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Fig. 1 
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Fig. 2 

Left Reel Center Reel Right Reel 

Code No. Symbol Symbol Symbol 

O0 JACKPOT 7 JACKPOT 7 JACKPOT 7 

O1 PLUM BELL CHERRY 

O2 ORANGE ' APPLE ORANGE 

03 PLUM BELL APPLE 

04 ORANGE CHERRY ORANGE 

O5 PLUM ORANGE PLUM 

06 ORANGE PLUM ORANGE 

07 PLUM CHERRY PLUM 

08 BLUE 7 BELL ORANGE 

09 CHERRY APPLE PLUM 

1O ORANGE BELL ORANGE 

1 1 BELL STRAWBERRY PLUM 

12 ORANGE PLUM BELL 

13 STRAWBERRY BLUE 7 STRAWBERRY 

14 BLUE 7 BELL BLUE 7 

1 5 ORANGE APPLE BELL 

16 APPLE BELL CHERRY 

1 7 PLUM STRAWBERRY PLUM 

18 ORANGE PLUM ORANGE 

19 PLUM CHERRY PLUM 

20 BLUE 7 BELL ORANGE 

21 APPLE PLUM 
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Fig. 5 
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Fig. 7 

Winning combination Probability of Payout 

winning (%) number 

JACKPOT 7 JACKPOT 7 JACKPOT 7 0.5 Accumulated 

‘ payout amount 

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 3 

CHERRY CHERRY (ANY) 3.0 2 

ORANGE ORANGE (ANY) 3.0 2 

CHERRY (ANY) (ANY) 7.5 1 

ORANGE (ANY) (ANY) 7.5 1 
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Fig. 8 
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Fig. 9 
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Fig. 10 
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Fig. 12 
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Fig. 13 
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GAMING MACHINE AND GAMING SYSTEM 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is based upon and claims the 
bene?ts of priorities from Japanese Patent Application No. 
2006-226816 ?led on Aug. 23, 2006, the entire contents of 
Which are incorporated herein by reference. 

FIELD OF THE INVENTION 

[0002] The present invention relates to a gaming machine 
and a gaming system comprising: the gaming machine and 
a server, and more speci?cally it relates to a gaming system 
that may pay out such a high amount that a tax payment may 
be necessary. 

RELATED ART 

[0003] Conventionally, there are many gaming machines 
that pay out game media such as medals and coins in 
responsive to a lottery result. For example, a card game 
machine in Which card games such as poker and black jack 
are played as the card images are displayed, and a slot 
machine in Which a plurality of kinds of symbols are 
displayed variably and stopped to appear along a pay line 
such that if the combination of symbols along the pay line 
coincides With a predetermined Winning combination, some 
payout amount is paid out to the game player. In these 
gaming machines, the game player tends to expect a higher 
amount of payout in playing the game. 

[0004] HoWever, in some countries and regions Where 
such gaming machines are installed, if a high amount of 
payout exceeding a certain standard amount (e.g., $1200) is 
provided to the game player, tax may be imposed on the 
payout amount With some tax rate (e.g., 30%). In such a 
case, the game player must conduct a predetermined proce 
dure With respect to the tax payment. Then, the game player 
may calm doWn from the excitement of obtaining a large 
amount of payout during the tax payment procedure such 
that the degree of excitement may be loWered largely. 

[0005] Japanese patent application publication Nos. 2005 
168755 and 2005-192991 disclose gaming machines that 
may maintain the amusement by processing the tax payment 
procedure very quickly. According to the references, the tax 
payment may be executed betWeen the gaming machine and 
the game player if the high amount of payout is Won, Which 
requires the tax payment. Therefore, it is possible to process 
it Without Waiting for the attendant of the game hall so as to 
prevent losing the amusement. 

SUMMARY OF THE INVENTION 

[0006] Even though the process is expedited as disclosed 
in the above tWo references, it cannot avoid reducing the 
amusement to some degree. That is, the player may lose the 
interest toWard the game if a completely different Work 
intervenes during the game play. 

[0007] Further, the payout amount that the game player 
may obtain is deeply affected around the reference payout 
amount, Which is the upper limit of tax free payout amount. 

[0008] For example, suppose the payout amount is $1200 
or more, then 30% of tax rate is imposed to the payout 
amount. If the payout amount of $1199 is Won, the game 
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player actually gets $1199 and no tax payment is required 
While the payout amount of $1200 is Won such that $360 is 
deducted from the $1200 and the player Will get $840 net. 
Therefore, one dollar difference makes $359 difference in 
reality. 
[0009] In addition to the tax payment procedure, such a 
difference is realiZed and the game player may have an 
inequality feeling so that the amusement of the game may be 
reduced a lot. In particular, if the payout amount a little 
bigger than the reference payout amount, this inequality 
feeling may become much stronger. 

[0010] The present invention relates to a gaming machine 
and a gaming system comprising: the gaming machine and 
a server, in Which a high amount of payout causing tax 
payment may occur based on a lottery result. 

[0011] In the present invention, a gaming machine and a 
gaming system including the gaming machine are provided. 
The gaming machine comprises: a receiving unit Which 
receives a game medium; a ?rst lottery unit Which conducts 
a lottery to select a Winning combination; a display Which 
displays a lottery result by the ?rst lottery unit; and a ?rst 
processor Which operates to: determine Whether or not the 
Winning payout amount based on the lottery result by the 
?rst lottery unit is at least a minimum limit amount for tax 
liability based on a predetermined tax rate; and cause the 
display to display a ?rst display part indicating the Winning 
payout amount When it is determined that the Winning 
payout amount is at least the minimum limit amount for tax 
liability. 
[0012] The gaming system comprises: the gaming 
machine as described above and a server capable of com 
municating With the gaming machine. The server comprises: 
a second storage device Which stores an accumulated 
amount to Which a predetermined amount is cumulatively 
added for one game; a second lottery unit Which conducts a 
lottery to determine Whether or not the accumulated amount 
stored in the second storage device is to be paid out as the 
Winning payout amount; and a second processor Which 
operates to: transmit to the gaming machine an instruction to 
pay out the accumulated amount stored in the second storage 
device as the Winning payout amount based on a lottery 
result by the second lottery unit. 

[0013] Further features of the present invention, its nature, 
and various advantages Will be more apparent from the 
accompanying draWings and the folloWing description of the 
preferred embodiment. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0014] FIG. 1 is a perspective vieW shoWing an outer 
appearance of a slot machine according to the present 
embodiment. 

[0015] FIG. 2 is a schematic vieW shoWing symbol arrays 
draWn on outer circumferences of respective reels. 

[0016] FIG. 3A is a block diagram shoWing a control 
system of the slot machine according to the present embodi 
ment. 

[0017] FIG. 3B is an enlarged partial block diagram shoW 
ing a modi?ed control system. 

[0018] FIG. 4 is a block diagram shoWing a control system 
of the gaming system according to the present embodiment. 
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[0019] FIG. 5 shows a ?owchart of a main control pro 
gram in the slot machine according to the present embodi 
ment. 

[0020] FIG. 6 shows a ?owchart of a main game process 
program in the slot machine according to the present 
embodiment. 

[0021] FIG. 7 shows a table illustrating winning probabil 
ity and payout rate for each winning combination in the slot 
machine according to the present embodiment. 

[0022] FIG. 8 shows a ?owchart of a server control 
program in the server according to the present embodiment. 

[0023] FIG. 9 shows a ?owchart of a slot game process 
program in the slot machine according to the present 
embodiment. 

[0024] FIG. 10 shows an illustrative view (1) illustrating 
a display mode of the lower image display panel when a 
double-up game is executed. 

[0025] FIG. 11 shows an illustrative view (2) illustrating a 
display mode of the lower image display panel when a 
double-up game is executed. 

[0026] FIG. 12 shows an illustrative view (3) illustrating 
a display mode of the lower image display panel when a 
double-up game is executed. 

[0027] FIG. 13 shows a ?owchart of a payout amount 
selection process program in the slot machine according to 
the present embodiment. 

[0028] FIG. 14 shows an illustrative view (1) illustrating 
a display mode of the lower image display panel when a 
payout amount selection process is conducted. 

[0029] FIG. 15 shows an illustrative view (2) illustrating 
a display mode of the lower image display panel when a 
payout amount selection process is conducted. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

[0030] In the following, an embodiment in which a gam 
ing machine and a gaming system are embodied using a slot 
machine 1 according to the present invention is described in 
detail with reference to the drawings. 

[0031] The slot machine 1 and a gaming system 105 
according to the present embodiment is provided with a 
so-called progressive function to accumulate part (for 
example, 1% to 5%) of coins bet to a game for a JACKPOT, 
and to pay a high amount of payout at one time to a game 
player who plays the game with the slot machine 1 when a 
predetermined payout condition is satis?ed. A plurality of 
slot machines 1 are individually connected to a server 100 to 
perform control of the JACKPOT, thereby constituting the 
gaming system 105 (refer to FIG. 4). 

[0032] The gaming system 105 according to the present 
embodiment is assumed to be installed in a country or a 
region where the tax liability of an amount equivalent to 
30% of an amount of payout is imposed when the amount of 
payout to be paid out at once reaches 1200 dollars or more. 
In addition, in the present embodiment, an amount to be 
actually paid out to the game player is referred to as a paid 
amount, and an amount to be paid based on the winning 
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combination upon winning of it, although the amount itself 
still is not ?xed, is referred to as the amount of payout. 

[0033] First, a schematic con?guration of the slot machine 
1 according to the present embodiment is described in detail 
with reference to FIG. 1. FIG. 1 is an external perspective 
view of the slot machine 1 according to the present embodi 
ment. 

[0034] The slot machine 1 according to the present 
embodiment comprises: a cabinet 2, a top box 3 placed in an 
upper part of the cabinet 2, and a main door 4 provided on 
the front face of the cabinet 2. Three reels 5L, 5C, and SR 
are rotatably provided in the inside of the cabinet 2. An array 
of symbols (refer to FIG. 2) comprising 22 designs (here 
inafter also referred to as symbols) are drawn on the outer 
circumferential surface of each of the reels 5L, 5C, and SR. 

[0035] A lower image display panel 6 is provided in front 
of each of the reels 5L, 5C, and SR in the main door 4. The 
lower image display panel 6 is provided with a transparent 
liquid crystal panel on which various kinds of information, 
e?fect images, and the like relating to the game are displayed 
during the game play. 

[0036] Further, a touch panel 11 is provided on the front 
surface of the lower image display panel 6 (refer to FIG. 
3A), and the game player can operate the touch panel 11 to 
input various kinds of instructions. In this regard, an opera 
tion for a double-up game or the like to be described later is 
performed by operating a corresponding portion of the touch 
panel 11. 

[0037] A credit number display part 8 and a payout 
number display part 9 are provided in the lower image 
display panel 6. A credit number currently owned by the 
game player is displayed on the credit number display part 
8. The amount of payout to be paid out when a combination 
of symbols stopped and displayed statically along a pay line 
L matches a predetermined combination is displayed on the 
payout number display part 9 as a payout number. 

[0038] Also, three display windows 10L, 10C, and 10R 
through which the back side can be visually recognized are 
formed in the lower image display panel 6, and three 
symbols drawn on each of the outer circumferential surfaces 
of the reels 5L, 5C, and SR are displayed through each of the 
display windows 10L, 10C, and 10R. And, one pay line L 
which crosses horizontally the three display windows 10L, 
10C, and 10R is formed on the lower image display panel 6. 
The pay line L de?nes the combination of symbols. Further, 
the amount of payout based on the combination of symbols 
and the bet credit number (bet number) is paid out when the 
combination of symbols stopped and displayed statically 
along the pay line L matches the predetermined combina 
tion. 

[0039] A control panel 20 on which a plurality of buttons 
are arranged for the game player to input instructions related 
to a game progression, a coin receiving opening 21 through 
which a coin as a game medium is received and directed into 
the cabinet 2, and a bill validator 22 are provided below the 
lower image display panel 6. 

[0040] A spin button 13, a change button 14, a CASHOUT 
button 15, a l-BET button 16, and a MAX BET button 17 
are provided on the control panel 20. The spin button 13 is 
operating means for inputting an instruction to start the 
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rotation of reels 5L, 5C, and SR. The change button 14 is 
operating means used When an attendant of a game hall is 
asked for exchanging money. The CASHOUT button 15 is 
operating means for inputting an instruction to pay out the 
number of coins corresponding to the credit number oWned 
by the game player (one credit corresponds to one coin) from 
a coin payout opening 23 to a coin tray 24 or for paying out 
a ticket 25 With a bar code to be described later. 

[0041] The l-BET button 16 is operating means for the 
slot machine to receive an instruction to bet one credit on a 
game from among the number of credits oWned by the game 
player. The MAX BET button 17 is operating means for the 
slot machine to receive an instruction to bet the maximum 
credit number on a game Which can be bet for one game (50 
of the credit number in the present embodiment) from 
among the number of credits oWned by the game player. 

[0042] A reverter 21S and a coin counter 21C (refer to 
FIG. 3A) are provided in the inside of the coin receiving 
opening 21. Then, the reverter 21S directs to the coin payout 
opening 23 What is other than the validated coins having 
been received into the coin receiving opening 21 and 
checked With the validity so as to discharge What is other 
than the validated coins. The coin counter 21C also detects 
received and validated coins to count the number of such 
coins. 

[0043] The bill validator 22 checks the suitability of bills 
and receives authentic bills into the cabinet 2. Then, bills 
inserted into the cabinet 2 are converted into the number of 
coins, and the equivalent number of credits to the number of 
converted coins are added as credits oWned by the game 
player. In addition, the bill validator 22 is con?gured to be 
capable of reading the ticket 25 With a bar code to be 
described later. A belly glass 26 on Which characters and the 
like of the slot machine 1 are draWn is provided on the loWer 
front face of the main door 4, that is, beloW the control panel 
20. 

[0044] In the slot machine 1 according to the present 
embodiment, coins, bills, or electronic valuable information 
(credit) equivalent thereto are used as game media. HoW 
ever, the game media applicable to the present invention are 
not limited thereto, but medals, tokens, electronic money, 
and tickets, for example, can be applied. 

[0045] An upper image display panel 27 is provided on the 
front face of the top box 3. The upper image display panel 
27 is provided With a liquid crystal panel Which displays 
game information such as a currently accumulated amount 
of JACKPOT and a description of the game contents. A 
speaker 28 for outputting sounds is provided on the side face 
of the top box 3. 

[0046] Further, a ticket printer 30, a card reader 31, a data 
indicator 32, and a keypad 33 are provided beloW the upper 
image display panel 27. 

[0047] Here, the ticket printer 30 is a printing device for 
outputting the ticket 25 With a bar code and a receipt related 
to a tax payment to be described later. The ticket 25 With the 
bar code is a ticket having a bar code printed thereon in 
Which data such as a credit number, date and time, and an 
identi?cation number of the slot machine 1 is encoded. 
Then, the game player can play the game With another 
gaming machine by causing the other gaming machine to 
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read the output ticket 25 With the bar code. The receipt can 
be used in a procedure at a prescribed place of the game hall. 

[0048] The card reader 31 reads data from and Writes data 
on a smart card. The smart card is a card oWned by the game 
player, Which, for example, stores data concerning the 
history of games having been played by the game player. 

[0049] The data indicator 32 comprises: a ?uorescent 
display or the like, Which, for example, displays data read by 
the card reader 31 and data input by the game player via the 
keypad 33. The keypad 33 is used for inputting an instruc 
tion and data concerning a ticket issue and the like. Further, 
a lamp 35 is provided on the top face of the top box 3. The 
lamp 35 is turned on in a predetermined lighting mode to call 
an attendant or the like of the game hall for help When any 
error occurs in the slot machine 1 or the like. 

[0050] Subsequently, based on FIG. 2, the symbols draWn 
on the outer circumferential surface of each of the reels 5L, 
5C, and SR, Which are variably displayed via the display 
WindoWs 10L, 10C, and 10R of the loWer image display 
panel 6 as the screen is scrolled during the game, are 
described. FIG. 2 is a schematic diagram shoWing the arrays 
of symbols draWn on the outer circumferential surfaces of 
the respective reels 5L, 5C, and SR. 

[0051] On the outer circumferential surfaces of the left 
reel 5L, the middle reel 5C, and the right reel 5R, arrays 
having tWenty tWo (22) symbols are draWn, respectively. 
Each array of symbols is formed by combining the symbols 
of “JACKPOT 7”, “BLUE 7”, “BELL”, “CHERRY”, 
“STRAWBERRY”, “PLUM”, “ORANGE”, and “APPLE”. 
As shoWn in FIG. 2, prescribed kinds of symbols are 
arranged in a designated order on the respective reels 5L, 
5C, and SR. 

[0052] When three symbols of “STRAWBERRY”, 
“PLUM”, and “ORANGE” are stopped and displayed stati 
cally along the pay line L, a predetermined amount of payout 
is provided to the game player (refer to FIG. 7). As to 
“CHERRY” and “ORANGE”, even When one or tWo of the 
above symbols are stopped and displayed statically along the 
pay line, a predetermined amount of payout is provided to 
the game player according to the number of displayed 
symbols of the kind (refer to FIG. 7). 

[0053] As mentioned above, the slot machine 1 according 
to the present embodiment is provided With a so-called 
progressive function so as to accumulate part (for example, 
1%) of the coins bet for each game for the JACKPOT such 
that a high amount of payout is paid at one time to the game 
player Who plays the game With the slot machine 1 satisfying 
a predetermined payout condition. 

[0054] In this regard, the Winning combination of “JACK 
POT 7” satis?es one of the predetermined payout conditions. 
Therefore, the amount so-far accumulated in the JACKPOT 
amount is paid out to the game player When three symbols 
of “JACKPOT 7” are stopped and displayed statically. 

[0055] When the spin button 13 is pressed after a bet 
number is ?xed by the operation of the l-BET button 16 or 
the MAX BET button 17, arrays of symbols draWn on the 
respective reels 5L, 5C, and SR as shoWn in FIG. 2 are 
displayed variably in a doWnWardly scrolling manner in the 
display WindoWs 10L, 10C, and 10R With the rotation of the 
reels 5L, 5C, and SR. Then, the arrays of symbols are 
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stopped and displayed statically in the display WindoWs 10L, 
10C, and 10R When the reels 5L, 5C, and SR come to a halt 
after a predetermined period of time elapses. Further, vari 
ous kinds of Winning combinations (refer to FIG. 8) are 
de?ned in advance based on respective combinations of 
symbols and When a combination of symbols corresponding 
to one of the Winning combinations stops along the pay line 
L, the amount of payout corresponding to the stopped 
Winning combination is provided to the game player. 

[0056] Next, a con?guration of the control system of the 
slot machine 1 according to the present embodiment is 
described based on FIG. 3A. FIG. 3A is a block diagram 
schematically shoWing the control system of the slot 
machine 1 according to the present embodiment. 

[0057] As shoWn in FIG. 3A, the control system of the slot 
machine 1 basically comprises: a mother board 40 and a 
gaming board 50. 

[0058] First, the gaming board 50 is explained. The gam 
ing board 50 is provided With a CPU 51, a ROM 55, and a 
boot ROM 52 connected to each other via an internal bus; a 
card slot 538 corresponding to a memory card 53; and an IC 
socket 548 corresponding to a GAL 54 (Generic Array 
Logic). 
[0059] FIG. 3B shoWs a modi?ed control system Which 
can be applied to the present embodiment. A random number 
generator 241 is provided so as to be capable of communi 
cating With the main CPU 41. The random number generator 
may be utiliZed for a lottery. 

[0060] The memory card 53 is constituted of a non 
volatile memory and is a recording medium in Which game 
programs and a game system program (hereinafter referred 
to as the game program and the like) are recorded. The game 
programs recorded in the memory card 53 include a lottery 
program. This lottery program is a program for determining 
the symbols (respective code numbers corresponding to the 
symbols) of each of the reels 5L, 5C, and SR stopped and 
displayed statically along the pay line L. Further, the lottery 
program includes symbol Weighting data corresponding to 
each of a plurality of kinds of payout rates (for example, 
80%, 84%, and 88%). The symbol Weighting data indicates 
the correspondence relationship betWeen the code number of 
each symbol (refer to FIG. 2) and one or more random 
number values belonging to a predetermined numeric value 
range (0 to 255) about each of the three reels 5L, 5C, and SR. 
That is, one or more random number values are associated 
With the code number of one symbol, and When a random 
number is draWn by lottery, a symbol speci?ed by the 
random number value is stopped and displayed statically. 

[0061] The payout rate is de?ned based on payout rate 
setting data output from the GAL 54 and a lottery is 
performed based on the symbol Weighting data correspond 
ing to the payout rate. 

[0062] The card slot 538 is con?gured such that the 
memory card can be inserted and removed and is connected 
to the mother board 40 via an IDE bus. Therefore, kinds and 
contents of the games to be played on the slot machine 1 can 
be changed by reWriting the game program or the like stored 
in the memory card 53. Or it is also possible to change the 
kinds and contents of the games to be played on the slot 
machine 1 by replacing the memory card 53 With another 
memory card 53 storing another game program or the like. 
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[0063] In addition, the game program includes a program 
related to the game progress, image data and sound data 
output during the game play, image data and sound data as 
data for noti?cation, and the like. 

[0064] The GAL 54 is a kind of a PLD (programmable 
logic device) having an OR-?xed type array structure. The 
GAL 54 is provided With a plurality of input ports and output 
ports, and When predetermined data is input into an input 
port, the GAL 54 outputs data corresponding to the data 
from an output port. The data output from this output port is 
the above-mentioned payout rate setting data. 

[0065] The IC socket 548 is con?gured such that the GAL 
54 can be inserted and removed, and is connected to the 
mother board 40 via a PCI bus. Therefore, the payout rate 
setting data output from the GAL 54 can be changed by 
reWriting the GAL 54 or replacing the GAL 54 itself. 

[0066] The CPU 51, the ROM 55, and the boot ROM 52 
mutually connected via the internal bus are connected to the 
mother board 40 via the PCI bus. The PCI bus transfers 
signals betWeen the mother board 40 and the gaming board 
50, and supplies poWer from the mother board 40 to the 
gaming board 50. The ROM 55 stores country identi?cation 
information and an authentication program. The boot ROM 
52 stores a preliminary authentication program, a program 
(boot code) for the CPU 51 to activate the preliminary 
authentication program and the like. 

[0067] The authentication program is a program for 
authenticating the game program and the like (an alteration 
check program). The authentication program is described in 
accordance With the alteration check procedure of the game 
program and the like to be subjected to authentication 
loading process. The preliminary authentication program is 
a program for authenticating the authentication program, 
and is described in accordance With the alteration check 
procedure of the authentication program to be subjected to 
authentication process. 

[0068] Subsequently, the mother board 40 is explained. 
The mother board 40 is formed using a commercially 
available general-purpose mother board (a printed Wiring 
board on Which the basic components of a personal com 
puter are mounted), and is provided With a main CPU 41, a 
ROM 42, a RAM43, and a communication interface 44. 

[0069] The ROM 42 comprises: a memory device such as 
a ?ash memory, and stores programs such as a BIOS 
executed by the main CPU 41 and permanent data. When the 
BIOS is executed by the main CPU 41, an initialiZation 
process is applied to prescribed peripheral devices, and the 
loading process of the game program and the like stored in 
the memory card 53 is started via the gaming board 50. 

[0070] The RAM 43 stores data and a program used When 
the main CPU 41 operates. The RAM 43 can also store a 
variety of information, for example various programs such 
as the authentication program and the game program and the 
like, a credit number currently oWned by the game player, 
and the like read via the gaming board 50. 

[0071] Further, the communication interface 44 is a com 
munication device for performing communications With the 
server 100 (refer to FIG. 4) installed in the game hall via a 
communication line. According to the present embodiment, 
in the slot machine 1, the communication interface 44 is 
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used When the lottery result in the base Winning combination 
lottery process, bet information in main game process (S2) 
to be described later, and the like are transferred betWeen the 
slot machine and the server 100. 

[0072] Abody PCB 60 and a door PCB 80 to be described 
later are individually connected to the mother board 40 via 
a USB. Further, a poWer supply unit 45 is connected to the 
mother board 40. When poWer is supplied from the poWer 
supply unit 45 to the mother board 40, the main CPU 41 of 
the mother board 40 is activated. Then, the poWer is supplied 
to the gaming board 50 via the PCI bus, and the CPU 51 is 
activated. 

[0073] Instruments and devices Which generate input sig 
nals for the main CPU 41, and instruments and devices in 
Which operations thereof are controlled by control signals 
transmitted from the main CPU 41 are connected to the body 
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 signals input into the main CPU 41. Then, the 
main CPU 41 executes a predetermined arithmetic process 
such that a calculation result is stored in the RAM 43 and 
each of the instruments and devices is controlled in the 
control process. 

[0074] Further, the communication interface 44 is a com 
munication device for performing communications With the 
server 100 (refer to FIG. 4) installed in the game hall via a 
communication line. According to the present embodiment, 
in the slot machine 1, the communication interface 44 is 
used When the lottery result in the base Winning combination 
lottery process, bet information in main game process (S2) 
to be described later, and the like are transferred betWeen the 
slot machine and the server 100. 

[0075] The sub-CPU 61 controls the rotation and stop 
operation of the reels 5L, 5C, and SR. A motor drive circuit 
62 provided With an FPGA 63 (Field Programmable Gate 
Array) and a driver 64 is connected to the sub-CPU 61. The 
FPGA 63 is an electronic circuit such as a programmable 
LSI circuit, and functions as the control circuit of stepping 
motors 70L, 70C, and 70R. The driver 64 Works as an 
ampli?er circuit Which ampli?es pulses to be input into the 
stepping motors 70L, 70C, and 70R. The l-2 phase excita 
tion type of stepping motors 70L, 70C, and 70R for rotating 
the respective reels 5L, 5C, and SR are connected to the 
motor drive circuit 62. 

[0076] An index detection circuit 65 and a position change 
detection circuit 71 are connected to the sub-CPU 61. The 
index detection circuit 65 detects the positions (for example, 
reference points) of the reels 5L, 5C, and SR during rotation, 
and detects the loss of synchronism of the reels 5L, 5C, and 
SR. 

[0077] The position change detection circuit 71 detects 
changes in positions of the stopped reels 5L, 5C, and SR 
after the rotation of the reels 5L, 5C, and SR is stopped. For 
example, the position change detection circuit 71 detects the 
changes in the rotational positions of the respective stopped 
reels 5L, 5C, and SR When the game player forcibly changes 
the rotational positions of the reels to obtain a combination 
of symbols corresponding to one of the Winning combina 
tions although the combination of symbols is not supposed 
to serve as the Winning mode in fact. 

[0078] The hopper 66 is installed in the cabinet 2 and pays 
out a prescribed number of coins from the coin payout 
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opening 23 to the coin tray 24 based on a control signal 
transmitted from the main CPU 41. The coin detector 67 is 
arranged in the inside of the coin payout opening 23, and 
outputs an input signal to the main CPU 41 When the payout 
of the prescribed number of coins from the coin payout 
opening 23 is detected. 

[0079] The graphic board 68 controls image displays on 
the upper image display panel 27 and the loWer image 
display panel 6 based on control signals transmitted from the 
main CPU 41. For example, the credit number stored in the 
RAM 43 and oWned by the game player is displayed on the 
credit number display part 8. Then, the number of credits to 
be paid out displayed on the payout number display part 9. 
When the double-up game process (S19) is performed, 
control is conducted so as to display relevant images (refer 
to FIGS. 10 to 12) on a double-up game screen. 

[0080] Here, the graphic board 68 is provided With a VDP 
(Video Display Processor) Which generates image data 
based on a control signal transmitted from the main CPU 41, 
a video RAM Which temporarily stores the image data 
generated by the VDP, and the like. And image data used 
When the VDP generates the image data is included in the 
game program. 

[0081] The bill validator 22 checks the suitability of bills 
and tickets 25 With the bar codes, and accepts authentic bills 
and authentic tickets 25 With the bar code into the cabinet 2. 
The bill validator 22 outputs an input signal to the main CPU 
41 based on the amount of the bills When the authentic bills 
are accepted. Further, the bill validator 22 outputs an input 
signal to the main CPU 41 based on the number of coins 
recorded on the authentic tickets 25 With the bar codes. 

[0082] Based on a control signal output from the main 
CPU 41, the ticket printer 30 prints, on a ticket, a bar code 
in Which data such as the credit number stored in the RAM 
43 is encoded, and outputs the ticket as a ticket With a bar 
code 25. And in the payout process (S20) to be described 
later, When an amount after tax is paid out, the ticket printer 
30 outputs a receipt. 

[0083] The card reader 31 reads data from the smart card, 
transmits the read data to the main CPU 41, or Writes data 
in the smart card based on the control signal transmitted 
from the main CPU 41. The key switch 338 is provided in 
the keypad 33 and outputs a predetermined input signal to 
the main CPU 41 based on the operation of the keypad 33. 
The data indicator 32 displays the data read by the card 
reader 31 and data input from the keypad 33 based on the 
control signal transmitted from the main CPU 41. 

[0084] On the other hand, the control panel 20, the reverter 
218, the coin counter 21C, and a CRT (cold cathode tube) 81 
are connected to the door PCB 80. A spin switch 138 
corresponding to the spin button 13, a change switch 148 
corresponding to the change button 14, a CASHOUT switch 
158 corresponding to the CASHOUT button 15, a l-BET 
switch 168 corresponding to the l-BET button 16, and a 
MAX BET switch 178 corresponding to the MAX BET 
button 17 are provided in the control panel 20. Each sWitch 
outputs an input signal to the main CPU 41 When a corre 
sponding button is operated by the game player. 

[0085] The coin counter 21C is provided in the inside of 
the coin receiving opening 21 and checks the suitability of 
coins inserted into the coin receiving opening 21 by the 
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game player. Objects other than the authentic coins are 
discharged from the coin payout opening 23, and an input 
signal is output to the main CPU 41 When the authentic coin 
is detected. 

[0086] The reverter 21S, Which operates based on the 
control signal output from the main CPU 41, distributes 
coins validated as authentic coins by the coin counter 21C to 
a cashbox (not illustrated) or the hopper 66 in the slot 
machine 1. The cold cathode tube 81 is installed in the rear 
side of the loWer image display panel 6 and the upper image 
display panel 27, is lit based on the control signal transmit 
ted from the main CPU 41, and functions as a backlight. 

[0087] Then, the slot machine 1 having the above-men 
tioned con?guration is connected to the server 100 arranged 
in the game hall via the communication interface 44. That is, 
the plurality of slot machines 1 and the server 100 form one 
gaming system 105. 

[0088] Here, the gaming system 105 and the server 100 
forming the gaming system 105 are described in detail With 
reference to the draWings. FIG. 4 is an explanatory diagram 
schematically shoWing the gaming system 105. 

[0089] As shoWn in FIG. 4, the gaming system 105 
according to the present embodiment comprises: the plural 
ity of slot machines 1 (for example, ?ve sets) and the server 
100 Which manages the accumulated JACKPOT amounts of 
the slot machines 1. Then, each of the slot machines 1 
having the above-mentioned con?guration is connected to 
the server 100 via the communication interface 44 in a 
manner enabling a tWo-Way communication. 

[0090] On the other hand, the server 100 forming the 
gaming system 105 comprises: a server CPU 101, a server 
ROM 102, a server RAM 103, and a server communication 
device 104. 

[0091] The server CPU 101 is a processing unit for 
executing various kinds of control programs stored in the 
server ROM 102 to perform predetermined arithmetic pro 
cessing based on the programs. The server ROM 102 also 
stores a server control process program to be described later. 
Therefore, the server CPU 101 performs control relating to 
a lottery and a payout to Which an accumulated JACKPOT 
amount is applied, by executing the server control process 
ing program stored in the server ROM 102. 

[0092] The server RAM 103 is a storage device for 
temporarily storing the result of an arithmetic operation 
When the program is executed by the server CPU 101. The 
accumulated JACKPOT amount storage area 103A is 
formed in the server RAM 103. The accumulated JACKPOT 
amount storage area 103A is a storage area storing the 
accumulated JACKPOT amount as 1% of the amount indi 
cated by bet information is cumulatively saved and added 
When the bet information is received from the slot machine 
1 constituting the gaming system 105. That is, the accumu 
lated JACKPOT amount stored in the accumulated JACK 
POT amount storage area 103A is paid out as an aWard to the 
game player Who achieves a predetermined condition such 
as Winning the above-mentioned “JACKPOT 7” combina 
tion. 

[0093] And, the server communication device 104 is a 
communication device connected to the communication 
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interface 44 of the slot machine 1 constituting the gaming 
system in a manner enabling a tWo-Way communication. 

[0094] Next, the main control program executed in the slot 
machine 1 according to the present embodiment is described 
in detail With reference to the draWings. FIG. 5 shoWs a 
?owchart of the main control program. 

[0095] It is assumed that the memory card 53 is already 
inserted in the card slot 53S of the gaming board 50 in the 
slot machine 1 and that the GAL 54 is already attached to the 
IC socket 54S. 

[0096] First, When an electric poWer sWitch is turned on in 
the poWer supply unit 45 (application of poWer), the mother 
board 40 and the gaming board 50 are individually activated, 
and authentication read process (S1) is executed. In this 
authentication read process (S1), the mother board 40 and 
the gaming board 50 execute individually separate processes 
in parallel. 

[0097] Speci?cally, in the gaming board 50, the CPU 51 
reads the preliminary authentication program stored in the 
boot ROM 52 to perform a preliminary authentication for 
con?rming and proving in advance that the authentication 
program is not altered before being loaded into the mother 
board 40 in accordance With the read preliminary authenti 
cation program. 

[0098] On the other hand, in the mother board 40, the main 
CPU 41 executes the BIOS stored in the ROM 42 to 
decompress compressed data built into the BIOS onto the 
RAM 43, and executes the BIOS decompressed onto the 
RAM 43 to perform the diagnosis and initialization of 
various peripheral devices. 

[0099] Then, the main CPU 41 reads the authentication 
program stored in the ROM 55 to execute authentication 
process for verifying and authenticating that the game 
program and the like stored in the memory card 53 inserted 
in the card slot 53S is not altered. After this authentication 
process is completed normally, the main CPU 41 Writes the 
authenticated game program and the like in the RAM 43, 
and acquires the payout rate setting data and the country 
identi?cation information. 

[0100] After the above process, the main CPU 41 termi 
nates the authentication read process (S1). 

[0101] Next, in S2, the main CPU 41 reads sequentially 
the game program and the like authenticated in the authen 
tication read process (S1) from the RAM 43 to execute the 
read program, and then executes the main game process. By 
executing this main game process (S2), the game in the slot 
machine 1 according to the present embodiment is per 
formed. Then, the main game process (S2) is repeatedly 
executed as far as the poWer is supplied to the slot machine 
1. 

[0102] Next, the main game process program executed in 
the main game process (S2) is described based on FIG. 6. 
FIG. 6 shoWs a ?owchart of the main game process program 
in the slot machine according to the present embodiment. 
Each program shoWn in the ?oWcharts of the folloWing 
FIGS. 9, and 13 is stored in the ROM 42 and the RAM 43 
provided in the slot machine 1, and executed by the main 
CPU 41. 

[0103] When the main game process (S2) is started, the 
main CPU 41 performs a predetermined initial setting and 




















