, together With the 
description, serve to explain the objects, advantages and 
principles of the invention. 
[0010] FIG. 1 is a block diagram shoWing a control system 
of a server in the ?rst illustrative embodiment in accordance 
With one or more aspects of the present invention. 

[0011] FIG. 2 is a perspective vieW shoWing a game 
system in the ?rst illustrative embodiment in accordance 
With one or more aspects of the present invention. 

[0012] FIG. 3 is a perspective vieW shoWing a slot 
machine in the ?rst illustrative embodiment in accordance 
With one or more aspects of the present invention. 

[0013] FIG. 4 is a vieW schematically shoWing symbol 
roWs displayed on each of outer surfaces of each reel in 
accordance With aspects of the present invention. 
[0014] FIG. 5 is a block diagram shoWing a control system 
of the slot machine in the ?rst illustrative embodiment in 
accordance With one or more aspects of the present inven 
tion. 
[0015] FIG. 6 is a vieW shoWing a payout table of the slot 
machine Which indicates Winning combinations, probabili 
ties thereof, and payout numbers thereof in the ?rst illus 
trative embodiment in accordance With one or more aspects 
of the present invention. 
[0016] FIG. 7 is a vieW shoWing a bonus game lottery 
table of the game system in the ?rst embodiment in accor 
dance With one or more aspects of the present invention. 

[0017] FIG. 8 is a vieW shoWing an accumulation object 
lottery table of the game system in the ?rst embodiment in 
accordance With one or more aspects of the present inven 
tion. 
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[0018] FIG. 9 is a ?owchart of a main control process 
program of the slot machine in the ?rst illustrative embodi 
ment in accordance With one or more aspects of the present 
invention. 
[0019] FIG. 10 is ?oWcharts of a main game process 
program of the slot machine and a jackpot accumulation 
process of a server in the ?rst illustrative embodiment in 
accordance With one or more aspects of the present inven 
tion. 
[0020] FIG. 11 is ?oWcharts of a bonus game process 
program of the slot machine and a bonus game jackpot value 
update process of a server in the ?rst illustrative embodi 
ment in accordance With one or more aspects of the present 
invention. 
[0021] FIG. 12 is a vieW shoWing a jackpot value display 
image displayed on a main display of the game system in the 
?rst illustrative embodiment in accordance With one or more 
aspects of the present invention. 
[0022] FIG. 13 is a vieW shoWing a list of the ?sh images 
to be displayed on the jackpot value display image in the ?rst 
illustrative embodiment in accordance With one or more 

aspects of the present invention. 
[0023] FIG. 14 is a vieW shoWing the jackpot value display 
image in case of the jackpot value being accumulated in 
accordance With aspects of the present invention. 
[0024] FIG. 15 is a vieW shoWing a bonus game image 
displayed on a loWer image display panel of the slot machine 
in accordance With aspects of the present invention. 
[0025] FIG. 16 is a vieW shoWing the bonus game image 
With the payout being displayed in accordance With aspects 
of the present invention. 
[0026] FIG. 17 is a vieW shoWing a list of the ?sh images 
to be displayed on the jackpot value display image in the 
second illustrative embodiment in accordance With one or 
more aspects of the present invention. 
[0027] FIG. 18 is ?oWcharts of a main game process 
program of the slot machine in the third illustrative embodi 
ment in accordance With one or more aspects of the present 
invention. 
[0028] FIG. 19 is ?oWcharts of a bonus game process 
program of the slot machine in the third illustrative embodi 
ment in accordance With one or more aspects of the present 
invention. 

DETAILED DESCRIPTION 

[0029] The various aspects summarized previously may 
be embodied in various forms. The folloWing description 
shoWs by Way of illustration of various combinations and 
con?gurations in Which the aspects may be practiced. It is 
understood that the described aspects and/or embodiments 
are merely examples, and that other aspects and/or embodi 
ments may be utiliZed and structural and functional modi 
?cations may be made, Without departing from the scope of 
the present disclosure. 
[0030] It is noted that various connections are set forth 
betWeen items in the folloWing description. It is noted that 
these connections in general and, unless speci?ed otherWise, 
may be direct or indirect and that this speci?cation is not 
intended to be limiting in this respect. 
[0031] A gaming machine, a server, and a game system 
according to one or more aspects of the invention Will be 
described in detail With reference to the draWings based on 
an embodiment embodying one or more aspects of the 
invention as a slot machine. HoWever, it is appreciated that 
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one or more aspects of the present invention may be embod 
ied in distributable (via CD and the like) or doWnloadable 
softWare games, console games, and the like. In this regard, 
the slot machine may be a virtual slot machine that is 
displayed on a multi-purpose computer and/or dedicated 
kiosk. Aspects of the invention are described by Way of 
hardWare elements. HoWever, it is appreciated that these 
elements may also be softWare modules that are executable 
in a computer. The softWare modules may be stored on a 
computer readable medium, including but not limited to a 
USB drive, CD, DVD, computer-readable memory, tape, 
diskette, ?oppy disk, and the like. For instance, aspects of 
the invention may be embodied in a JAVA-based application 
or the like that runs in a processor or processors. Further, the 
terms “CPU” and “processor” are inclusive by nature, 
including at least one of hardWare, softWare, or ?rmware. 
These terms may include a portion of a processing unit in a 
computer (for instance, in multiple core processing units), 
multiple cores, a functional processor (as running virtually 
on at least one of processor or server, Which may be local or 
remote). Further, in netWork-based gaming systems, the 
processor may include only a local processor, only a remote 
server, or a combination of a local processor and a remote 
server. 

[0032] It is contemplated that one or more aspects of the 
invention may be implemented as computer executable 
instructions on a computer readable medium such as a 

non-volatile memory, a magnetic or optical disc. Further, 
one or more aspects of the invention may be implemented 
With a carrier signal in the form of, for instance, an audio 
frequency, radio-frequency, or optical carrier Wave. 
[0033] Some embodiments (a ?rst embodiment to a third 
embodiment, for instance) embodying one or more aspects 
of the invention as a game system 3 Will be described in 
detail With reference to the draWings beloW. Here, the game 
system 3 may be constructed from plural slot machines 1 and 
a server 2. Here, in the slot machine 1 and the game system 
3, three jackpot may be set. Also, three jackpot value storage 
areas (?rst jackpot value storage area to third jackpot value 
storage area) are arranged. Here, the number of jackpots is 
variable. Also, the number of the jackpot value storage areas 
is variable. The portion of the value of bet count Will be 
stored in the jackpot value storage area. Each of the jackpot 
value storage areas corresponds to each of the jackpot. When 
the bet operation is conducted With the credit input, the 
jackpot value storage area to be accumulated may be ran 
domly selected among the ?rst jackpot value storage area to 
the third jackpot value storage area, and then the portion of 
the value of the bet count Will be accumulatively stored in 
the selected jackpot value storage area. 

First Embodiment 

[0034] At ?rst, a construction of a gaming system 3 of the 
?rst embodiment embodying one or more aspects of the 
invention Will be described With reference to FIGS. 2. As 
shoWn in FIG. 2, the game system 3 may be constructed 
from plural slot machines 1 located in game hall, a server 2 
located in the same game hall, and netWork 4 (communica 
tion line or other communication pathWay). The slot 
machines 1 may communicate With the server 2 via the 
netWork 4. The server 2 may communicate With the slot 
machines I via the netWork 4. A construction of the slot 
machines 1 Will be described in detail later. 



US 2008/0026808 A1 

[0035] The network 4 may be constructed from tWo-Way 
communicative line such as LAN (Local Area Network). 
The slot machine I and the server 2 send and receive various 
data related to the game across the netWork 4 each other. For 
example, if the bet is operated in the slot machine 1, the bet 
information Will be sent to the server 2 (Which Will be 
described later). Also, if the jackpot is Won, information of 
jackpot value accumulated until noW Will be sent to the slot 
machine 1. 

[0036] The server 2 may include a main display 5. The 
main display 5 may be arranged Where all players can look 
it. The server 2 of the ?rst embodiment may include three 
different jackpot storage areas. Three jackpot values (?rst 
jackpot value, second jackpot value, and third jackpot value) 
may be stored in the three storage areas respectively. Here, 
the number of the jackpot and the jackpot value storage areas 
are variable. Three ?sh images corresponding to each of the 
accumulated jackpot values Which indirectly inform the 
jackpot value may be displayed on the main display 5 (see 
FIG. 12). Here, the character of images displayed on the 
main display 5 is variable. The image displayed on the main 
display 5 may include animal. 
[0037] Next, a construction of a slot machine 1 of the ?rst 
embodiment embodying one or more aspects of the inven 
tion Will be described With reference to FIGS. 3. FIG. 3 is 
a perspective vieW shoWing the slot machine of the ?rst 
embodiment. The slot machine 1 may include a cabinet 12, 
a top box 13, and a main door 14. The top box 13 may be 
arranged on the cabinet 12 (for instance, arranged on upper 
side). The main door 14 may be arranged at front of the 
cabinet 12. Three reels 15L, 15C, and 15R are arranged 
inside the cabinet 12. The three reels may spin. Some 
symbols (for example, tWenty tWo symbols) may be dis 
played on outer surface of each of the reels 15L, 15C, and 
15R (see FIG. 4). Here, the number of reels is variable 
(including but not limited to four or ?ve). Here, the reels 
may be constructed from image data (namely, the virtual 
reels displayed on the monitor). 
[0038] A loWer image display panel 16 may be arranged 
on the main door 14, namely at the front of the each of the 
reels 15L, 15C, and 15R. The loWer image display panel 16 
may be constructed, for instance, from Well-knoWn trans 
parent liquid crystal panel. Here, the loWer image display 
may be CRTs, liquid crystal displays, plasma displays, LED 
displays, OLED displays, and other knoWn display tech 
nologies. The symbols displayed on each of the reels 15L, 
15C, and 15R are visible through display WindoWs 17L, 
17C, and 17R in the base game. In the bonus game, each of 
the reels 15L, 15C, and 15R is invisible. Because predeter 
mined bonus display (see FIG. 15 and FIG. 16) may be 
displayed on the loWer image display panel 16. A touch 
panel may be arranged at the front of the loWer image 
display panel 16, and the player can input various instruc 
tions by operating the touch panel 11. Also, the touch panel 
11 may be used When the player selects selection item such 
as card images displayed on the loWer image display panel 
16 in the bonus game (Which Will be described later). 
[0039] A credit count display portion 18 and a payout 
number display portion 19 are arranged on the loWer image 
display panel 16. The credit count in Which the player 
currently oWns may be displayed on the credit count display 
portion 18. The payout number, Which indicates the payout 
number, Which Will be provided When a combination of 
stopped and displayed symbols on payline(s) L, is any of 
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predetermined combinations or Will be acquired in the bonus 
game, may be displayed on the payout number display 
portion 19. 
[0040] The display WindoWs 17L, 17C, and 17R are 
formed at the loWer image display panel 16. Each of three 
symbols displayed on each of outer surfaces of each reel 
15L, 15C, and 15R may be visible through each of the 
display WindoWs 17L, 17C, and 17R. Here, if the reels are 
image data (namely, the virtual reels displayed on the loWer 
image display), the WindoWs 17L, 17C, and 17R may be 
displayed on the loWer image display panel 16 (namely, the 
WindoWs 17L, 17c, and 17R may be variably display por 
tions). The payline L may cross three display WindoWs 17L, 
17C, 17R (for example, horizontally). The payline(s) L may 
set the combination of the symbols. If the combination of 
stopped and displayed symbols is predetermined combina 
tion, the payout number Will be provided based on the 
combination and the number of bet credit (referred to herein 
as the “bet count”). 

[0041] A control panel 20 may be arranged at the image 
display panel 16 (for example, arranged on loWer side). 
Buttons are arranged at the control panel 20. The buttons are 
the buttons to input the instructions for gaming session by 
the player. A coin insertion slot 21 and a bill veri?er 22 can 
be arranged in relation to the image display panel 16 (for 
example, arranged on loWer side). The coin insertion slot 21 
may receive the gaming medium into the cabinet 12. A spin 
button 23, a change button 24, a cash out button 25, a l-bet 
button 26, and a max-bet button 27 may be arranged on the 
control panel 20. The spin button 23 can be used When the 
instruction for the start for the reels 15L, 15C, and 15R spin 
is input. Here, a physical lever may be used as substitute for 
the spin button 23. Also, the physical lever may be used in 
conjunction With the spin button 23. The change button 24 
is used When the exchange is required. The cash out button 
25 is the instruction for the payment of the coin (for 
example, one credit is equal to one coin) or for the print a 
ticket. One or more bar codes may be printed in the ticket. 
The ticket may be called GAMING VOUCHER. The coin 
may be paid through a coin payout opening 28 to a coin tray 
29. Here, other than bar code may be used as substitute for 
the bar code (for example, QR Code (tWo-dimensional bar 
code)). The l-bet button 26 is used When the instruction for 
the bet to one credit from the player’s credits. The max-bet 
button 27 is used When the instruction for the bet to available 
maximum bet count in one game (for example, ?fty credits) 
from the credits Which is oWned by the player is input. Here, 
3-bet button or the like may or may not be arranged. 

[0042] A coin veri?er 21S and a coin counter 21C (see 
FIG. 5) may be arranged inside of the coin insertion slot 21. 
The coin veri?er 21S veri?es the coin inserted from the coin 
insertion slot 21, and the fake coins may be discharged 
through the coin payout opening 28. The coin counter 21C 
detects quali?ed coin and counts the number of the coins. 
[0043] The bill veri?er 22 veri?es the bill and receives 
quali?ed bill into cabinet 12. The bill Which is received into 
cabinet 12 is converted to the coin count, and the credit 
count corresponding to the converted coin count may be 
added to the oWned credit count of the player. The bill 
veri?er 22 can read a ticket. 

[0044] In the slot machine 1 of the ?rst embodiment, the 
gaming medium may be coin, bill, or electronic value 
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(credit). Here, the gaming medium may be other things as 
Well (including but not limited to medal, token, electronic 
money, or ticket). 
[0045] An upper image display panel 30 may be arranged 
With the slot machine 1 (for example, arranged in front of the 
top box 13). The upper image display panel 30 may include 
the display device (for example, LCD panel). Gaming 
information such as the ?rst jackpot value to the third 
jackpot value and the instructions for the game may be 
displayed on the upper image display panel 30. A loud 
speaker 31 may be arranged With respect to the slot machine 
1 (for example, arranged side of the top box 13). 
[0046] The symbols displayed on each of outer surfaces of 
the reels 15L, 15C, and 15R Will be described With reference 
to FIG. 4. The symbols may be variably displayed While 
being scrolled in the game in one or more aspect of the 
invention. The symbols are visible through the display 
WindoWs 17L, 17C, and 17R of the loWer image display 
panel 16. FIG. 4 is a vieW schematically shoWing the symbol 
roWs displayed on the each of outer surfaces of each reel 
15L, 15C, and 15R. 
[0047] Some symbols (for example, tWenty-tWo symbols) 
are displayed on the each of outer surfaces on the left reel 
15L, the center reel 15C, and the right reel 15R. Here, the 
number of symbols is variable. The symbols may include 
“RED7”, “BLUE7”, “BELL”, “CHERRY”, “STRAW 
BERRY”, “PLUM”, “ORANGE”, and “APPLE”. Here, the 
kinds of symbols are variable. The symbols may be dis 
played each reel 15L, 15C, and 15R in predetermined order, 
as shoWn in FIG. 4. Here, the order is variable. 
[0048] If three “BLUE7” symbols, three “CHERRY” sym 
bols, three “STRAWBERRY” symbols, three “PLUM” sym 
bols, three “ORANGE” symbols, or three “APPLE” sym 
bols are stopped and displayed on the payline L, 
predetermined payout number may be provided to the player 
(see FIG. 6). If one or tWo “CHERRY” symbols or 
“ORANGE” symbols are stopped and displayed on the 
payline L, predetermined payout number may be provided to 
the player based on the number of stopped symbols (see 
FIG. 6). 
[0049] If three “RED7” symbols are stopped and dis 
played on the payline L, the procedure Will be shifted to the 
bonus game in addition to that predetermined payout num 
ber Will be provided to the player. Here, in the bonus game 
executed in the ?rst embodiment, plural selection item 
images are displayed on the loWer image display panel 16 
and the payout number Will be provided based on the 
player’s selection. The bonus game may be such as selec 
tion-type game. Here, the bonus game in detail Will be 
described later. 
[0050] When the bet count is determined based on the 
operation of the l-bet button 26 or max-bet button 27 and 
then the spin button 23 is operated, the reels 15L, 15C, and 
15R Will start to spin. Accordingly, the symbols may be 
variably displayed in the display WindoWs 17L, 17C, and 
17R (for example, scrolled from top to bottom). After 
predetermined time is elapsed, the reels 15L, 15C, and 15R 
Will end spinning. Accordingly, the symbols Will be dis 
played in the display WindoWs 17L, 17C, and 17R. Here, 
Winning combinations of the symbols are set beforehand 
(see FIG. 6). If the symbols Which form the Winning 
combination stop on the payline, the payout number corre 
sponding to the Winning combination thereof Will be pro 
vided to the player. 
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[0051] A control system of the ?rst embodiment of the slot 
machine 1 Will be described With reference to FIG. 5. FIG. 
5 is a block diagram schematically shoWing the control 
system of the slot machine 1 of the ?rst embodiment. 

[0052] The control system of the slot machine 1 may be 
constructed from a mother board 40 and a gaming board 50 
as shoWn in FIG. 5. The gaming board 50 may be con 
structed from a CPU 51, a ROM 55, a boot ROM 52, a card 
slot 538, and an IC socket 548. The CPU 51, the ROM 55, 
and the boot ROM 52 are interconnected via internal bus. A 
card slot 538 is adapted to receive the memory card 53. An 
lC socket 548 is adapted to receive a GAL (Generic Array 
Logic) 54. Here, PLD (Programmable Logic Device) Which 
is other than the GAL 54 may be substituted for the GAL 54. 

[0053] The memory card 53 may be constructed from 
non-volatile memory, Game programs and game system 
programs (hereinafter, “the game program and the like”) 
may be stored therein. The game programs stored in the 
memory card may include three kinds of lottery programs 
(?rst lottery program to third lottery program). The ?rst 
lottery program is a symbol lottery program. The symbol 
lottery program may be used so as to determine symbols of 
each of the reels 15L, 15C, and 15R (namely, code numbers 
corresponding to symbols) to be stopped and displayed on 
the payline L. The symbol lottery program may include three 
symbol Weighting data table. Each of the Weighting data 
tables corresponds to each plural payout ratios (for example, 
80%, 84%, and 88%). The symbol Weighting data table may 
indicate a relation betWeen each of the code numbers for 
each symbol and predetermined range of the random number 
values. Each of the code numbers for each symbol corre 
sponds to one or more random number values. Accordingly, 
if random number is sampled, the symbol corresponding to 
sampled random number value may be stopped and dis 
played. The second lottery program is a bonus game lottery 
program used When the payout to be provided to the player 
is determined in the bonus game. Here, the payout may 
include “Winning of the ?rst jackpot”, “Winning of the 
second jackpot”, “Winning of the third jackpot”, “1000 
credits payout number”, “500 credits payout number”, or 
“100 credits payout number”. Here, the kinds of the payout 
are variable. The third lottery program is an accumulation 
lottery program used When the jackpot value storage area to 
be accumulated predetermined portion of player’s bet count. 
Here, the predetermined portion of bet count is variable. The 
predetermined portion may or may not be 5%. Here, the 
payout ratio may be set based on the payout ratio setting data 
from the GAL 54. Various lotteries may be conducted based 
on the symbol Weighting data corresponding to the payout 
ratio. 

[0054] The card slot 538 may be constructed so that the 
memory card 53 is detachable, and connected to the mother 
board 40 via bus (for example, IDE bus). The kinds of the 
game and the contents of the game executed in the slot 
machine 1 can be changed in a case Where the game program 
and the like stored in the memory card 53. Also, the kinds 
of games and the contents of the games executed in the slot 
machine 1 can be changed in a case Where the memory card 
53 is exchanged to another memory card in Which another 
game program or the like is stored therein. The game 
program may include the program related to the gaming 
session, the image data and sound data as output during the 
gaming session, and noti?cation data such as the image data 
or sound data. 
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[0055] The GAL 54 can be one of the PLD, Which may 
contains a ?xed OR array. The GAL 54 has plural input ports 
and output ports. If predetermined data is input to the input 
port(s), the data corresponding thereto Will output to the 
output port(s). The output data is the payout ratio setting 
data. 
[0056] The IC socket 54S is constructed so that the GAL 
54 is detachable, and connected to the mother board 40 via 
a bus (for example, PCI bus). The payout ratio setting data 
can be changed in a case Where the GAL 54 is re-Written or 
is exchanged. 
[0057] The CPU 51, the ROM 55, and the boot ROM 52 
may be connected to the mother board 40 via the PCI bus. 
The CPU 51, the ROM 55, and the boot ROM 52 are 
interconnected via internal bus. The PCI bus transmits the 
signal betWeen the mother board 40 and the gaming board 
50. The mother board 40 supplies the electric poWer to the 
gaming board 50. The country ID and the veri?cation 
program are stored in the ROM 55. The preliminary veri? 
cation program and the boot code may be stored in the boot 
ROM 52. The CPU 51 may boot the preliminary veri?cation 
program With the use of the boot code. 

[0058] The veri?cation read program is used to verify the 
game program and the like. The veri?cation program is 
executed to check Whether or not falsi?cation of data has 
been done. The veri?cation program checks for the falsi? 
cation of the game program and the like. The game program 
and the like Will be the object of the veri?cation read 
process. A preliminary veri?cation program may or may not 
be used to verify the veri?cation program. The preliminary 
veri?cation program is Written along the procedure for the 
check of falsi?cation of the veri?cation program. The veri 
?cation program can be the subject of the veri?cation 
process. 
[0059] The mother board 40 Will be described. The mother 
board 40 may be constructed from general mother board 
(printed circuit board Which mounts basic components), and 
may include a main CPU 41, a ROM 42, a RAM 43, and a 
communication interface 44. 
[0060] The ROM 42 may be constructed from a memory 
device such as the ?ash memory (for example). The pre 
liminary data such as BIOS program, the payout table and 
lottery table in the base game and the bonus game (see FIG. 
6 and FIG. 7), and the lottery table used When the jackpot 
value storage area to be accumulated is determined may be 
stored in the ROM 42. BIOS program can be executed by the 
main CPU 41. If the BIOS is executed by the main CPU 41, 
the initial process for predetermined peripheral devices, and 
the read process for the game program and the like stored in 
the memory card 53 Will be started via the gaming board 50. 
[0061] The data and the program, Which are used When the 
main CPU 41 runs, are stored in the RAM 43. The veri? 
cation program (Which Will be read via the gaming board 
50), various programs (such as the game program and the 
like), the number of the player’s credits, and the number of 
executed games may be stored in the RAM 43. 
[0062] The communication interface 44 can be a commu 
nication device communicating to the server located in the 
game hall via the netWork 4. The slot machine 1 may 
communicate bet information in the main game process 
(Which Will be described later, see S2 of FIG. 9) and/or the 
random result of the lottery process With the server 2 via the 
netWork 4. Here, a control system of the server 2 Will be 
described With reference to the FIG. 1 later. 
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[0063] A main PCB (Printed Circuit Board) 60 and a door 
PCB 80 (Which Will be described later) are connected to the 
mother board 40 respectively via USB (for example). A 
poWer source unit 45 is connected to the mother board 40. 
If the poWer source unit 45 supplies the electric poWer to the 
mother board 40, the main CPU 41 on the mother board 40 
Will be booted up. When the electric poWer is supplied to the 
gaming board 50, the CPU 51 Will be booted up. 
[0064] Some devices, Which generate the input signal to 
the main CPU 41, are connected to the main PCB 60 and the 
door PCB 80. Some devices, Which are control by the 
control signal from the main CPU 41, are connected to the 
main PCB 60 and the door PCB 80. The main CPU 41 
executes the game program and the like stored in the RAM 
43 based on the input signal Which is input thereto. The CPU 
41 stores the calculation result to the RAM 43 and controls 
some devices by executing predetermined calculation pro 
cess. 

[0065] A sub CPU 61, a hopper 66, a coin detection 
portion 67, a graphic board 68, the loudspeaker 31, a touch 
panel 11, and the bill veri?er 22 may be connected directly 
or indirectly to the main PCB 60. 
[0066] The touch panel 11 may be arranged in front of the 
loWer image display panel 16. The touch panel 11 can 
recogniZe the place Where the player touches the touch panel 
11 based on the coordinate information of the portion 
touched by the player. Also, the touch panel 11 can recogniZe 
the direction Where the player touches and moves based on 
the coordinate information of the portion touched by the 
player. 
[0067] The sub CPU 61 controls the spin and the stop for 
each of the reels 15L, 15C, and 15R. FPGA (Field Program 
mable Gate Array) 63 and a motor drive circuit 62 are 
connected to the sub CPU 61. Here, PLD (Programmable 
Logic Device), Which is other than the FPGA 63, may be 
substituted form the FPGA 63. The motor drive may include 
driver 64. The FPGA may be a programmable circuit such as 
a LSI. The FPGA functions as the control circuit for stepping 
motors 70L, 70C, and 70R. The driver 64 functions as 
ampli?er circuit for input pulse, Which Will be input to the 
stepping motors 70L, 70C, and 70R. The stepping motors 
70L, 70C, and 70R are connected to the motor drive circuit 
62. The stepping motors may be such as but not limited to 
a half step drive. The reels 5L, 5C, and SR are spun by the 
stepping motors 70L, 70C, and 70R. 
[0068] An index detection circuit 65 and a position change 
detection circuit 71 may be connected to the sub CPU 61. 
The index detection circuit 65 detects the positions (for 
example, base point) of the reels 15L, 15C, and 15R, and 
detects the current position of the reels 15L, 15C, and 15R. 
The slot machine 1 may change the stop position of the reels 
15L, 1SC, or 15R so that the combination of the stopped 
symbols on the payline is Won. The position shift detection 
circuit 71 detects the position change in the above case. 
[0069] The hopper 66 is arranged inside of the cabinet 12. 
The hopper 66 pays a payout With coins through the coin 
payout opening 28 to the coin tray 29 based on the control 
signal from the main CPU 41. The coin detection portion 67 
may be arranged inside of the coin payout opening 28. If the 
coin detection detects that predetermined coins are paid 
through the coin payout opening 28, the coin detection 
portion Will output the signal to the main CPU 41. 
[0070] The graphic board 68 controls the display image 
displayed on the upper image display panel 30 and the loWer 


















