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(57) ABSTRACT 

A gaming apparatus includes a server for causing a game to 
proceed and controlling the game, a device for causing a 
roulette game to proceed in accordance With instructions 
from the server, and stations. Each station is a terminal used 
by players, and causes a display device to display data in 
accordance With instructions from the server. A predeter 
mined group including plural number pockets is set to have a 
higher probability of receiving a ball. When this predeter 
mined group is changed, the server performs a hit determina 
tion. If a hit is selected in the hit determination, the fact that 
this predetermined group has been changed is displayed on 
the display devices of the stations, another display device 
provided in the gaming apparatus, and the like. If a miss is 
selected in the hit determination, that fact is not displayed. 
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FIG. 3 



Patent Application Publication Jun. 12, 2008 Sheet 4 0f 12 US 2008/0139276 A1 

FIG. 4 

CONTROL DATA SET 
REGION 

MOTOR DRIVE TIME BALL INITIAL LAuNcII DELAY TIME 
(sec) VELOCITY (sec) 

10 INITIAL VELOCITY a o A 

H INITIAL VELOCITY b 0.1 a 

12 INITIAL VELOCITY c 0.2 c 

13 INITIAL VELOCITY d 0-3 D 

'4 INITIAL VELOCITY e 0-4 E 

15 INITIAL VELOCITY f 0.5 F 



Patent Application Publication Jun. 12, 2008 Sheet 5 0f 12 US 2008/0139276 A1 

FIG.5 

69 75 74 73 
H H / 

Bet Time I4IIMINI: 48,7l8llMAJOR: 2,299,412HMEGA: 8,850,019 

8 @@@@@@@®®@®2~60 
71 /“{1) I‘ __ 

7° @®%®%®@@%>n 
1o __ 

®@®@@@®@®%®® 
2 1st 12 2nd 12 3rd I2 

0 :5 1m 1s EVEN <> w» 000 19 to 36 61 

T 8 pg 
0% 66A 66B 66C 660 

6666p“ 34 

25 15 Last Game: Credits 
17 18 Bet 40 
2g \ Win 72 512 

(I Z Z 
65 67 68 



Patent Application Publication Jun. 12, 2008 Sheet 6 0f 12 US 2008/0139276 A1 

FIG. 6 

1. 
i '3 """""""""""""""""""""" "= 
: 8| : 
E 2 2 . 

~82 ~4 E 
5 ROM :> <‘;:> STATION g 

RAM & <::> STATION N4 i 
E N4 g : ~84 : 
é TIMER <:> SERVER <:F> STATION 2 

E 85 ‘"E'J?“ @ i 
i LIQUID CRYSTAL Q: ' ' i i ROULETI'E ~3 : 5 mm CIRCUIT <E;'> DEVICE % 

5 U ELECTRONIC ~5 § 
5 L|QU|D CRYSTAL ~32 DISPLAY UNIT : 
5 DISPLAY i 

i KEYBOARD % 5 mm 



Patent Application Publication Jun. 12, 2008 Sheet 7 0f 12 US 2008/0139276 A1 

FIG. 7 
82 
2 

ROM 

PAYOUT cmznn MEMORY AREA ~82A 

FIG. 8 
83 
2 

RAM 

BETTING INFORMATION MEMORY AREA ~83A 

WINNING NUMBER MEMORY AREA N835 

"MINI" .IP ACCUMULATION MEMORY AREA I ~83C 

"MAJOR" JP ACCUMULATION MEMORY AREA ~83D 

"MEGA" JP ACCUMULATION MEMORY AREA N83E 



Patent Application Publication Jun. 12, 2008 Sheet 8 0f 12 US 2008/0139276 A1 

FIG. 9 

101 ‘Q9 

i ~102 { g 
5 ROM ‘2) i 

5 N103 i 
5 RAM <)———{> E 

BALL THROWING $215: i 
I04~ DEVICE : 5 13 

§ CPU 5 3 
")5 BALL SENSOR :Lp <jzi> SERVER 

WHEEL DRIVE 5 5 
I06~ MOTOR <:::: i 

PocKn POSITION 5 i 
I07~ DETECTION CIRCUIT 5 

BALL COLLECTING 5 i 
103 DEVICE 42:: ; 

FIG. 10 
102 
2 

ROM 

CONTROL DATA MEMORY AREA NIOZA 



Patent Application Publication Jun. 12, 2008 Sheet 9 0f 12 US 2008/0139276 A1 

18 u. ...................... =85... " u 21: w v m R1 

3 m HHHV 5&2. 

:25 =52 :85... “>2: " u 

A E25 2%: ANN. m $1 

553 25a 81 u = u n 

1 n- m 

a m 6528 A " ZOE: E: 

.55 z? A A 2225 m 2.1 

:1 u ........................ :n m 

M 2 2s. A H Gm ZOE: 52:: 

n m wvl 

m m 76:3 m8? 22. “V Q" 2222528 E 
m ............................. :? ........... =3 

2225 82 N1 
x ¢ v Eu 

58 .5528 52mm 
I .QE 







Patent Application Publication Jun. 12, 2008 Sheet 12 0f 12 US 2008/0139276 A1 

New 1 m; 

M 

825“: zuum Em <53 SE28 wzGzSU =2 ozGmUoE W25 MEGLCHSE 

........... -- Em <55 .SEzS wzGz<=u A czm V > 

~32 

“6 52mm: 2 oz 
$2; EZEEGEE 

tum 

E .oE 



US 2008/0139276 A1 

GAMING APPARATUS AND CONTROL 
METHOD THEREOF 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims priority to co-pending US. 
provisional patent application Ser. No. 60/873,570 ?led on 
Dec. 8, 2006, and Which is incorporated by reference herein 
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 or a bingo gaming 
machine, and a method of controlling the same. 
[0004] 2. Description of the Related Art 
[0005] Heretofore, a roulette game has generally proceeded 
With a dealer throWing a ball onto a roulette Wheel. In recent 
years, the game has been being automated, and gaming appa 
ratuses have been proposed, in Which a roulette game pro 
ceeds fully automatically Without a dealer throWing in a ball. 
[0006] Such gaming apparatuses include a gaming appara 
tus Which launches a ball by using air, as disclosed in the 
pamphlet of International Publication WO/2004/ 09401 3. In a 
gaming apparatus in Which a roulette game proceeds fully 
automatically, it is considered that each pocket preferably has 
an equal probability that a ball falls therein to be received 
thereby. Accordingly, such gaming apparatuses include one 
Which is designed so that each pocket can have an equal 
probability that a ball falls therein. To achieve this, irregulari 
ties are provided in the surface of a ball track so that the 
behavior of the ball is disturbed. 

SUMMARY OF THE INVENTION 

[0007] An object of the present invention is to provide neW 
entertainment value With attention focused on the probability 
of each pocket receiving a ball. 
[0008] A ?rst aspect of the present invention provides a 
gaming apparatus having the folloWing con?guration. That is, 
the gaming apparatus comprising: a roulette Wheel including 
a plurality of pockets each previously associated With a num 
ber; a memory adapted to store a plurality of control data sets 
in each of Which at least one of a rotation condition for the 
roulette Wheel and a launch condition for a ball is set, so that 
a speci?c region including one or more predetermined pock 
ets among the plurality of pockets Would have a higher prob 
ability of receiving the ball; and a controller operable to: 
cause a game to proceed using one of the plurality of control 
data sets stored on the memory, make a change from the one 
of the control data sets to another one of the plurality of 
control data sets, Which is different from the one of the control 
data sets, so as to change the speci?c region having a higher 
probability of receiving the ball, When a predetermined con 
dition is satis?ed, and notify that the speci?c region of the one 
of the control data sets has been changed. 
[0009] According to the ?rst aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and it 
is noti?ed that the speci?c region of the one of the control data 
sets has been changed. Here, the speci?c region includes one 
or more predetermined pockets among the plurality of pock 
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ets of the roulette Wheel, and is set by the control data set to 
have a higher probability of receiving the ball. 

[0010] A second aspect of the present invention provides a 
gaming apparatus having the folloWing con?guration. That is, 
the gaming apparatus comprising: a roulette Wheel including 
a plurality of pockets each previously associated With a num 
ber; a memory adapted to store a plurality of control data sets 
in each of Which at least one of a rotation condition for the 
roulette Wheel and a launch condition for a ball is set, so that 
a speci?c region including one or more predetermined pock 
ets among the plurality of pockets Would have a higher prob 
ability of receiving the ball; and a controller operable to: 
cause a game to proceed using one of the plurality of control 
data sets stored on the memory, make a change from the one 
of the control data sets to another one of the plurality of 
control data sets, Which is different from the one of the control 
data sets, so as to change the speci?c region having a higher 
probability of receiving the ball, When a predetermined con 
dition is satis?ed, perform a hit determination, and notify that 
the speci?c region of the one of the control data sets has been 
changed, if a hit is selected in the hit determination. 

[0011] According to the second aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and a hit 
determination is performed. If a hit is selected in the hit 
determination, it is noti?ed that the speci?c region of the one 
of the control data sets has been changed. If a miss is selected 
in the hit determination, i.e., if a hit is not selected, the fact 
that the speci?c region of the one of the control data sets has 
been changed is not noti?ed. 

[0012] A third aspect of the present invention provides a 
gaming apparatus having the folloWing con?guration. That is, 
the gaming apparatus comprising: a roulette Wheel including 
a plurality of pockets each previously associated With a num 
ber; a memory adapted to store a plurality of control data sets 
in each of Which at least one of a rotation condition for the 
roulette Wheel and a launch condition for a ball is set so that 
a speci?c region including one or more predetermined pock 
ets among the plurality of pockets Would have a higher prob 
ability of receiving the ball; and a controller operable to: 
cause a game to proceed using one of the plurality of control 
data sets stored on the memory, make a change from the one 
of the control data sets to another one of the plurality of 
control data sets, Which is different from the one of the control 
data sets, so as to change the speci?c region having a higher 
probability of receiving the ball, When a predetermined con 
dition is satis?ed, perform a hit determination, notify that the 
speci?c region of the one of the control data sets has been 
changed if a hit is selected in the hit determination, and 
control the hit determination so that a probability of selecting 
of a miss becomes loWer than a probability of selecting of a 
hit. 

[0013] According to the third aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and a hit 
determination is performed. If a hit is selected in the hit 
determination, it is noti?ed that the speci?c region of the one 
of the control data sets has been changed. If a miss is selected 
in the hit determination, i.e., if a hit is not selected, the fact 
that the speci?c region of the one of the control data sets has 
been changed is not noti?ed. At this time, control is per 
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formed so that the probability of selecting of a miss becomes 
lower than the probability of selecting of a hit. 
[0014] A fourth aspect of the present invention provides a 
gaming apparatus controlling method including the folloWing 
steps. That is, the method of controlling a gaming apparatus 
comprising the steps of: causing a game to proceed using one 
of a plurality of control data sets in each of Which at least one 
of a rotation condition for a roulette Wheel and a launch 
condition for a ball is set so that a speci?c region including 
one or more predetermined pockets among the plurality of 
pockets Would have a higher probability of receiving the ball, 
the roulette Wheel including a plurality of pockets each pre 
viously associated With a number; and making a change from 
the one of the control data sets to another one of the plurality 
of control data sets, Which is different from the one of the 
control data sets, so as to change the speci?c region having a 
higher probability of receiving the ball, When a predeter 
mined condition is satis?ed, and notifying that the speci?c 
region of the one of the control data sets has been changed. 
[0015] According to the fourth aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and it 
is noti?ed that the speci?c region of the one of the control data 
sets has been changed. Here, the speci?c region includes one 
or more predetermined pockets among the plurality of pock 
ets of the roulette Wheel, and is set by the control data set to 
have a higher probability of receiving the ball. 
[0016] A ?fth aspect of the present invention provides a 
gaming apparatus controlling method including the folloWing 
steps. That is, the method of controlling a gaming apparatus 
comprising the steps of: causing a game to proceed using one 
of a plurality of control data sets in each of Which at least one 
of a rotation condition for a roulette Wheel and a launch 
condition for a ball is set so that a speci?c region including 
one or more predetermined pockets among the plurality of 
pockets Would have a higher probability of receiving the ball, 
the roulette Wheel including a plurality of pockets each pre 
viously associated With a number; and making a change from 
the one of the control data sets to another one of the plurality 
of control data sets, Which is different from the one of the 
control data sets, so as to change the speci?c region having a 
higher probability of receiving the ball, When a predeter 
mined condition is satis?ed, performing a hit determination, 
and then notifying that the speci?c region of the one of the 
control data sets has been changed if a hit is selected in the hit 
determination. 
[0017] According to the ?fth aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and a hit 
determination is performed. If a hit is selected in the hit 
determination, it is noti?ed that the speci?c region of the one 
of the control data sets has been changed. If a miss is selected 
in the hit determination, i.e., if a hit is not selected, the fact 
that the speci?c region of the one of the control data sets has 
been changed is not noti?ed. 
[0018] A sixth aspect of the present invention provides a 
gaming apparatus controlling method including the folloWing 
steps. That is, the method of controlling a gaming apparatus 
comprising the steps of: causing a game to proceed using one 
of a plurality of control data sets in each of Which at least one 
of a rotation condition for a roulette Wheel and a launch 
condition for a ball is set so that a speci?c region including 
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one or more predetermined pockets among the plurality of 
pockets Would have a higher probability of receiving the ball, 
the roulette Wheel including a plurality of pockets each pre 
viously associated With a number; making a change from the 
one of the control data sets to another one of the plurality of 
control data sets, Which is different from the one of the control 
data sets, so as to change the speci?c region having a higher 
probability of receiving the ball, When a predetermined con 
dition is satis?ed, performing a hit determination, and then 
notifying that the speci?c region of the one of the control data 
sets has been changed if a hit is selected in the hit determina 
tion; and controlling the hit determination so that a probabil 
ity of selecting of a miss becomes loWer than a probability of 
selecting of a hit. 

[0019] According to the sixth aspect of the present inven 
tion, When a predetermined condition is satis?ed, a change is 
made from the one of the control data sets to another control 
data set different from the one of the control data sets, and a hit 
determination is performed. If a hit is selected in the hit 
determination, it is noti?ed that the speci?c region of the one 
of the control data sets has been changed. If a miss is selected 
in the hit determination, i.e., if a hit is not selected, the fact 
that the speci?c region of the one of the control data sets has 
been changed is not noti?ed. At this time, control is per 
formed so that the probability of selecting of a miss becomes 
loWer than the probability of selecting of a hit. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0020] FIG. 1 is a ?owchart shoWing a method of control 
ling a gaming apparatus according to an embodiment of the 
present invention. 

[0021] FIG. 2 is a plan vieW of a roulette device according 
to the embodiment. 

[0022] FIG. 3 is a perspective vieW of the appearance of a 
roulette gaming machine according to the embodiment, 
shoWing the schematic con?guration thereof. 
[0023] FIG. 4 is a vieW shoWing examples of control data 
sets. 

[0024] FIG. 5 is a vieW shoWing one example of an image 
displayed on a display device. 

[0025] FIG. 6 is a block diagram shoWing the internal con 
?guration of the roulette gaming machine according to the 
embodiment. 

[0026] FIG. 7 is a schematic diagram shoWing memory 
areas of a ROM of the roulette gaming machine according to 
the embodiment. 

[0027] FIG. 8 is a schematic diagram shoWing memory 
areas of a RAM of the roulette gaming machine according to 
the embodiment. 

[0028] FIG. 9 is a block diagram shoWing the internal con 
?guration of the roulette device according to the embodiment. 

[0029] FIG. 10 is a schematic diagram shoWing memory 
areas of a ROM of the roulette device according to the 
embodiment. 

[0030] FIG. 11 is a block diagram shoWing the internal 
con?guration of a station according to the embodiment. 
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[0031] FIGS. 12 to 14 are a ?owchart showing game pro 
cessing of the roulette gaming machine according to the 
embodiment. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

[0032] FIG. 1 is a ?owchart showing a method of control 
ling a gaming apparatus according to an embodiment of the 
present invention. FIG. 2 is a plan view of a roulette device 
according to the embodiment. 
[0033] FIG. 3 is a perspective view of the appearance of a 
roulette gaming machine according to the embodiment which 
shows the schematic con?guration thereof. 
[0034] It should be noted that in this embodiment, a 
description will be given of a method of controlling the rou 
lette gaming machine as one example of the gaming appara 
tus. Although this roulette gaming machine is a stand-alone 
gaming apparatus which is not connected to a network, the 
present invention can also be applied to a gaming apparatus 
connected to a network. 

[0035] First, it is assumed that a game is proceeding on the 
roulette gaming machine using one control data set. Here, the 
control data set will be described. The control data set is data 
in which at least one of rotation conditions for a roulette 
wheel 22 and launch conditions for a ball 27 is set so that a 
speci?c region including a plurality of pockets 23 has a higher 
probability of receiving the ball 27. In the gaming apparatus 
1 according to this embodiment, a plurality of control data 
sets are stored on a memory. Each control data set includes the 
identi?er of one speci?c region, and at least one of rotation 
conditions for the roulette wheel 22 and launch conditions for 
the ball 27 which makes this speci?c region have a higher 
probability of receiving the ball 27. 
[0036] In such a proceeding state, in this embodiment, it is 
determined whether or not a predetermined condition is sat 
is?ed (step S101). The predetermined condition is, for 
example, that the ball 27 is received by the same pocket 23 (or 
the same region (one region is assumed to include a plurality 
of pockets 23)) several consecutive times, that a predeter 
mined time has elapsed, that the amount of payout in coins or 
the like to players is small, or the like. Further, the case where 
the amount of payout is small may be the case where the 
amount of payout to only a speci?c player is small or the case 
where the total amount of payout to all players is small. 
[0037] If it is determined that the predetermined condition 
is not satis?ed (step S101: NO), the process of step S101 is 
repeated until the predetermined condition is determined to 
be satis?ed. On the other hand, if it is determined that the 
predetermined condition is satis?ed (step S101: YES), a 
change is made from the control data set used in the currently 
proceeding game to another control data set (step S102) after 
the game is played a predetermined number of times. Here, 
the predetermined number of times may be Zero times or ten 
times. The predetermined number of times is set to any num 
ber of times. 

[0038] Next, a hit determination is performed (step S103). 
This hit determination is a determination for deciding 
whether or not to notify to players that the speci?c region 
having a higher probability of receiving the ball 27 has been 
changed in step S105 described later. In this hit determina 
tion, control may be performed so that the probability of 
selecting of a hit becomes higher than the probability of 
non-selecting of a miss. 
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[0039] Thereafter, it is determined whether or not a hit has 
selected in the hit determination (step S104). If it is deter 
mined that a hit has selected in the hit determination (step 
S104: YES), it is noti?ed to players that the speci?c region 
having a higher probability of receiving the ball 27 has been 
changed (step S104). Here, the speci?c region having a higher 
probability of receiving the ball 27 is a region determined by 
?rst control data set of the currently proceeding game, and a 
region including a plurality of pockets 23 having higher prob 
abilities of receiving the ball 27. 
[0040] It should be noted that the fact that the speci?c 
region having a higher probability of receiving the ball has 
been changed may be noti?ed to all the players, or may be 
noti?ed only to a speci?c player. For example, in the case 
where a noti?cation is made to all the players, all the display 
devices (small-siZed displays) 8 display the fact that the spe 
ci?c region having a higher probability of receiving the ball 
has been changed (e.g., displays the phrase “A region having 
a higher probability of winning has been changed” or the 
like). The display devices 8 are provided individually for the 
players. Moreover, an electronic display unit (large-sized dis 
play) 5 may display the fact that the speci?c region having a 
higher probability of receiving the ball has been changed. The 
electronic display units 5 are visible to the players at the 
respective playing positions. On the other hand, in the case 
where a noti?cation is made only to a speci?c player, the fact 
that the speci?c region having a higher probability of receiv 
ing the ball has been changed is displayed on the display 
device 8 visible to the speci?c player to whom the noti?cation 
is to be made, among the display devices 8 provided individu 
ally for the players. 
[0041] If it is determined that a hit has not selected in the hit 
determination (step S104: NO), the fact that the speci?c 
region having a higher probability of receiving the ball 27 has 
been changed is not noti?ed. Thus, by not notifying that the 
speci?c region having a higher probability of receiving the 
ball 27 has been changed even if it has actually been changed, 
the players will consider whether or not the speci?c region 
currently having a higher probability of receiving the ball 27 
has been changed. 
[0042] Next, the con?guration of the gaming apparatus 1 
according to this embodiment will be described in detail. As 
shown in FIG. 2, the roulette device 3 included in the roulette 
gaming machine 1 includes a frame body 21 ?xed to a cabinet 
2 (see FIG. 3) and a roulette wheel 22 rotatably housed in and 
supported by the frame body 21. In the upper surface of the 
roulette wheel 22, a large number of (in this embodiment, 38 
in total) recessed number pockets 23 are formed. Further 
more, on the upper surface of the roulette wheel 22, number 
display plates 25 on which the numbers “0”, “00”, and “l” to 
“36” are displayed are formed on the outer side of the number 
pockets 23 to correspond to the respective number pockets 23. 
[0043] Inside the frame body 21, a ball entrance 36 is 
formed. A ball throwing device 104 (see FIG. 9) is connected 
to the ball entrance 36. As the ball throwing device 104 is 
driven, the ball 27 is thrown into the roulette wheel 22 from 
the ball entrance 36. The entire roulette device 3 is covered 
with a transparent hemispherical acrylic cover member 28 
(see FIG. 3) from above. 
[0044] Under the roulette wheel 22, a wheel drive motor 
106 (see FIG. 9) is provided. As the wheel drive motor 106 is 
driven, the roulette wheel 22 rotates. 
[0045] Moreover, metal plates (not shown) are attached to a 
lower portion of the roulette wheel 22 at predetermined inter 
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vals. By detecting the metal plates With a proximity sensor 
included in a pocket position detection circuit 107 (see FIG. 
9), the positions of the number pockets 23 can be detected. 
[0046] The frame body 21 gently slopes toWard the center, 
and has a guide Wall 29 formed in an intermediate portion 
thereof. The guide Wall 29 is intended to guide the throWn ball 
27 against the centrifugal force, and to cause the ball 27 to roll 
on. As the rotational speed decreases and the centrifugal force 
reduces, the ball 27 rolls doWn the slope of the frame body 21 
toWard the center, and reaches the roulette Wheel 22 Which is 
rotating. The ball 27, Which has rolled on to the roulette Wheel 
22, further rolls over the number display plates 25 on the outer 
periphery of the rotating roulette Wheel 22. The ball 27 is then 
received by any one of the number pockets 23. As a result, the 
number marked on the number display plate 25 correspond 
ing to the number pocket 23, Which has received the ball 27, 
is determined by a ball sensor 105, and is used as a Winning 
number. 
[0047] The rotation of the roulette Wheel 22 and the launch 
of the ball 27 are performed based on a control data set. FIG. 
4 is a vieW shoWing examples of control data sets. As shoWn 
in FIG. 4, each control data set includes motor drive time, ball 
initial velocity, and launch delay time. 
[0048] The motor drive time is the time for Which the Wheel 
drive motor 106 (see FIG. 9) is driven. The roulette Wheel 22 
is rotated by the Wheel drive motor 106 for the motor drive 
time at a predetermined rotational speed. It should be noted 
that after released from being driven by the Wheel drive motor 
1 06, the roulette Wheel 22 gradually loses the rotational speed 
and ?nally stops. The ball initial velocity is an initial velocity 
at Which the ball 27 is throWn in from the ball throWing device 
104. The launch delay time is the time betWeen from a pre 
determined number pocket 23 passes a predetermined posi 
tion to When the ball 27 is launched, during the rotation of the 
roulette Wheel 22. 
[0049] As shoWn in FIG. 2, the roulette Wheel 22 is divided 
into six regions (speci?c portions) A to F. Each region 
includes six or seven adjacent number pockets 23. 
[0050] Each control data set is set so that any one of regions 
A to F has a higher probability of receiving the ball 27. For 
example, in a case Where the rotation of the roulette Wheel 22 
and the launch of the ball 27 are controlled based on a control 
data set including “a motor drive time of 10 sec, a ball initial 
velocity of a, and a launch delay time of 0,” the control data set 
is set so that regionA has a higher probability of receiving the 
ball 27. It should be noted that the control data set may be set 
individually for each roulette device 3 or may be set for all the 
roulette gaming machines 1 in common. 
[0051] The control data set is changed When a predeter 
mined condition is satis?ed. Speci?cally, the control data set 
is sWitched every time a predetermined time has come (e.g., 
every hour on the hour). It should be noted that in this embodi 
ment, a description Will be given for the case Where the 
control data set is sWitched every time a predetermined time 
has come, but the predetermined condition is not limited to 
this. For example, the predetermined condition may be that 
the ball 27 is received by the same pocket 23 a predetermined 
number of times consecutively or the ball 27 is received by the 
pockets 23 of the same group (region) a predetermined num 
ber of times consecutively. Alternatively, the predetermined 
condition may be that a predetermined bonus (e.g., mystery 
bonus or jackpot) occurs, that the monetary value bet on the 
numbers belonging to a predetermined group (e.g., the group 
having a higher probability of receiving the ball 27) reaches a 
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predetermined amount, or that the monetary value bet on the 
numbers belonging to a predetermined group (e.g., the group 
having a higher probability of receiving the ball 27) and 
consequently paid out reaches a predetermined amount. 
[0052] In the above-described example, a description has 
been given for the case Where each of the regions A to F 
includes six or seven adjacent number pockets 23. HoWever, 
the number of pockets 23 belonging to one group is not 
particularly limited. Further, the number of pockets 23 con 
stituting each group may be equal to each other or may be 
different from each other. Moreover, in this embodiment, a 
description has been given for the case Where the number 
pockets 23 are divided into six regions (groups) A to F, but the 
number of regions is not particularly limited to six. 
[0053] In the aforementioned example, a description has 
been given for the case Where regions A to F do not overlap 
each other. That is, the pockets 23 belonging to one group do 
not belong to the other groups. HoWever, this embodiment is 
not limited to this, and one pocket 23 may belong to a plurality 
of groups. 
[0054] In the aforementioned example, a description has 
been given for the case Where there are a plurality of control 
data sets corresponding to the respective regions (groups). 
HoWever, as long as there are a plurality of control data sets, 
the control data sets do not need to be related to the respective 
regions (groups), or there may be a plurality of control data 
sets for each region. 
[0055] In the aforementioned example, a description has 
been given for the case Where each control data set includes 
motor drive time, ball initial velocity, and launch delay time. 
HoWever, the control data set is not limited to this and may be 
data including one of or a combination of: data (motor drive 
time) concerning the control of rotation of the Wheel 22; data 
(launch delay time) concerning the timing With Which the ball 
27 is launched; and data (ball initial velocity) concerning the 
initial velocity at Which the ball 27 is launched. Furthermore, 
data concerning the control of rotation of the Wheel 22 
includes, for example, the rotational speed of the roulette 
Wheel 22 as driven by the motor, in addition to motor drive 
time. 
[0056] Referring noW to FIG. 3, the roulette gaming 
machine 1 includes the cabinet 2 Which serves as a body 
portion, the roulette device 3 provided in an approximately 
central portion of the upper surface of the cabinet 2, a plurality 
of (12 in this embodiment) stations 4 installed around the 
roulette device 3 to surround the roulette device 3, and the 
electronic display unit 5 provided over the cabinet 2. 
[0057] Each of the stations 4 includes at least a medal 
insertion slot 6 through Which monetary value including 
coins and game media such as chips and medals used in 
games is inserted, a control unit 7 including a plurality of 
control buttons or the like With Which predetermined com 
mands are inputted by a player, and the display device 8 on 
Which an image relating to the game is displayed. Each of the 
station 4 accepts a betting operation performed by the player. 
The player can cause the current game to proceed by operat 
ing a touch panel 50 (see FIG. 11), the control unit 7 and the 
like While Watching an image displayed on the display device 
8. 

[0058] Moreover, on the side surfaces of the cabinet 2 in 
Which the stations 4 are installed, respective medal payout 
openings 9 are provided. Furthermore, a speaker 10 for play 
ing music, sound effects, and the like is provided to the upper 
right of the display device 8 of each station 4. 
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[0059] Near the top of the display device 8 of each station 4, 
a WIN lamp 11 is provided. During the game, in the case 
Where the number (in this embodiment, “0,” “00,” and “1” to 
“36”) on Which a bet has been made at the station 4 is a 
Winning number, the WIN lamp 11 of the Winning station 4 is 
turned on. Further, in a JP bonus game for Winning a jackpot 
(hereinafter also referred to as a JP), the WIN lamp 11 of the 
station 4 Which has Won the JP is also turned on similarly. It 
should be noted that this WIN lamp 11 is provided at a 
position Where it is visible from all the stations 4 installed (12 
stations in this embodiment), and other players Who are play 
ing at the same roulette gaming machine 1 can alWays check 
the turning on thereof. 
[0060] Inside the medal insertion slot 6, a medal sensor 97 
(see FIG. 11) is provided to validate monetary value such as 
medals inserted through the metal insertion slot 6 and to count 
the inserted medals. Further, inside the medal payout opening 
9, a hopper 94 (see FIG. 11) is provided to pay out a prede 
termined number of medals through the medal payout open 
ing 9. 
[0061] In a corner portion 12 positioned at a corner of the 
cabinet 2, a server 13 is placed. The server 13 is usually 
housed in the comer portion 12 so as not to be operated by 
players. HoWever, the server 13 becomes operable by opening 
a comer door 14 provided in the comer portion 12 using a key 
sWitch. Moreover, various settings on the roulette gaming 
machine 1 can be made by operating the server 13. 
[0062] In the electronic display unit 5, a JP amount display 
section 15 for displaying the amount of a JP is provided. In the 
roulette gaming machine 1 according to this embodiment, as 
described later, three kinds of JPs: “MEGA,” “MAJOR” and 
“MINI” are provided. For the “MEGA” JP, 0.15% of credits 
bet at all the 12 stations 4 in the game is accumulated and 
stored. For the “MAJOR” JP, 0.20% of the credits bet is 
accumulated and stored. For the “MINI” JP, 0.30% of the 
credits bet is accumulated and stored. In the case Where any 
one of the JPs has been Won in a JP bonus game described 
later, credits equivalent to the amount accumulated for the 
relevant JP are paid out to a predetermined station 4. The JP 
amount display section 15 displays the accumulated amount 
of the “MEGA” JP among the three kinds of J Ps. It should be 
noted that the JP amount display section 15 is provided in a 
top portion of the electronic display unit 5 and that informa 
tion displayed therein is visible to all the players Who are 
playing respectively at the stations 4. 
[0063] FIG. 5 is a vieW shoWing one example of an image 
displayed on the display device 8. As shoWn in FIG. 5, during 
the game, a BET screen 61 including a table-type betting 
board 60 is displayed on the display device 8. The player can 
bet chips using his or her credits by operating the touch panel 
50 provided on the front surface of the display device 8. 
[0064] First, the BET screen 61 displayed during the game 
Will be described With reference to FIG. 5. In the table-type 
betting board 60 displayed on the BET screen 61, the 38 
numbers “0,” “00,” and “1” to “36” are displayed in a manner 
that the numbers are arranged in a grid. Further, special BET 
areas for betting chips by designating “odd numbers,” “even 
numbers,” “the color of the number display plate (red or 
black),” or “a certain number range (e.g., “1” to “12” ” are 
also similarly arranged in the grid. 
[0065] Under the table-type betting board 60, displayed are 
a result history display section 65, unit BET buttons 66, a 
payout result display section 67, and a credit amount display 
section 68. The result history display section 65 displays a list 
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of results of Winning numbers in the preceding games (here, 
one game is a series of operations starting With the players 
making bets at the respective stations 4, folloWed by the balls 
27 falling in the number pockets 23, and ending With credits 
being paid out based on the Winning number). In doing so, a 
neW Winning number is added from above and displayed 
When one game ends, and the history of Winning numbers for 
up to the last 16 games can be checked. 
[0066] The unit BET buttons 66 are buttons for betting 
chips on BET areas 72 (cells of the grid each of Which has a 
number or a mark, or a line of the grid) Which are designated 
by the player. The unit BET buttons 66 include four types of 
buttons: a “BET 1” button 66A, a “BET 5” button 66B, a 
“BET 10” button 66C, and a “BET 100” button 66D. 
[0067] The player ?rst designates the BET area 72 to bet on 
using a cursor 70 described later by directly pressing the 
screen With his or her ?nger or the like. In this state, When the 
“BET 1” button 66A is pressed, the player can bet chips in 
increments of one chip (every time the “BET 1” button 66A is 
pressed With his or her ?nger or the like, the number of chips 
bet sequentially increases in the folloWing order: “1,” “2,” 
“3,” . . . ). When the “BET 5” button 66B is pressed, chips can 
be bet in increments of ?ve chips (every time the “BET 5” 
button 66B is pressed With his or her ?nger or the like, the 
number of chips bet sequentially increases in the folloWing 
order: “5,” “10,” “15,” . . . ). 

[0068] When the “BET 10” button 66C is pressed, chips 
can be bet in increments often chips (every time the “BET 10” 
button 66C is pressed With his or her ?nger or the like, the 
number of chips bet sequentially increases in the folloWing 
order: “10,” “20,” “30,”. . .). Whenthe “BET 100”button 66D 
is pressed, chips can be bet in increments of 100 chips (every 
time the “BET 100” button 66D is pressed With his or her 
?nger or the like, the number of chips bet sequentially 
increases in the folloWing order: “100,” “200,” “300,” . . . ). 

[0069] The payout result display section 67 displays the 
number of chips bet by the player and the number of credits 
paid out in the previous game. Here, the number obtained by 
subtracting the number of chips bet from the number of cred 
its paid out is the number of credits neWly acquired by the 
player in the previous game. 
[0070] The credit amount display section 68 displays the 
number of credits possessed by the current player. This num 
ber of credits decreases according to the number of chips bet 
When the chips are bet (one credit for one bet). Moreover, 
When the chips bet have Won and credits have been paid out, 
the number of credits increases by the number of credits paid 
out. It should be noted that When the number of credits pos 
sessed by the player reaches Zero, the game ends. 
[0071] Above the table-type betting board 60, a BET time 
display section 69 is provided. The BET time display section 
69 displays remaining time during Which the player can make 
a bet. The BET time display section 69 displays “20” at the 
start of betting operation acceptance, and the number decre 
ments by one per second. When the number reaches “0,” the 
acceptance of a betting operation is stopped. Further, When 
the remaining betting period for the player at each station 4 
becomes ?ve seconds, the ball throWing device 104 is driven 
to throW the ball 27 onto the roulette board. 
[0072] At the right of the BET time display section 69, the 
folloWing are provided: a MEGA display section 73 for dis 
playing the number of credits accumulated for the “MEGA” 
JP so far, a MAJOR display section 74 for displaying the 
number of credits accumulated for the “MAJOR” JP so far, 
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and a MINI display section 75 for displaying the number of 
credits accumulated for the “MINI” JP so far. 
[0073] The MEGA display section 73 displays the accumu 
lation of 0.15% of credits bet at all the 12 stations 4 in one 
game. The MAJOR display section 74 displays the accumu 
lation of 0.20% of the credits bet. The MINI display section 
75 displays the accumulation of 0.30% of the credits bet. The 
values displayed in the MEGA display section 73, the 
MAJOR display section 74, and the MINI display section 75 
are common values for all the stations 4. In the case Where a 
JP has been Won in a JP bonus game, the credits of the JP Won 
among the J Ps displayed in the respective display sections 73 
to 75 are paid out. After the payout, the relevant JP display 
section displays an initial value (200 credits for “MINI,” 5000 
credits for “MAJOR,” and 50000 credits for “MEGA”). 
[0074] Moreover, a cursor 70 indicating the BET area 72 
currently selected by the player is displayed on the table-type 
betting board 60. Also, a chip mark 71 is displayed Which 
indicates the number of chips bet so far and the BET area 72. 
The number displayed on the chip mark 71 indicates the 
number of chips bet. For example, the chip mark 71 placed in 
the cell of “1 8” and marked With “7” such as shoWn in FIG. 5 
indicates that seven chips are bet on the number “18.” It 
should be noted that a bet type in Which a bet is made only on 
one number in this Way is called “straight bet.” 
[0075] Furthermore, the chip mark 71 placed at the inter 
section ofthe cells of“5,” “6,” “8,” and “9” and marked With 
“1” indicates that one chip is bet to cover the four numbers 
“5,” “6,” “8,” and “9.” It should be noted that a bet type in 
Which a bet is made to cover four numbers in this Way is called 
“comer bet.” 
[0076] Other bet types include “split bet” in Which a bet is 
made on the line betWeen tWo numbers to cover the tWo 
numbers, “street bet” in Which a bet is made at the end of a 
lateral roW (vertical column in FIG. 4) of numbers to cover 
three numbers (e.g., “13,” “14,” and “15”), and “?ve bet” in 
Which a bet is made on the line betWeen the numbers “00” and 
“3” to cover the ?ve numbers “0,” “00,” “1,” “2,” and “3.” 
[0077] Yet other bet types include “line bet” in Which a bet 
is made betWeen tWo lateral roWs (tWo vertical columns in 
FIG. 4) of numbers to cover six numbers (e.g., “13,” “14,” 
“15,” “16,” “17,” and “18”), “column bet” in Which a bet is 
made on the cell marked With “2 to 1” to cover 12 numbers, 
and “doZen bet” in Which a bet is made on any one of the cells 
marked With “1st 12,” “2nd 12,” and “3rd 12” to cover 12 
numbers. 
[0078] Still other bet types include one in Which a bet is 
made to cover 18 numbers according to the color (“red” or 
“black”) of the number display plate, Whether the number is 
even or odd, and Whether the number is not more than 18 or 
not less than 19, using one of six cells provided in the loWest 
column of the table-type betting board 60. Here, the plurality 
of bet types have different credit payouts (payout rates) per 
chip When chips bet Win. 
[0079] When the player makes a bet on the BET screen 61 
con?gured as described above, the player ?rst designates the 
BET area 72 to bet on (a cell of the grid Which has a number 
or a mark, or a line of the grid) by directly pressing the screen 
With his or her ?nger. As a result, the cursor 70 moves to the 
designated BET area 72. 

[0080] Thereafter, by pressing each of the unit BET buttons 
66 (“BET 1” button 66A, “BET 5” button 66B, “BET 10” 
button 66C, and “BET 100” button 66D), chips of the number 
corresponding to the relevant unit are bet on the designated 
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BET area 72. For example, if the “BET 10” button 66C is 
pressed four times, the “BET 5” button 66B is pressed once, 
and the “BET 1” button 66A is pressed three times, 48 chips 
can be bet in total. 

[0081] FIG. 6 is a block diagram shoWing the internal con 
?guration of the roulette gaming machine according to this 
embodiment. 

[0082] As shoWn in FIG. 6, the roulette gaming machine 1 
includes the server 13, the plurality of (12 in this embodi 
ment) stations 4 connected to the server 13, the roulette device 
3, and the electronic display unit (see FIG. 3) 5. It should be 
noted that the internal con?gurations of the roulette device 3 
and the stations 4 Will be described in detail later. 

[0083] The server 13 includes a server control CPU 81 for 
controlling the entire server 13, a ROM 82, a RAM 83, a timer 
84, a liquid crystal display 32 connected thereto through a 
liquid crystal drive circuit 85, and a keyboard 33. 
[0084] The server control CPU 81 performs various pro 
cesses based on input signals supplied from the stations 4 and 
data and programs stored on the ROM 82 and the RAM 83. 
The server control CPU 81 then transmits command signals to 
the stations 4 based on the results of the processes, thus taking 
the initiative in controlling the stations 4. In particular, the 
sever control CPU 81 transmits a control signal to the roulette 
device 3 to control the launch of the ball 27 and the rotation of 
the roulette Wheel 22. 

[0085] The ROM 82 is formed by, for example, a semicon 
ductor memory, and stores a program for realiZing basic func 
tions of the roulette gaming machine 1, a program for notify 
ing maintenance timing and executing the setting and 
management of a condition for making the noti?cation, pay 
out rates (the numbers of credits paid out for Wins per chip) 
for the roulette game, a program for taking the initiative in 
controlling each station 4, and the like. 
[0086] On the other hand, the RAM 83 temporarily stores 
information on chips bet Which is supplied from the stations 
4, the Winning number of the roulette device 3 Which is 
determined by a sensor, the amounts of the JPs accumulated 
so far, data on the results of processes executed by the server 
control CPU 81, and the like. 

[0087] Moreover, the server control CPU 81 has the timer 
84 for measuring time connected thereto. 
[0088] Time information of the timer 84 is transmitted to 
the server control CPU 81, and the server control CPU 81 
controls the rotation operation of the roulette Wheel 22 and the 
throWing of the ball 27 as described later, based on the time 
information of the timer 84. Moreover, in the case Where a 
predetermined condition is the elapse of a predetermined 
time, the server control CPU 81 determines Whether or not the 
predetermined condition is satis?ed, based on the time infor 
mation of the timer 84. 

[0089] Furthermore, the server control CPU 81 controls the 
light emission of LEDs or the like of the electronic display 
unit 5 to produce illumination effects and attractions, and 
causes the electronic display unit 5 to display predetermined 
characters or the like. In the case Where a noti?cation is made 
to all the players as described previously, the server control 
CPU 81 causes the electronic display unit 5 to display the fact 
that the control data set is changed. Also, the server control 
CPU 81 causes the electronic display unit 5, in particular the 
JP amount display section 15 thereof, to display the amount of 
a JP (in this embodiment, the “MEGA” JP) Which has been 
accumulated so far. 
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[0090] FIG. 7 is a schematic diagram showing memory 
areas of the ROM of the roulette gaming machine according 
to this embodiment. As shoWn in FIG. 7, the ROM 82 includes 
a payout credit memory area 82A for storing payout rates 
regarding the game. It should be noted that the payout rate for 
each BET area 72 of the BET screen 61 Which is stored in the 
payout credit memory area 82A is beforehand determined to 
be “2 for l” to “36 for l” according to the bet type (“straight 
bet,” “corner bet,” “split bet,” or the like). 
[0091] FIG. 8 is a schematic diagram shoWing memory 
areas of the RAM of the roulette gaming machine according 
to this embodiment. As shoWn in FIG. 8, the RAM 83 includes 
a betting information memory area 83A for storing betting 
information on the players currently playing, a Winning num 
ber memory area 83B for storing Winning numbers of the 
roulette device 3 Which are determined by the ball sensor 105, 
a “MINI” JP accumulation memory area 83C for storing the 
number of credits accumulated as the “MINI” JP, a “MAJOR” 
JP accumulation memory area 83D for storing the number of 
credits accumulated as the “MAJOR” JP, and a “MEGA” JP 
accumulation memory area 83E for storing the number of 
credits accumulated as the “MEGA” JP. It should be noted 
that speci?cally, the betting information is information on 
bets made using the stations 4, and includes the BET areas 72 
(see FIG. 5) designated on the BET screen 61, the numbers 
(bet amounts) of chips bet, and the types of the bets. 
[0092] FIG. 9 is a block diagram shoWing the internal con 
?guration of the roulette device according to this embodi 
ment. As shoWn in FIG. 9, the roulette device 3 includes a 
control unit 109, the pocket position detection circuit 107, the 
ball throWing device 104, the ball sensor 105, the Wheel drive 
motor 106, and a ball collecting device 108. 

[0093] The control unit 109 includes a CPU 101, a ROM 
(memory) 102, and a RAM 103. The CPU 101 controls the 
launch of the ball 27 and the rotation of the roulette Wheel 22 
based on control signals supplied from the server 13 and data 
and programs stored on the ROM 102 and the RAM 103. 

[0094] FIG. 10 is a schematic diagram shoWing memory 
areas of the ROM of the roulette device according to this 
embodiment. As shoWn in FIG. 10, the ROM 102 includes a 
control data memory area 102A in Which control data sets 
having the structure described With reference to FIG. 4 are 
stored. 

[0095] The pocket position detection circuit 107 includes 
the proximity sensor, and detects the position of the roulette 
Wheel 22 based on Whether or not the metal plates attached to 
the roulette Wheel 22 have been detected. 

[0096] The ball throWing device 104 is a device for throW 
ing the ball 27 into the roulette Wheel 22 through the ball 
entrance 36 (see FIG. 1). The ball throWing device 104 throWs 
in the ball 27 at the initial velocity set in the control data set. 
In addition, the ball throWing device 104 throWs in the ball 27 
With timing based on the launch delay time set in the control 
data set. That is, the ball 27 is throWn in When the launch delay 
time has elapsed since the pocket position detection circuit 
107 detected that a predetermined number pocket 23 (e.g., 
“00”) has passed a predetermined position (e.g., passed in 
front of the ball entrance 36). 
[0097] The ball sensor 105 determines Which number 
pocket 23 has received the ball 27. The Wheel drive motor 106 
rotates the roulette Wheel 22, and stops driving it When the 
motor drive time set in the control data set has elapsed after 
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the start of the driving. The ball collecting device 108 is a 
device for collecting the ball 27 on the roulette Wheel 22 after 
the game ends. 

[0098] FIG. 11 is a block diagram shoWing the internal 
con?guration of the station according to this embodiment. It 
should be noted that all the 12 stations 4 provided basically 
have the same con?guration, and one station 4 Will be 
described as an example beloW. 

[0099] As shoWn in FIG. 11, the station 4 includes a station 
control unit 90 including a station control CPU 91, a ROM 92, 
and a RAM 93. The ROM 92 is formed of, for example, a 
semiconductor memory, and stores a program for realiZing 
basic functions of the station 4, various kinds of other pro 
grams necessary for controlling the station 4, data tables, and 
the like. The RAM 93 is a memory for temporarily storing 
various kinds of data calculated by the station control CPU 
91, the number of credits currently possessed by the player 
(stored on the station 4), the situation With regard to chips bet 
by the player, and the like. 
[0100] In addition, the station control CPU 91 has con 
nected thereto a BET con?rmation button 47, a payout button 
48, and a help button 49, Which are provided in the control 
unit 7 (see FIG. 3). 
[0101] The BET con?rmation button 47 is a button Which is 
pressed When a bet is con?rmed after a betting operation on 
the display device 8. The payout button 48 is a button Which 
is usually pressed When the game ends. When the payout 
button 48 is pressed, the number of medals (normally, one 
medal for one credit) Which corresponds to the number of 
credits acquired in the game or the like and currently pos 
sessed by the player are paid out through the medal payout 
opening 9. 
[0102] The help button 49 is a button Which is pressed When 
the player does not knoW hoW to operate the game. When the 
help button 49 is pressed, a help screen shoWing information 
on various operations is immediately displayed on the display 
device 8. 

[0103] Based on operation signals outputted by pressing 
the buttons or the like, the station control CPU 91 performs 
control to execute various kinds of operations corresponding 
respectively to the operation signals. Speci?cally, based on an 
input signal supplied from the control unit 7 in response to an 
input of the player’s operation, and based on data and pro 
grams stored on the ROM 92 and the RAM 93, the station 
control CPU 91 executes various processes and transmits the 
results thereof to the server control CPU 81. 

[0104] In addition, the station control CPU 91 receives a 
command signal from the server control CPU 81, controls 
peripheral devices of the station 4, and causes the game to 
proceed on the station 4. Moreover, depending on the contents 
of a process, the station control CPU 91 executes various 
processes. Such processes are based on an input signal sup 
plied from the control unit 7 in response to an operation being 
inputted by the player, and also based on data and programs 
stored on the ROM 92 and the RAM 93. On the basis of the 
results of the operations, the station control CPU 91 controls 
the peripheral devices of the station 4, thus causing the game 
to proceed. 
[0105] Furthermore, the station control CPU 91 has the 
hopper 94 connected thereto. The hopper 94 pays out a pre 
determined number of medals through the medal payout 
opening 9 (see FIG. 3) in accordance With a command signal 
from the station control CPU 91. 














