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GAMING APPARATUS AND CONTROL 
METHOD THEREOF 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] This application is based upon and claims the ben 
e?t of Us. Provisional Patent Application Ser. No. 60/858, 
930, ?led on Nov. 15, 2006; the entire contents of Which are 
incorporated herein by reference for all purposes. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to a gaming apparatus, 
such as a roulette gaming machine, a bingo gaming machine, 
etc. and a control method thereof. 

[0004] 2. Description of RelatedArt 
[0005] Conventionally, in a roulette game, a game is 
executed generally by a dealer throWing in a ball onto a 
roulette Wheel. Recently, automation has developed and a 
gaming apparatus has bee proposed, in Which the roulette 
game progresses completely automatically Without the need 
for the dealer to throW in a ball. 

[0006] Among such gaming apparatuses, there is a gaming 
apparatus in Which a ball is launched by air as disclosed in the 
pamphlet of International Publication WO2004/094013. 
With a gaming apparatus in Which the roulette game 
progresses completely automatically, it is thought to be pref 
erable that a ball fall in each pocket and be received therein 
With a uniform probability. Because of this, among such 
gaming apparatuses, there is one designed so as to disturb the 
behavior of a ball by providing bumps and dips on the surface 
of the ball track so that the ball falls in each pocket With a 
uniform probability. 
[0007] An object of the present invention is to provide a 
gaming apparatus having neW entertainment and a control 
method thereof. 

SUMMARY OF THE INVENTION 

[0008] A ?rst aspect of the present invention provides a 
gaming apparatus Which comprises the folloWing con?gura 
tion. That is, the gaming apparatus comprises a roulette Wheel 
having a plurality of pockets numbered respectively; a 
memory that stores a plurality of control data; and a control 
ler. In each of the control data, at least one of a roulette Wheel 
rotation condition and a ball launching condition is set so that 
probability of receiving a ball in a speci?c area of the plurality 
of pockets increases. The controller is operable to (a) provide, 
during a game executed based on one control data stored in 
the memory, notice of advancing a game based on another 
control data after executing a predetermined number of 
games When a predetermined condition has been met, (b) 
change the one control data to the other control data to change 
the speci?c area having increased probability of receiving the 
ball after having executed the predetermined number of 
games, and (c) advance the game based on the other control 
data. 
[0009] According to the ?rst aspect of the present inven 
tion, When the predetermined condition has been met, the 
notice is provided that the game is advanced by the other 
control data Which is different from the one control data after 
the predetermined number of games is executed. Then, the 
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control data is changed to change the speci?c area having the 
increased probability of receiving the ball and then the game 
is advanced. 

[0010] A second aspect of the present invention provides a 
gaming apparatus Which comprises the folloWing con?gura 
tion. That is, the gaming apparatus comprises a roulette Wheel 
having a plurality of pockets numbered respectively; a 
memory that stores a plurality of control data; and a control 
ler. In each of the control data, at least one of a roulette Wheel 
rotation condition and a ball launching condition is set so that 
probability of receiving a ball in a speci?c area of the plurality 
of pockets increases. The controller is operable to (a) make a 
Winning determination When a predetermined condition has 
been met during a game based on one control data stored in 
the memory, (b) provide notice of advancing the game based 
on another control data after executing a predetermined num 
ber of games When Winning is determined in the Winning 
determination, (c) provide notice of advancing the game 
based on the other control data after executing a fake number 
of games When losing is determined in the Winning determi 
nation, the fake number of games being different from the 
predetermined number of games, (d) change the one control 
data to the other control data to change the speci?c area 
having increased probability of receiving the ball after having 
executed the predetermined number of games, and (e) 
advance the game based on the other control data. 

[0011] According to the second aspect of the present inven 
tion, the Winning determination is made When the predeter 
mined condition has been met. Then, When Winning is deter 
mined by the Winning determination, the notice is provided 
that the game is advanced by the other control data Which is 
different from the one control data after the predetermined 
number of games is executed. On the other hand, When Win 
ning is not determined by the Winning determination, the 
notice is provided that the game is advanced by the other 
control data after the fake number of games Which is different 
from the predetermined number of games is executed. Then 
the control data is changed to change the speci?c area having 
the increased probability of receiving the ball after the pre 
determined number of games is executed and then the game is 
advanced. 

[0012] A third aspect of the present invention provides 
control method of a gaming apparatus Which comprises the 
folloWing con?guration. That is, the control method of the 
gaming apparatus comprises: (a) providing, during a game 
executed based on one control data among the plurality of 
control data in each of Which at least one of a roulette Wheel 
rotation condition and a ball launching condition is set so that 
probability of receiving a ball in a speci?c area of the plurality 
of pockets numbered respectively on a roulette Wheel 
increases, notice of advancing a game based on another con 
trol data after executing a predetermined number of games 
When a predetermined condition has been met, the fake num 
ber of games being different from the predetermined number 
of games; (b) changing the one control data to the other 
control data to change the speci?c area having increased 
probability of receiving the ball after having executed the 
predetermined number of games; and (c) advancing the game 
based on the other control data. 

[0013] According to the third aspect of the present inven 
tion, When the predetermined condition has been met, the 
notice is provided that the game is advanced by the other 
control data Which is different from the one control data after 
the predetermined number of games is executed. Then, the 
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control data is changed to change the speci?c area having the 
increased probability of receiving the ball after the predeter 
mined number of games is executed and then the game is 
advanced. 
[0014] A fourth aspect of the present invention provides 
control method of a gaming apparatus Which comprises the 
folloWing con?guration. That is, the control method of the 
gaming apparatus comprises: (a) making a Winning determi 
nation When a predetermined condition has been met during a 
game based on one control data among the plurality of control 
data in each of Which at least one of a roulette Wheel rotation 
condition and a ball launching condition is set so that prob 
ability of receiving a ball in a speci?c area of the plurality of 
pockets numbered respectively on a roulette Wheel increases; 
(b) providing notice of advancing the game based on another 
control data after executing a predetermined number of 
games When Winning is determined in the Winning determi 
nation; (c) providing notice of advancing the game based on 
the other control data after executing a fake number of games 
When losing is determined in the Winning determination, the 
fake number of games being different from the predetermined 
number of games; (d) changing the one control data to the 
other control data. 
[0015] According to the fourth aspect of the present inven 
tion, the Winning determination is made When the predeter 
mined condition has been met. Then, When Winning is deter 
mined by the Winning determination, the notice is provided 
that the game is advanced by the other control data Which is 
different from the one control data after the predetermined 
number of games is executed. Then, the control data is 
changed to change the speci?c area having the increased 
probability of receiving the ball and then the game is 
advanced. On the other hand, When Winning is not determined 
by the Winning determination, the notice is provided that the 
game is advanced by the other control data after the fake 
number of games is executed. The fake number of games is 
different from the predetermined number of games. Then the 
control data is changed to change the speci?c area having the 
increased probability of receiving the ball after the predeter 
mined number of games is executed and then the game is 
advanced. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0016] FIG. 1 is a How chart shoWing a control method of a 
gaming apparatus according to an embodiment of the present 
invention. 
[0017] FIG. 2 is a plan vieW of a roulette apparatus accord 
ing to the present embodiment. 
[0018] FIG. 3 is a perspective vieW of the appearance shoW 
ing the general con?guration of a roulette gaming machine 
according to the present embodiment. 
[0019] FIG. 4 is a diagram shoWing an example of control 
data. 
[0020] FIG. 5 is a diagram shoWing an example of an image 
displayed on a display panel. 
[0021] FIG. 6 is a block diagram shoWing the internal con 
?guration of the roulette gaming machine according to the 
present embodiment. 
[0022] FIG. 7 is a schematic diagram shoWing a storage 
area of a ROM of the roulette gaming machine according to 
the present embodiment. 
[0023] FIG. 8 is a schematic diagram shoWing a storage 
area of a RAM of the roulette gaming machine according to 
the present embodiment. 
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[0024] FIG. 9 is a block diagram shoWing the internal con 
?guration of the roulette apparatus according to the present 
embodiment. 
[0025] FIG. 10 is a schematic diagram shoWing a storage 
area of a ROM of the roulette apparatus according to the 
present embodiment. 
[0026] FIG. 11 is a block diagram shoWing the internal 
con?guration of a station according to the present embodi 
ment. 

[0027] FIGS. 12 to 14 are ?oWcharts shoWing game pro 
cessing of the roulette gaming machine according to the 
present embodiment. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

[0028] FIG. 1 is a How chart shoWing a control method of a 
gaming apparatus according to an embodiment of the present 
invention. FIG. 2 is a plan vieW of a roulette apparatus accord 
ing to the present embodiment. FIG. 3 is a perspective vieW of 
the appearance shoWing the general con?guration of a rou 
lette gaming machine according to the present embodiment. 
[0029] In the present embodiment, a control method of a 
roulette gaming machine, as an example of the gaming appa 
ratus, Will be described. Although the roulette gaming 
machine is a gaming apparatus of standalone type not con 
nected to a netWork, the present invention can also be applied 
to a gaming apparatus connected to a netWork. 
[0030] In a roulette gaming machine 1 according to the 
present embodiment, a game progresses by one control data. 
In the control data, at least one of a rotation condition of a 
roulette Wheel 22 and a launching condition of a ball 27 is set, 
so that probability of receiving the ball in a speci?c area of a 
plurality of pockets 23 Would increase. The roulette gaming 
machine 1 according to the present embodiment stores a 
plurality of control data. In the respective control data, at least 
one of the rotation condition of the roulette Wheel 22 and the 
launching condition of the ball 27 is set so that a different area 
of the plurality of the pockets 23 Would receive the ball 27 
With higher probability. 
[0031] In such a state of gaming progress, Whether or not 
the predetermined condition has been met is determined in 
the present embodiment (step S101). In this processing, it is 
determined that the predetermined condition has been met. 
For example, the predetermined condition is the case Where 
the ball 27 is successively received in the same pocket 23 or 
the same area (it is assumed that the tWo or more pockets 23 
constitute an area) several times, Where a predetermined time 
elapses, Where the payout amount of coins to the player is 
small and so on. In addition, the case Where the payout 
amount is small may include a case Where only the payout 
amount to a speci?c player is small or a case Where the payout 
amount is small on the Whole. 
[0032] When it is determined that the predetermined con 
dition has not been met (step S101: NO), this processing is 
repeated. On the other hand, When it is determined that the 
predetermined condition has been met (step S101: YES), the 
Winning determination is made (step S102). The Winning 
determination is Whether or not to provide a true noti?cation 
to the player in step S104 and S105 to be described later. 
[0033] Then, it is determined Whether or not Winning is 
determined by the Winning determination (step S103). When 
the result of the Winning determination is Winning (step S103: 
YES), the notice is provided to the player that the control data 
is changed after the predetermined number of games is 
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executed (step S104). When the control data is changed, the 
speci?c area having the increased probability of receiving the 
ball is changed. Due to this, the player is obliged to consider 
With enthusiasm Which part of the plurality of pockets 23 
becomes the speci?c area having increased probability of 
receiving the ball is improved and the entertainment is 
increased. 

[0034] By the Way, the notice of changing the control data 
may be provided to all of the players or only to a speci?c 
player (speci?c players). For example, When the notice is 
provided to all of the players, the notice of shoWing that the 
control data is changed and the game is advanced (for 
example, the letters “the speci?c area having the increased 
probability of receiving the ball is changed” etc.) is displayed 
on all of the display panels of the respective players. Alterna 
tively, the notice shoWing that the control data is changed and 
the game is advanced may be displayed on the electrolumi 
nescence display (large-siZed display) 5 that can be recog 
niZed visually from the position of each player. On the other 
hand, When the notice is provided only to a speci?c player 
(speci?c players), the notice shoWing that the control data is 
changed and the game is advanced is displayed on the display 
panel 8 of each player. 
[0035] Again, FIG. 1 is referred to. After step S104, the 
control data is changed after the predetermined number of 
games is executed (step S106). Due to this, the speci?c area 
having the increased probability of receiving the ball is 
changed and then the game is advanced. 

[0036] When the result of the Winning determination is not 
Winning (step S103: NO), the notice is provided to the player 
that the control data is changed after the fake (gimmick) 
number of games is executed (step S105). The fake number of 
games is different from the above-mentioned predetermined 
number of games. In this manner, the player is obliged to 
consider With enthusiasm Whether the noti?ed number of 
times of the game is true or fake and thus the gaming amuse 
ment is further improved and the entertainment is increased 
because the fake number of games is noti?ed. 

[0037] Then, after the predetermined number of games is 
executed, the control data is changed (step S106) and then the 
processing moves to step S101. By the Way, it may also be 
possible to provide the notice in step S105 to all of the players 
or only to the speci?c player(s). 
[0038] Next, the detailed con?guration of the roulette gam 
ing machine 1 according to the present embodiment Will be 
described. As shoWn in FIG. 2, a roulette apparatus 3 of the 
roulette gaming machine 1 includes a frame body 21 ?xed on 
a cabinet 2 (refer to FIG. 3) and the roulette Wheel 22 rotatably 
accommodated and supported inside the frame body 21. On 
the top surface of the roulette Wheel 22, many number pockets 
23 (38 pockets in total in the present embodiment) are 
formed. Further, on the top surface of the roulette Wheel 22 
outside each of the number pockets 23, there is provided a 
number plate 25 displaying each number of “0”, “00”, “1” to 
“36” corresponding to each number pocket 23. 
[0039] Within the frame body 21, a ball throW-in opening 
36 is formed. To the ball throW-in opening 36, a ball throW-in 
apparatus 104 (refer to FIG. 9) is coupled. Accompanying the 
drive of the ball throW-in apparatus 104, the ball 27 is throWn 
onto the roulette Wheel 22 from the ball throW-in opening 36. 
In addition, a hemisphere-shaped transparent acryl cover 28 
(refer to FIG. 3) covers the Whole of the roulette apparatus 3 
thereabove. 
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[0040] BeloW the roulette Wheel 22, a Wheel drive motor 
106 (refer to FIG. 9) is provided. Accompanying the drive of 
the Wheel drive motor 106, the roulette Wheel 22 rotates. 
[0041] In addition, beloW the roulette Wheel 22, metal 
plates (not shoWn) are attached at predetermined intervals. A 
proximity sensor of a pocket position detecting circuit 107 
(refer to FIG. 9) detects the metal plate, and thereby, the 
position of the number pocket 23 is detected. 
[0042] The frame body 21 is inclined gradually toWard the 
inside and a guide Wall 29 is formed in the middle thereof. The 
throWn-inball 27 rotates by its centrifugal force, being guided 
by the guide Wall 29. When the rotation speed decreases and 
the centrifugal force lessens, the ball 27 rolls doWn the slope 
of the frame body 21 inWardly, reaching the rotating roulette 
Wheel 22. Then, the ball 27 that has reached the roulette Wheel 
22 passes through the top of the number plate 25 outside the 
rotating roulette Wheel 22 and is received in any one of the 
number pockets 23. As a result, the number of the number 
pocket 23 that has received the ball 27 is detected by a ball 
sensor 105 (refer to FIG. 9). The detected number is a Winning 
number. 
[0043] The rotation of the roulette Wheel 22 and the launch 
ing of the ball 27 are executed based on the control data. FIG. 
4 is a diagram shoWing an example of the control data. As 
shoWn in FIG. 4, the control data includes a motor drive time, 
a ball initial velocity, and a launching delay time. 
[0044] The motor drive time is a time for Which the Wheel 
drive motor 106 (refer to FIG. 9) is driven. The roulette Wheel 
22 is rotated at a predetermined rotation speed for the motor 
drive time by the Wheel drive motor 1 06. After the drive by the 
Wheel drive motor 106 is ended, the rotation speed decreases 
gradually and then the roulette Wheel 22 comes to a stop after 
a While. The ball initial velocity is an initial velocity at Which 
the ball 27 is throWn in from the ball throW-in apparatus 104. 
The launching delay time is a time from When one of the 
number pockets 23, Which is a predetermined one, passes by 
a predetermined position until the ball 27 is launched. 
[0045] As shoWn in FIG. 2, the roulette Wheel 22 is divided 
into six areas (speci?c portions) A to F. Each area consists of 
neighboring six or seven of the number pockets 23. 
[0046] Each of the control data is set so that any one of the 
areas A to F Would receive the ball 27 With higher probability. 
For example, When the rotation of the roulette Wheel 22 and 
the launching of the ball 27 are controlled based on the control 
data of “the motor drive time is 10 sec, the ball initial velocity 
is a, and the launching delay time is 0”, the area A Would 
receive the ball 27 With higher probability. By the Way, the 
control data may be set individually for each of the roulette 
apparatuses 3 or may be set commonly to all of the roulette 
gaming machines 1. 
[0047] The control data is changed When the predetermined 
condition has been met. Speci?cally, the control data is 
sWitched to another at intervals of a predetermined time (for 
example, at every hour on the hour). In the present embodi 
ment, the case Where the control data is sWitched to the other 
at intervals of a predetermined time Will be described, hoW 
ever, the predetermined condition is not limited to this. For 
example, it may be the case Where the ball 27 is successively 
received in the same pocket 23 the predetermined number of 
times or Where the ball 27 is successively received in the 
pockets 23 in the same group (area) the predetermined num 
ber of times. In addition, it may be the case Where a prede 
termined bonus (for example, a mystery bonus or jackpot) is 
invoked, Where the amount of currency value bet on the 
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numbers belonging to a predetermined group (for example, 
an area to be set to receive the ball 27 Well) reaches a prede 
termined amount, or Where the amount of currency value paid 
out for the bet on the numbers belonging to a predetermined 
group reaches a predetermined amount. 
[0048] In the above-described example, the case has been 
described, Where each of the areas A to F consists of neigh 
boring six or seven of the number pockets 23. HoWever, the 
number of pockets 23 that belong to one group is not limited 
in particular. In addition, the number of pockets 23 constitut 
ing each group may be the same to or may be different from 
one another. Further, in the present embodiment, the case has 
been described, Where the number pockets 23 are divided into 
the six areas (groups) A to F. HoWever, the number of pockets 
23 included in one group is not limited to six. 
[0049] In the above-described example, the case has been 
described, Where the areas A to F do not overlap one another. 
In other Words, the case has been described, Where the pock 
ets 23 that belong to one group and do not belong to another 
group. HoWever, this is not limited, and one pocket 23 may 
belong to tWo or more groups. 

[0050] In the above-described example, the case has been 
described, Where each control data is associated With each 
area (group) respectively. HoWever, as far as tWo or more 
control data exist, there may be an area (group) With Which no 
control data is associated or there may be an area (group) With 
Which tWo or more control data are associated. 

[0051] In the above-described example, the case has been 
described, Where the control data is composed of the motor 
drive time, the ball initial velocity, and the launching delay 
time. HoWever, the control data is not limited to this. The 
control data may include any one of the data relating to the 
rotation control of the Wheel 22 (motor drive time), data 
relating to the launching timing of the ball 27 (launching 
delay time), and data relating to the launching initial velocity 
of the ball 27 (ball initial velocity), or data including a com 
bination thereof. Further, for example, as the data relating to 
the rotation control of the Wheel 22, the rotation speed of the 
roulette Wheel 22 may be accepted in addition to the motor 
drive time. 
[0052] Next, FIG. 3 is referred to. As shoWn in FIG. 3, the 
roulette gaming machine 1 comprises the cabinet 2 to be the 
main body, the roulette apparatus 3 provided substantially in 
the center on the top surface of the cabinet 2, a plurality of the 
stations 4 (12 units in the present embodiment) arranged so as 
to surround the roulette apparatus 3, and an electrolumines 
cence display 5 provided above the cabinet 2. 
[0053] The station 4 is an apparatus that accepts a player’s 
bet. The station 4 includes at least a medal insertion slot 6 
through Which a coin or a game medium (currency value: such 
as a chip, a medal, etc.) is inserted, a console 7 consisting of 
a plurality of control buttons With Which a player inputs 
predetermined directions and a display panel 8 that displays 
an image relating to a game. It is possible for the player to 
advance a game by operating a touch screen 50 (refer to FIG. 
11), the console 7 and so on While Watching an image dis 
played on the display panel 8. 
[0054] In addition, on the side of the cabinet 2 in Which 
each station 4 is arranged, a medal payout opening 9 is pro 
vided respectively. Further, at the top-right of the display 
panel 8 of each station 4, a speaker 10 that outputs music, 
effect sounds is provided. 
[0055] On the top of the display panel 8 of each station 4, 
WIN lamps 11 are provided respectively. The WIN lamp 11 at 
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the station 4 that has Won lights up When a number (“0”, “00”, 
“1” to “36” in the present embodiment), Which Was bet at the 
station 4 in a game, is Won. Similarly, the WIN lamp 11 also 
lights up at the station 4 that has Won the jackpot (hereinafter, 
referred also to JP) in a JP bonus game. The WIN lamps 11 
can be recogniZed visually from all of the stations 4 (12 units 
in the present embodiment). It is possible for other players 
playing With the same roulette gaming machine 1 to check the 
lighting of the WIN lamp 11 at all times. 
[0056] Within the medal insertion slot 6, a medal sensor 97 
(refer to FIG. 11) is provided. The medal sensor 97 identi?es 
the currency value of the medal inserted through the medal 
insertion slot 6 as Well as counting the inserted medals. In 
addition, Within the medal payout opening 9, a hopper 94 
(refer to FIG. 11) is provided for paying out a predetermined 
number of medals from the medal payout opening 9. 
[0057] Within a corner 12 of the cabinet 2, a server 13 is 
installed. Normally, the server 13 is accommodated Within the 
corner 12 so as to prevent operations by a player. It is possible 
for an administrator of the roulette gaming machine 1 to 
operate the server 13 by opening a door 14 on the comer 12 
using a key sWitch. Then, by operating the server 13, it is 
possible to set various settings of the roulette gaming machine 
1. 

[0058] On the electroluminescence display 5, a JP amount 
display 15 for displaying the amount of JP is provided. In the 
roulette gaming machine 1 according to the present embodi 
ment, three kinds of JP, that is, “MEGA”, “MAJOR”, and 
“MINI” are provided, as Will be described later. The 
“MEGA” JP accumulates and stores 0.15% of credits bet at 
all of the 12 stations 4. The “MAJOR” JP accumulates and 
stores 0.20% of bet credits. The “MINI” JP accumulates and 
stores 0.30% of bet credits. Then, one of JPs is Won in a JP 
bonus game, Which Will be described later, the credits corre 
sponding to the accumulated amount of the relevant JP are 
paid out for the predetermined station 4. On the JP amount 
display 15, the accumulated amount of the “MEGA” JP is 
displayed among the three kinds of JP. The JP amount display 
15 is provided on the top part of the electroluminescence 
display 5 and the display contents can be visually recogniZed 
by all of the players Who play at the stations 4. 
[0059] FIG. 5 is a diagram shoWing an example of an image 
displayed on the display panel 8. As shoWn in FIG. 5, during 
a game, a bet screen 61 having a betting board 60 is displayed 
on the display panel 8. The player can bet a chip using the oWn 
credits With the touch screen 50 (refer to FIG. 10) provided on 
the front of the display panel 8. 
[0060] First, based on FIG. 5, the bet screen 61 during a 
game Will be described. On the betting board 60 displayed on 
the bet screen 61, 38 kinds ofnumbers, that is, “0”, “00”, “1” 
to “36”, are arranged and displayed in a matrix. In addition, 
speci?c bet areas are also arranged in a matrix for betting a 
chip by specifying “odd numbers”, “even numbers”, “the 
kind of color (red or black) of the number”, and “a certain 
range of numbers (for example, “1” to “12”, etc.)”. 
[0061] BeloW the betting board 60, a result history display 
65, bet buttons 66, a payout result display 67 and a number of 
credits display 68 are displayed. On the result history display 
65, the result of the Winning numbers in the games up to the 
last game are displayed in a list. By the Way, one game is a 
series of operations from When each player bets at each of the 
stations 4, then the ball 27 falls in the number pocket 23 and 
until payout is made based on the Winning number. On the 
result history display 65, When one game is over, the most 
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recent Winning number is added from the top and displayed, 
and thereby the history of the Winning numbers up to 16 
games can be con?rmed. 
[0062] In addition, the bet buttons 66 are buttons forbetting 
a chip(s) on a bet area 72 (on the grid of a number or mark, or 
on the line forming the grid) speci?ed by the player. The bet 
buttons 66 consist of four kinds of buttons, that are, a 1-bet 
button 66A, a 5-bet button 66B, a 10-bet button 66C, and a 
100-bet button 66D. 
[0063] The player speci?es a bet position With a cursor 70 
to be described later by directly touching the bet area 72 on 
Which to bet on the screen With a ?nger etc. By touching the 
1-bet button 66A once in this state, the player can bet one 
chip. Each time the 1-bet button 66A is touched With a ?nger 
etc., the number of bets increases in the order of “1”-->“2”- 
>“3”--> . . . . In addition, by touching the 5-bet button 66B 

once, ?ve chips can be bet. Each time the 5-bet button 66B is 
touched With a ?nger etc., the number of bets increases in the 
order of“5”-->“10”-->“15”--> . . . . 

[0064] By touching the 10-bet button 66C once, 10 chips 
can be bet. Each time the 10-bet button 66C is touched With a 
?nger etc., the number of bets increases in the order of 
“10”--> “20”--> “30”--> . . . . Further, by touching the 

100-bet button 66D once, 100 chips can be bet. Each time the 
100-bet button 66D is touched With a ?nger etc., the number 
of bets increases in the order of “100”--> “200”--> 
“300”--> . . . . 

[0065] The payout result display 67 displays the number of 
bets of the player and the number of credits to be paid out for 
that. Here, the number of credits to be paid out subtracted by 
the number of bets is the number of credits neWly Won by the 
player. 
[0066] The number of credits display 68 displays the num 
ber of credits currently possessed by the player. The number 
of credits decreases in accordance With the number of bets 
(one credit for one bet). HoWever, When credits are paid out 
When Winning, the number of credits increases by that corre 
sponding to the amount of payout. When the number of cred 
its possessed by the player becomes Zero, the game is closed. 
[0067] On the top of the betting board 60, a bet time display 
69 is provided. The bet time display 69 displays a remaining 
time available for betting by the player. When bet acceptance 
starts, “20” is displayed and the number decreases one by one 
for each second and When the number reaches “0”, the bet 
acceptance is closed. In addition, When the remaining time for 
the player to bet is ?ve seconds at each of the stations 4, the 
ball throW-in apparatus 104 is driven and the ball 27 is throWn 
onto the roulette plate. 
[0068] On the right side of the bet time display 69, a MEGA 
display 73 that displays the accumulated number of credits of 
the “MEGA” JP, a MAJOR display 74 that displays the accu 
mulated number of credits of the “MAJOR” JP, and a MINI 
display 75 that displays the accumulated number of credits of 
the “MINI” JP are provided. 
[0069] On the MEGA display 73, the cumulative sum of 
0.15% of the credits bet in each game at all of the 12 stations 
4 is displayed. On the MAJOR display 74, the cumulative 
sum of 0.20% of the bet credits is displayed. On the MINI 
display 75, the cumulative sum of 0.30% of the bet credits is 
displayed. The numerical values displayed on the MEGA 
display 73, the MAJOR display 74, and the MINI display 75 
are common to all of the stations 4. In the case of Winning in 
the JP bonus game, the number of credits of the JP that is Won 
among the JPs displayed on each of the displays 73 to 75 is 
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paid out. After payout is made, the initial values (200 credits 
for “MINI”, 5,000 credits for “MAJOR”, and 50,000 credits 
for “MEGA”) are displayed on the displays of the JP. 

[0070] On the betting board 60, the cursor 70 indicative of 
the bet area 72 currently selected by the player is displayed. In 
addition, on the betting board 60, a chip mark 71 indicative of 
the number of chips already bet and the bet area 72 is dis 
played. The number displayed on the chip mark 71 indicates 
the number bet. For example, as shoWn in FIG. 5, the chip 
mark 71 of “7” placed on the grid “18” indicates that seven 
chips are bet on the number “18” (the number “18” is hidden 
by the chip mark “17” in FIG. 5). Incidentally, betting on only 
one number is called “straight bet”. 

[0071] The chip mark 71 of “1” placed on the intersection 
point of the grids “5”, “6”, “8” and “9” indicates that one chip 
is bet on the four numbers “5”, “6”, “8” and “9”. Incidentally, 
such betting on four numbers is called “comer bet”. 

[0072] Other betting methods include “split bet” for betting 
on tWo numbers by placing a chip on the line betWeen the tWo 
numbers, “street bet” for betting on three numbers (for 
example, “13”, “14” and “15”) by placing a chip on the end of 
the horiZontal line (a line in the longitudinal direction in FIG. 
5) and “?ve bet” for betting on ?ve numbers of “0”, “00”, “1”, 
“2” and “3” by placing a chip on the line betWeen the numbers 
“00” and 3”. 

[0073] Further, other betting methods include “line bet” for 
betting on six numbers (for example, “13”, “14”, “15”, “16”, 
“17” and “18”) by placing a chip betWeen ends of tWo hori 
Zontal lines (tWo lines in the longitudinal direction in FIG. 5), 
“column bet” for betting on 12 numbers on the grid denoted 
by “2 to 1” and “doZen bet” for betting on successive 12 
numbers by placing a chip on the grid denoted by “1st 12”, 
“2nd 12” or “3rd 12”. 

[0074] Furthermore, there are other betting methods using 
six grids provided in the loWest tier of the betting board 60, 
such as a method for betting on the color of the number 
display plate (“red” or “black”), a method for betting on odd 
or even numbers and a method for betting on 18 numbers “1 
to 18” or “19 to 36”. Here, these plural betting methods differ 
in the dividend of credits per chip (payout rate) When the 
game is Won. 

[0075] When betting on the bet screen 61 con?gured as 
described above, the player ?rst speci?es the bet area 72 (the 
grid of a number or mark, or the line forming the grid) on 
Which to bet by directly touching the screen With a ?nger. As 
a result, the cursor 70 moves to the speci?ed bet area 72. 

[0076] After that, by touching each of the bet buttons 66 
(the 1-bet button 66A, the 5-bet button 66B, the 10-bet button 
66C, and the 100-bet button 66D) needed number of times, 
chips are bet on the speci?ed bet area 72. For example, When 
the 10-bet button 66C is touched four times, the 5-bet button 
66B is touched once and the 1-bet button 66A is touched three 
times, then 48 chips are bet. 
[0077] FIG. 6 is a block diagram shoWing the internal con 
?guration of the roulette gaming machine according to the 
present embodiment. As shoWn in FIG. 6, the roulette gaming 
machine 1 includes the server 13, the plurality of the stations 
4 (12 units in the present embodiment) connected to the server 
13, the roulette apparatus 3 and the electroluminescence dis 
play 5 (refer to FIG. 3). By the Way, the internal con?guration 
of the roulette apparatus 3 and the internal con?guration of 
the station 4 Will be described in detail later. 
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[0078] The server 13 has a server CPU 81 that controls in 
Whole, a ROM 82, a RAM 83, a timer 84, an LCD (Liquid 
Crystal Display) 32 connected via an LCD drive circuit 85 
and a keyboard 33. 
[0079] The server CPU 81 executes various kinds of pro 
cessing based on input signals supplied from each of the 
stations 4 and data & programs stored in the ROM 82 & the 
RAM 83. In addition, by transmitting command signals to the 
stations 4 based on the processing result, the server CPU 81 
controls each of the stations 4 initiatively. Further, the server 
CPU 81 transmits control signals to the roulette apparatus 3 
and controls the launching of the ball 27 and the rotation of 
the roulette Wheel 22. 
[0080] The ROM 82 is constituted by, for example, a semi 
conductor memory, etc. The ROM 82 stores programs that 
implement basic functions of the roulette gaming machine 1, 
programs that execute the noti?cation of the maintenance 
time and the setting & management of the noti?cation con 
dition, dividend rate data (the number of credits to be paid out 
for Winning per chip) of the roulette game and programs that 
control each of the stations 4, etc. 
[0081] The RAM 83 temporarily stores the bet information 
supplied from each of the stations 4, the Winning number of 
the roulette apparatus 3 determined by the sensor, the accu 
mulated amount of JP and data about the result of the pro 
cessing executed by the server CUP 81, etc. 
[0082] The timer 84 for time measurement is connected to 
the server CPU 81. The time information of the timer 84 is 
transmitted to the server CPU 81 and the server CPU 81 
controls the rotation of the roulette Wheel 22 and the throWn 
in of the ball 27 to be described later based on the time 
information of the timer 84. Furthermore, When the predeter 
mined condition is the elapse of the predetermined time, the 
server CPU 81 determines Whether or not the predetermined 
condition is met based on the time information of the timer 
84. 

[0083] In addition, the server CPU 81 executes the effect by 
electric decoration by controlling the light emission of an 
LED of the electroluminescence display 5. Further, the server 
CUP 81 displays predetermined letters on the electrolumines 
cence display 5. As mentioned above, When the notice is 
provided to all of the players, the server CPU 81 displays 
notice that the control data Will be changed on the electrolu 
minescence display 5. Furthermore, the server CPU 81 dis 
plays the accumulated amount of JP (the “MEGA” JP in the 
present embodiment) on the JP amount display 15 of the 
electroluminescence display 5. 
[0084] FIG. 7 is a schematic diagram shoWing the storage 
area of the ROM 82 of the roulette gaming machine 1 accord 
ing to the present embodiment. As shoWn in FIG. 7, the ROM 
82 has a dividend storage area 82A storing the dividend rate 
relating to the game. Incidentally, the dividend rate for each 
bet area 72 stored in the dividend storage area 82A is deter 
mined in advance as “x2” to “x36” depending on the kind of 
betting (“straight bet”, “corner bet”, “split bet”, etc.). 
[0085] FIG. 8 is a schematic diagram shoWing the storage 
area of the RAM 83 of the roulette gaming machine 1 accord 
ing to the present embodiment. As shoWn in FIG. 8, the RAM 
83 has a bet information storage area 83A storing the bet 
information of the player noW playing the game, a Winning 
number storage area 83B storing the Winning number of the 
roulette apparatus 3 determined by the ball sensor 105, a 
“MINI” JP accumulation storage area 83C storing the number 
of accumulated credits of the “MINI” JP, a “MAJOR” JP 
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accumulation storage area 83D storing the number of accu 
mulated credits of the “MAJOR” JP and a “MEGA” JP accu 
mulation storage area 83E storing the number of accumulated 
credits of the “MEGA” JP. Speci?cally, the bet information is 
information about the bet area 72 speci?ed on the bet screen 

61 (refer to FIG. 5), the number of bet chips (number of bets) 
and the betting at the station 4 such as the kind of betting etc. 

[0086] FIG. 9 is a block diagram shoWing the internal con 
?guration of the roulette apparatus 3 according to the present 
embodiment. As shoWn in FIG. 9, the roulette apparatus 3 
includes a controller 109, the pocket position detecting circuit 
107, the ball throW-in apparatus 104, the ball sensor 105, the 
Wheel drive motor 106 and a ball collecting apparatus 108. 

[0087] The controller 109 has a CPU 101, a ROM 102 and 
a RAM 103. The CPU 101 controls the launching of the ball 
27 and the rotation of the roulette Wheel 22 based on control 
signals supplied from the server 13 and data & programs 
stored in the ROM 102 & the RAM 103. 

[0088] FIG. 10 is a schematic diagram shoWing the storage 
area of the ROM 102 of the roulette apparatus 3 according to 
the present embodiment. As shoWn in FIG. 10, the ROM 102 
has a control data storage area 102A and stores the control 
data shoWn in FIG. 4. 

[0089] FIG. 9 is referred to again. The pocket position 
detecting circuit 107 has a proximity sensor. The pocket posi 
tion detecting circuit 107 detects the position of the number 
pocket 23 by detecting the metal plates attached to the roulette 
Wheel 22. 

[0090] The ball throW-in apparatus 104 throWs in the ball 
27 onto the roulette Wheel 22 from the ball throW-in opening 
36 (refer to FIG. 1). The ball throW-in apparatus 104 throWs in 
the ball 27 at the initial velocity set in the control data. In 
addition, the ball throW-in apparatus 104 throWs in the ball 27 
With timing based on the launching delay time set in the 
control data. In other Words, the ball 27 is throWn in When the 
launching delay time elapses after the pocket position detect 
ing circuit 107 detects that the predetermined number pocket 
23 (for example, “00”) has passed by a predetermined posi 
tion (for example, in front of the ball throW-in opening 36). 
[0091] The ball sensor 105 detects Which numberpocket 23 
has received the ball 27. The detection result is output as a 
detection signal. The Wheel drive motor 106 rotates the rou 
lette Wheel 22. The Wheel drive motor 1 06 stops driving When 
the motor drive time set in the control data elapses from the 
rotating start. The ball collecting apparatus 108 collects the 
ball 27 on the roulette Wheel 22 after the game is over. 

[0092] FIG. 11 is a block diagram shoWing the internal 
con?guration of the station 4 according to the present 
embodiment. By the Way, the stations 4 provided in 12 units 
have basically the same con?guration and then one of the 
stations 14 Will be described beloW as an example. 

[0093] As shoWn in FIG. 11, the station 4 includes a station 
controller 90 constituted by a station CPU 91, a ROM 92 and 
a RAM 93. The ROM 92 is constituted, for example, by a 
semiconductor memory. The ROM 92 stores programs that 
implement basic functions of the station 4, various programs 
necessary for the control of the rest of the stations 4, data 
tables and so on. In addition, the RAM 93 temporarily stores 
various data operated by the station CPU 91, the number of 
credits possessed by the player (saved at the station 4), the 
state of betting by the player and so on. 



US 2008/0132317 A1 

[0094] In addition, a bet con?rming button 47, a payout 
button 48 and a help button 49 provided on the console 7 
(refer to FIG. 3) are connected to the station CPU 91 respec 
tively. 
[0095] The bet con?rming button 47 is a button that con 
?rms the bet after the betting operation on the display panel 8. 
The payout button 48 is pressed doWn normally When the 
game is over. When the payout button 48 is pressed doWn, 
medals in accordance With the credits possessed by the player 
(normally, one medal for one credit) are paid out from the 
medal payout opening 9. The help button 49 is pressed doWn 
When the operation method of the game is unclear. When the 
help button 49 is pressed doWn, a help screen shoWing various 
kinds of operation information is displayed on the display 
panel 8. 
[0096] The station CPU 91 performs control to execute 
various corresponding operations based on the operation sig 
nal output When each button is pressed doWn. Speci?cally, the 
station CPU 91 executes various kinds of processing based on 
the input signal supplied from the console 7 by the player’s 
operation and the data & programs stored in the ROM 92 & 
the RAM 93. And the station CPU 91 transmits the processing 
result to the server CPU 81. 

[0097] In addition, the station CPU 91 receives the com 
mand signal from the server CPU 81 and advances the game 
by controlling the peripheral devices constituting the station 
4. The station CPU 91 executes various kinds of processing in 
accordance With the contents of the processing based on the 
input signal supplied from the console 7 by the player’s 
operation and the data & programs stored in the ROM 92 & 
the RAM 93. The station CPU 91 advances the game by 
controlling the peripheral devices constituting the station 4 
based on the processing result. 
[0098] Further, a hopper 94 is connected to the station CPU 
91. The hopper 94 pays out a predetermined number of med 
als from the medal payout opening 9 (refer to FIG. 3) by the 
command signal from the station CPU 91. 
[0099] Furthermore, the display panel 8 is connected to the 
station CPU 91 via an LCD drive circuit 95. As mentioned 
above, the station CPU 91 displays that the control data is 
changed on the display panel 8 via LCD drive circuit 95 When 
the notice is provided to all of the players or only to the 
speci?c player(s). 
[0100] Furthermore, the display panel 8 is connected to the 
station CPU 91 via an LCD drive circuit 95. The station CPU 
91 causes the display panel 8 to display a reception screen of 
the control data change operation and an acceptance screen of 
the noti?cation to other players via the LCD drive circuit 95. 
When the noti?cation to other players by one of the players 
via the touch screen 50 is executed, the station CPU 91 trans 
mits the signal of the noti?cation to other players to the server 
13. In the server 13, the server CPU 81 transmits the noti? 
cation signal to the station 4 of the speci?ed player. Due to 
this, the station CPU 91 of the station 4 of the speci?ed player 
displays the noti?cation screen on the display panel 8 via the 
LCD drive circuit 95. 
[0101] The LCD drive circuit 95 includes a program ROM, 
an image ROM, an image control CPU, a Work RAM, a VDP 
(Video Display Processor) and a video RAM. 
[0102] The program ROM stores image control programs 
relating to the display on the display panel 8 and various kinds 
of selection tables. The image ROM stores, for example, dot 
data for forming an image displayed on the display panel 8. 
The image control CPU determines an image to be displayed 
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on the display panel 8 among the dot data Within the image 
ROM in accordance With the image control program Within 
the program ROM based on the parameter set in the station 
CPU 91. 

[0103] The Work RAM is constituted as a temporary stor 
age device When the image control program is executed by the 
image control CPU. The VDP forms a display image deter 
mined by the image control CPU and outputs to the display 
panel 8. Incidentally, the video RAM is constituted as a tem 
porary storage device When an image is formed by the VDP. 
[0104] In addition, to the front of the display panel 8, the 
touch screen 50 is attached as described above. The operation 
information on the touch screen 50 is transmitted to the sta 
tion CPU 91. On the touch screen 50, the player’s betting 
operation is performed. Speci?cally, the operation of the 
touch screen 50 (such as the selection of the bet area 72 and 
the operation of the bet buttons 66) is performed and its 
information is transmitted to the station CPU 91. Then, the bet 
information (the bet area speci?ed on the bet screen 61 and 
the number of bet chips) of the current player is constantly 
stored in the RAM 93 based on the information. Further, the 
bet information is transmitted to the server CPU 81 and stored 
in the bet information storage area of the RAM 83. 

[0105] Furthermore, a sound output circuit 96 and the 
speaker 10 are connected to the station CPU 91. The speaker 
10 generates various kinds of effect sounds When executing 
various effects based on the output signal from the sound 
output circuit 96. 
[0106] In addition, the medal sensor 97 is connected to the 
station CPU 91. The medal sensor 97 detects a medal inserted 
through the medal insertion slot 6 (refer to FIG. 3). At the 
same time, the medal sensor 97 counts the inserted medals 
and transmits the result to the station CPU 91. The station 
CPU 91 increases the number of credits of the player stored in 
the RAM 93 based on the transmitted signal. 

[0107] In addition, the WIN lamps 11 are connected to the 
station CPU 91. The station CPU 91 lights up the WIN lamp 
1 1 in a predetermined color When the betting on the bet screen 
61 is Won or When the JP is Won. 

[0108] In the con?guration described above, the server 
CPU 81, the ROM 82, the RAM 83, the station CPU 91, the 
ROM 92, the RAM 93, the CPU 101, the ROM 102 and the 
RAM 103 function as a controller of the roulette gaming 
machine 1 according to the present embodiment. 

[0109] Next, the server game processing executed by the 
server CPU 81, the station game processing executed by the 
station CPU 91 and the game processing executed by the CPU 
101 Will be described based on FIGS. 12 to 14. FIGS. 12 to 14 
are ?oWcharts shoWing the game processing of the roulette 
gaming machine according to the present embodiment. 
[0110] First, the game processing of the station Will be 
described based on FIGS. 12 and 13. The station CPU 91 
determines Whether or not the player has inserted a medal or 
a coin based on the detection signal of the medal sensor 97 
(step S10). When it is determined that a medal or coin has not 
been inserted (step S10: NO), this processing is repeated until 
it is determined that a medal or coin has been inserted. 

[0111] On the other hand, When it is determined that a 
medal or coin has been inserted (step S10: YES), the station 
CPU 91 adds credits in accordance With the number of 
inserted medals or coins (step S11). In this processing, the 
station CPU 91 stores credit data in accordance With the 
number of inserted medals or coins in the RAM 93. Next, the 












