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FIG. 2 
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FIG. 6 

FIRST PAYOUT TABLE 

NUMBER OF 
SYMBOL IDENTICAL SYMBOLS 

2 3 4 5 

SEVEN 100 200 300 400 
3-BAR 50 100 150 200 
2-BAR 4O 80 120 160 
BAR 4O 80 120 160 
SMILE 2O 4O 6O 80 
SUN 20 4O 60 80 
STAR 10 20 3O 
MOON 10 20 3O 
HEART 5 10 15 
CHERRY 5 1O 15 
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FIG. 8 
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FIG. 14 

FOURTH PAYOUT TABLE 

NUMBER OF 
SYMBOL IDENTICAL SYMBOLS 

2 3 4 5 

SEVEN 2O 40 6O 8O 
B-BAR 10 2O 3O 40 
2-BAR 8 16 24 32 
BAR 8 16 24 32 
SMILE 4 6 12 16 
SUN 4 8 12 16 
STAR 2 4 6 
MOON 2 4 6 
HEART 1 2 3 
CHERRY 1 2 3 



Patent Application Publication Jul. 24, 2008 Sheet 13 0f 13 US 

I START I 

DISPLAY VVAGERING 
SCREEN 

S52 . 

WAGERING 
OPERATION? 

2008/0176644 A1 

S51 

S53 YES 

V‘ TRANSMIT WAGERING 
INFORMATION TO GAME 

CONTROLLER 

S54 

YES 

DISPLAY GAME 
RESULT SCREEN 

RECEIVE 
PAYOUT DAT? ' 

Kw S55 

S56 PAYOUT 
OPERATION? 

857“ PAYOUT PROCESSING 



US 2008/0176644 A1 

GAMING MACHINE AND PLAYING 
METHOD THEREOF 

CROSS-REFERENCE TO THE RELATED 
APPLICATION (s) 

[0001] This application is based upon and claims a priority 
from the US. provisional Patent Application No. 60/881 ,483 
?led on Jan. 22, 2007, the entire contents thereof are incor 
porated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to a gaming machine 
Wherein a plural number of players can participate in a game 
displayed in a communal display by using a plurality of 
consoles. More particularly, it relates to a gaming machine 
Which has convenient game participation acceptance system. 
[0004] 2. Description of RelatedArt 
[0005] There has conventionally been knoWn a gaming 
machine Which has a single communal display for displaying 
a game and enables plural players to participate in a game 
(e. g., slot game, card game such as poker and the like, roulette 
game, horse race game, etc.) displayed in the communal 
display. 
[0006] For example, US Patent Application Publications 
No. 2005/0059474A1, No. 2005/0218590A1, and No. 2005/ 
0282618A1 respectively disclose gaming machines each of 
Which has a single communal display to display a game and 
enables plural players to participate in a game displayed in the 
communal display. 
[0007] In the above such gaming machines, plural players 
participate in a game Wherein a plurality of consoles are 
allocated to the players. Therefore, generally, there is pro 
vided a predetermined participation acceptable period before 
a target game is executed. That is, the gaming machine 
accepts each console’s participation in a game (participation 
in a game, Wagering upon an upcoming game result) during 
the participation acceptable period, hoWever, closes the “par 
ticipation in a game” When the participation acceptable 
period terminates and subsequently goes on to “game execu 
tion”. After that, the gaming machine displays the game in the 
communal display and aWards a payout to each participant 
console in accordance With a game result. 

SUMMARY OF THE INVENTION 

[0008] The object of the present invention is to provide a 
gaming machine Which has convenient game management 
system conventional ones did not have. 

[0009] Therefore, in order to achieve the object, according 
to a ?rst aspect of the present invention, there is provided a 
gaming machine comprising: a communal display for dis 
playing game result; a plurality of consoles for carrying out 
operation on a game; and a game controller programmed to 
operate (a) to determine game result to be displayed in the 
communal display, (b) to divide the game result determined at 
(a) into plural display stages and sequentially display the 
game result in the communal display per display stage; (c) to 
accept game participation of the plurality of consoles in 
accordance With participation operation by each of the plu 
rality of consoles and specify participation timing of each of 
the plurality of consoles; and (d) to change payout contents on 
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the game result to be aWarded to each of the plurality of 
consoles in accordance With participation timing of each of 
the plurality of consoles. 
[0010] Furthermore, according to a second aspect of the 
present invention, there is provided a gaming machine com 
prising: a communal display for displaying game result; a 
plurality of consoles for carrying out operation on a game; 
and a game controller programmed to operate (a) to determine 
game result to be displayed in the communal display, (b) to 
divide the game result determined at (a) into plural display 
stages and sequentially display the game result in the com 
munal display per display stage; (c) to accept game partici 
pation of a the plurality of consoles in accordance With par 
ticipation operation by each of the plurality of consoles and 
specify participation timing of each of the plurality of con 
soles; (d) to select a payout table for each of the plurality of 
consoles among a plurality of payout tables of different pay 
out rate depending on participation timing of each of the 
plurality of consoles; and (e) to change payout contents on the 
game result to be aWarded to each of the plurality of consoles 
in accordance With the payout table selected for each of the 
plurality of console. 
[0011] Furthermore, according to a third aspect of the 
present invention, there is provided a playing method of a 
gaming machine Which makes a game controller execute a 
game, display game result in a communal display, and alloWs 
plural players to participate in the game With a plurality of 
consoles, the playing method comprising the steps of: (a) 
determining game result to be displayed in the communal 
display With the game controller, (b) dividing the game result 
determined at (a) into plural display stages and sequentially 
displaying the game result in the communal display per dis 
play stage With the game controller; (c) accepting game par 
ticipation of the plurality of consoles in accordance With 
participation operation by each of the plurality of consoles 
and specifying participation timing of each of the plurality of 
consoles With the game controller; and (d) changing payout 
contents on the game result to be aWarded to each of the 
plurality of consoles in accordance With participation timing 
of each of the plurality of consoles With the game controller. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] The accompanying draWings, Which are incorpo 
rated in and constitute a part of this speci?cation illustrate 
embodiments of the invention and, together With the descrip 
tion, serve to explain the objects, advantages and principles of 
the invention. 
[0013] In the draWings, 
[0014] FIG. 1 is a diagram for illustrating a feature of a 
gaming machine directed to the present invention; 
[0015] FIG. 2 is a perspective vieW shoWing an outline 
construction of the gaming machine; 
[0016] FIG. 3 is a diagram illustrating a symbol display part 
of the gaming machine; 
[0017] FIG. 4 is a diagram illustrating pay lines of the 
gaming machine; 
[0018] FIG. 5 is a diagram illustrating a sequential display 
manner of the symbol display part during a game executed by 
the gaming machine; 
[0019] FIG. 6 is an exemplary ?rst payout table of the 
gaming machine; 
[0020] FIG. 7 is an exemplary block diagram illustrating a 
control system of the gaming machine; 
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[0021] FIG. 8 is a perspective view showing an outline 
construction of a console which is one of composing elements 
of the gaming machine; 
[0022] FIG. 9 is a diagram illustrating a wagering screen 
displayed in a liquid crystal display installed in the console; 
[0023] FIG. 10 is an exemplary block diagram illustrating a 
control system of the console which is one of the composing 
elements of the gaming machine; 
[0024] FIG. 11 is a ?owchart of a main control processing 
program to be executed for the gaming machine; 
[0025] FIG. 12 is a ?ow chart of a wagering acceptance 
processing program to be executed for the gaming machine; 
[0026] FIG. 13 is a diagram for illustrating relation between 
each payout table and wagering timing; 
[0027] FIG. 14 is an exemplary fourth payout table of the 
gaming machine; and 
[0028] FIG. 15 is a ?owchart of a control processing pro 
gram to be executed for a console which is one of composing 
elements of the gaming machine. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0029] Here will be described an embodiment of the inven 
tive gaming machine by referring to drawings. 
[0030] A gaming machine 1 of the present embodiment 
allows plural players to participate in a game displayed in a 
communal display 20 installed on a communal display device 
2 through plural consoles 4 (see FIG. 2). Accordingly, a 
player can participate in and enjoy the game to be executed in 
the communal display device 2 by carrying out wagering 
operation with one of the consoles 4. 
[0031] In the gaming machine of the present embodiment, 
so-called slot game is executed. That is, in the gaming 
machine 1, varying display of symbols 46 and varying 
stopped display of symbols 46 are carried out in a symbol 
display part 7 of the communal display 20. Symbols 46 are 
sequentially stopped and displayed per unit of reel display 
region (?ve reel display regions, namely, a ?rst reel display 
region 23 through a ?fth reel display region 27, see FIG. 5). In 
case a combination of stopped and displayed symbols 46 
de?ned by each pay line (see FIG. 4) coincides with a prede 
termined winning symbol combination (see FIG. 6), a payout 
of the winning symbol combination is awarded to the winning 
player. 
[0032] There will be described a feature of a gaming 
machine directed to the present embodiment by referring to 
drawings. FIG. 1 is a diagram for illustrating the feature of the 
gaming machine directed to the present embodiment. 
[0033] As shown in FIG. 1, the gaming machine 1 of the 
present embodiment is programmed to repeatedly execute a 
unit game consisting of a general wagering period and a game 
execution period. A general wagering period is a period to 
only accept participation (i.e., wagering operation and the 
like) of plural consoles 4 (see FIG. 2) composing the gaming 
machine 1. On the other hand, a game execution period is a 
period to execute a unit game of slot game while accepting 
wagering operation of each console 4 after a lapse of a general 
wagering period. That is, during the game execution period, 
wagering operation is accepted similar to the general wager 
ing period and varying display and varying-stopped display 
of symbols 46 in the symbol display part 7 is carried out 
thereby to award a payout (e.g., coins, medals, or gaming 
valuables equivalent to such gaming media) to each console 4 
depending on a game result. 
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[0034] That is, the gaming machine 1 of the present 
embodiment allows the player to participate in a slot game 
through a console 4 any time either the general wagering 
period or the game execution period. In other word, in the 
gaming machine 1, the player can participate in the slot game 
any time during execution of a unit game. The gaming 
machine 1 is thus capable of providing players with conve 
nience of “free game participation timing”. 
[0035] Furthermore, in the gaming machine 1, a wagering 
period corresponding to a game execution period is divided 
into ?ve periods, namely, a ?rst wagering period through a 
?fth wagering period (see FIG. 1). The ?rst wagering period 
through the ?fth wagering period are individually de?ned 
with a predetermined length of time. Termination of each of 
the ?rst wagering period through the ?fth wagering period is 
associated with stopped and displayed timing of symbols 46 
at each reel display region (see FIG. 3). 
[0036] To be more speci?c, termination of a ?rst wagering 
period commencing with varying display of symbols 46 is 
associated with stopped and display timing (time ta) of sym 
bols 46 at a ?rst reel display region 23. In simultaneous with 
the termination of the ?rst wagering period, a second wager 
ing period commences. Termination of the second wagering 
period is associated with stopped and display timing (time tb) 
of symbols 46 at a second reel display region 24. Similarly, 
termination of a third wagering period, that of a fourth wager 
ing period, and that of a ?fth wagering period are associated 
with stopped and display timing (time tc, time td and time te) 
of symbols 46 at a third reel display region 25, at a fourth reel 
region 26 and a ?fth reel region 27, respectively (see FIG. 1). 
[0037] The ?rst wagering period through the ?fth wagering 
period are associated with a ?rst payout table through a ?fth 
payout table, respectively. That is, in the gaming machine 1, 
a payout table to be applied to wagering operation is deter 
mined depending on “which timing to carry out wagering 
operation among a general wagering period, a ?rst wagering 
period through a ?fth wagering period”. 
[0038] The ?rst payout table through the ?fth payout table 
individually de?ne winning symbol combinations (see FIG. 6 
and FIG. 14) and predetermined payout amount for each of 
the winning symbol combinations, wherein payout rate is 
made different among the ?ve payout tables (see FIG. 13). 
[0039] As described, in the gaming machine 1, payout of a 
unit game is determined in accordance with a combination of 
symbols 46 stopped and displayed on each pay line (see FIG. 
4) and payout amount of a winning symbol combination 
de?ned in a payout table. Since an applicable payout table is 
changed depending on wagering operation timing in the gam 
ing machine 1, payout contents to be awarded can be changed 
depending on the wagering operation timing. Since “change 
of payout contents in accordance with wagering operation 
timing” is brought, the gaming machine 1 is thus capable of 
providing players with “variety of payout contents in accor 
dance with a game result”. 

[0040] Furthermore, as wagering operation timing is made 
later, a lower-payout-rated payout table is associated with the 
wagering operation as shown in FIG. 13, which makes it 
possible to “award payout in accordance with game progress 
(the number of already stopped and displayed symbols 46)”. 
As to the slot game, dif?culty of winning payout varies 
depending on the number of already stopped and displayed 
symbols 46, the gaming machine 1 is capable of “providing 
different amount of payout depending on dif?culty of win 
ning payout”. 
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[0041] Here Will be described the schematic structure of the 
gaming machine 1 of the present embodiment by referring to 
FIG. 2. FIG. 2 is a perspective vieW showing an outline 
construction of the gaming machine 1 directed to the ?rst 
embodiment. 
[0042] As shoWn in FIG. 2, the gaming machine 1 of the 
present embodiment comprises the communal display device 
2 and a plurality of consoles 4. 

[0043] The communal display device 2 comprises a com 
munal display 20. The communal display 20 displays slot 
game in Which plural players can participate. Furthermore, 
the communal display 20 displays a symbol display part 7 
When a slot game is executed. In the symbol display part 7, 
varying display and varying-stopped display of symbols 46 
are carried out. 

[0044] The structure of the symbol display part 7 Will be 
described later by referring to draWings. 
[0045] Furthermore, speakers 21, and LEDs 22 are pro 
vided at an upper portion of the communal display device 2. 
The speakers 21 output music and sound effects along game 
progress. The LEDs 22 ?ash for various amusing effects 
depending on game progress. 
[0046] There Will be described the structure of the symbol 
display part 7 to be displayed in the communal display 20 in 
detail. FIG. 3 is a diagram illustrating the schematic structure 
of the symbol display part 7. 
[0047] As shoWn in FIG. 3, the symbol display part 7 con 
sists of ?fteen symbol display regions 31 through 45. A sym 
bol 46 is stopped and displayed in each symbol display 
region. Accordingly, ?fteen symbols 46 in total are stopped 
and displayed in the symbol display part 7. 
[0048] The symbol display part 7 includes ?ve reel display 
regions each of Which has three roWs arranged vertically (see 
FIG. 3). That is, the symbol display part 7 consists of a ?rst 
reel display region 23 through a ?fth reel display region 27. 
For example, a third reel display region 25 consists of a 
symbol display region 37, a symbol display region 38 and a 
symbol display region 39. 
[0049] In each reel display region, varying display and 
varying-stopped display of symbols 46 are carried out per 
de?ned symbol column. Each symbol column consists of ten 
kinds of symbols 46, namely, “SEVEN”, “3-BAR”, 
“2-BAR”, “BAR”, “SMILE”, “4SUN”, “STAR”, “MOON”, 
“HEART” and “CHERRY”. Accordingly, a symbol 46 con 
stituting a symbol column of a corresponding reel display 
region is stopped and displayed in a symbol display region in 
the reel display region. 
[0050] In the symbol display part 7 of the gaming machine 
1, ?ve pay lines (pay line (A) through pay line (E)) are de?ned 
(see FIG. 4). Each pay line consists of ?ve symbol display 
regions. Each pay line is constituted by ?ve symbol display 
regions each of Which belongs to each reel display region. 
[0051] For example, a pay line (B) consists of a symbol 
display region 32, a symbol display region 35, a symbol 
display region 38, a symbol display region 41 and a symbol 
display region 44 and these symbol display regions belong to 
the ?rst reel display region 23 through the ?fth reel display 
region 27, respectively (see FIG. 3 and FIG. 4). 
[0052] As described, in the gaming machine 1, priZe judg 
ment is made in accordance With symbols 46 stopped and 
displayed on a pay line (i.e., ?ve symbol display regions 
constituting the pay line). Furthermore, the gaming machine 
1 alloWs the player to Wager gaming values per pay line. 
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[0053] Back to FIG. 2, there Will be described schematic 
structure of the gaming machine 1. As shoWn in FIG. 2, the 
gaming machine 1 comprises a plurality (?ve in the present 
embodiment) of consoles 4. At each console 4, Wagering 
operation on slot game is carried out by a player. Since each 
console 4 is arranged in front of the communal display device 
2, a player seated at a console 4 can carry out operation for a 
game (e. g., Wagering operation on the slot game, and the like) 
Watching displayed contents in the communal display 20. 
[0054] Next, a schematic structure of each console 4 Will be 
described by referring to draWings. FIG. 8 is a vieW shoWing 
an outline construction of the console 4 directed to the present 
embodiment. 
[0055] As shoWn in FIG. 8, a console 4 comprises a liquid 
crystal display 10, a touch panel 11, operation buttons 12, a 
coin insertion slot 13, a bill insertion slot 14, and a coin 
payout opening 15. The liquid crystal display 10 is mounted 
on an upper face of the console 4 and serves as a display 
device for displaying a Wagering operation screen (see FIG. 
9) for a slot game, a game result screen and the like. 
[0056] The touch panel 11 is provided on a front face of the 
liquid crystal display 10. When a Wagering screen is dis 
played in the liquid crystal display 10, the touch panel 11 
serves as operation means. 

[0057] The operation buttons 12 are operation means for 
carrying out various operations such as payout operation to 
request a payout aWarded to the target console 4. The coin 
insertion slot 13 is a portion for alloWing the player to insert 
coins used as gaming value and similarly, the bill insertion 
slot 14 is a portion for alloWing the player to insert bills. The 
coin payout opening 15 is a portion from Which coins or 
medals corresponding to credits stocked in the console 4 are 
dispensed as payout of credits stocked in the console 4 When 
a payout operation is carried out With the operation buttons 
12. 
[0058] There Will be described the Wagering screen to be 
displayed in the liquid crystal display 10 by referring to 
draWings. FIG. 9 is a diagram illustrating the Wagering screen 
to be displayed in the liquid crystal display 10. 
[0059] As shoWn in FIG. 9, When the Wagering screen is 
displayed, there are additionally displayed the symbol dis 
play part 7 and ?ve pay lines, and at the same time, there are 
formed pay line designation operation regions 80, Wagering 
setting operation regions 81, a credit amount display part 82 
and a payout amount display part 83 in the liquid crystal 
display 10 and the touch panel 11. 
[0060] The pay line designation operation regions 80 are 
regions formed at edge parts of the ?ve pay lines in the liquid 
crystal display 10. The player can designate a pay line for 
Wagering by touching a part of the touch panel 11 Where a 
corresponding to pay line designation operation region 80 is 
located. 
[0061] The Wagering setting operation regions 81 are 
regions for the player to determine the number of Wagering 
upon a pay line designated by operating the pay line desig 
nation operation regions 80. As shoWn in FIG. 9, there are 
provided three kinds of Wagering setting operation region 81 
for designating “l”, “5”, and “10” in the gaming machine 1. 
Accordingly, a Wagering amount corresponding to any one of 
“l”, “5”, and “10” can be set and Wagered upon a designated 
pay line by touching a part of the touch panel 11 Where a 
desired Wagering setting operation region 81 is located. 
[0062] The credit amount display part 82 is a display part 
for displaying amount of credits (gaming values) the player of 
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the target console 4 currently holds. The payout amount dis 
play part 83 is a display part for displaying payout amount 
aWarded to the player through a unit game. 
[0063] Next, there Will be described a playing method of 
the gaming machine 1 directed to the present embodiment. 
The player Who desires to play a game With the gaming 
machine 1 is seated in front of a console 4, designates a play 
line among the pay line (A) through the pay line (E) by 
operating the pay line designation operation regions 80 and 
carries out Wagering operation to Wager upon the pay line 
designated by touching a Wagering setting operation region 
81. 
[0064] Timing to carry out the Wagering operation may be 
any time during a unit game execution period and it does not 
matter Whether it is in a general Wagering period or a game 
execution period. 
[0065] During a game execution period, varying display of 
symbols 46 is carried out at the symbol display part 7 in the 
communal display 20. Per reel display region, varying 
stopped display of symbols 46 is carried out in the order from 
the ?rst reel display region 23 to the ?fth reel display region 
27 With a predetermined length of time being taken (S6 
through S10). 
[0066] When symbols 46 are stopped and displayed in all of 
the symbol display regions 31 through 45 constituting the 
symbol display part 7, priZe judgment is made With respect to 
each pay line and a payout is aWarded to each console 4 Which 
participated in the game in accordance With priZe judgment 
result. 
[0067] It is to be noted that a payout table used at the timed 
of the priZe judgment is a payout table determined among the 
?rst payout table through the ?fth payout table in accordance 
With Wagering operation timing. 
[0068] Next, there Will be described a control system of the 
gaming machine 1 directed to the present embodiment by 
referring to draWings. FIG. 7 is an exemplary block diagram 
illustrating the control system of the gaming machine 1 
directed to the present embodiment. 
[0069] As shoWn in FIG. 7, the gaming machine 1 com 
prises a game controller 50, the plurality of consoles 4, the 
communal display 20 and various peripheral devices. 
[0070] The game controller 50 essentially comprises a 
game control unit 55. The game control unit 55 consists of a 
CPU 56, a ROM 57, and a RAM 58. The ROM 57 stores 
various programs for executing processing required to control 
the entirety of the gaming machine 1, data tables and the like. 
That is, in the ROM 57, there are stored a main control 
program (see FIG. 11), a Wagering accept processing pro 
gram (see FIG. 12), and a ?rst payout table through a ?fth 
payout table. The CPU 56 is a processing unit for executing 
various control programs and serves as the nerve center of 
control under the game control unit 55. The RAM 58 is a 
memory for temporarily storing various data processed by the 
CPU 56. 
[0071] Through an I/ O interface 61, the game control unit 5 
is connected to an LED driving circuit 59, a communication 
interface 60, a sound control circuit 62 and an image control 
circuit 63. 
[0072] The LED driving circuit 59 is connected to the LEDs 
22, Whereby ?ashing manner of the LEDs 22 as game effects 
are changed depending on game progress in accordance With 
control of the game controller 50. The communication inter 
face 60 is connected to a communication interface 74 of each 
console 4 Which constitutes a part of the gaming machine 1. 
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That is, the communication interface 60 is an interface for 
transmitting data and signals betWeen the game control unit 
55 and each console 4. The sound control circuit 62 is con 
nected to the speakers 21 so as to control the speakers 21 to 
output predetermined music and a sound effect in accordance 
With the control of the game controller 50. 

[0073] The image control circuit 63 is connected to the 
communal display 20 and serves as a control circuit for dis 
playing images in the communal display 20 in accordance 
With processing result of the CPU 56. That is, varying display 
and varying-stopped display of symbols 46 in the communal 
display 20 is carried out by the image control circuit 63 along 
game progress. 
[0074] Next, there Will be described a control system of 
each console 4 Which constitutes a part of the gaming 
machine 1 by referring to draWings. FIG. 10 is an exemplary 
diagram illustrating the control system of the console 4. 
[0075] As shoWn in FIG. 10, the control system of the 
console 4 comprises a console control unit 65 Which is essen 
tial to the system, a CPU 66, ROM 67 and RAM 68. 

[0076] The ROM 67 stores various programs for executing 
processing required to control the console 4, data tables and 
the like. That is, the ROM 67 stores a main control program of 
the console 4 (see FIG. 15) and such like various control 
programs. 
[0077] The CPU 66 is a processing unit for executing a 
control program stored in the ROM 67. That is, the CPU 66 
serves as the nerve center of control relating to Wagering 
processing, payout processing and the like. 
[0078] The RAM 68 is a memory for temporarily storing 
various data. To be more speci?c, the RAM 68 stores data 
processed by the CPU 66, namely, amount of credits currently 
stocked in the console 4, a Wagering target selected by the 
player, amount of Wagering (the amount of credits) Wagered 
upon the Wagering target and the like. 
[0079] Through the I/O interface 69, the console control 
unit 65 is connected to a display driving circuit 70, a touch 
panel driving circuit 71, a hopper driving circuit 72, a payout 
completion signal circuit 73 and a communication interface 
74. 

[0080] The display driving circuit 70 is connected to the 
liquid crystal display 10 installed in the console 4. That is, the 
display driving circuit 70 is a circuit for executing display 
control of the liquid crystal display 10. Accordingly, What is 
displayed in the liquid crystal display 10 is controlled by the 
console control unit 65 and the display driving circuit 70. 
[0081] The touch panel driving circuit 71 is connected to 
the touch panel 11 provided on a front face of the liquid 
crystal display 10. That is, the touch panel driving circuit 71 
is a circuit for transmitting an operation signal to the console 
control unit 65 When an operation on the touch panel 11 is 
made. Thereby, the console control unit 65 can detect an 
operation made on the touch panel 11 in case a Wagering 
screen and is displayed in the liquid display 10. 
[0082] The hopper driving circuit 72 is a circuit for control 
ling driving manner of the hopper 75 connected to the hopper 
driving circuit 72 in accordance With a control signal from the 
console control unit 65. The payout completion signal circuit 
73 is a circuit for transmitting a payout completion signal to 
the console control unit 65 When coins to be paid out to the 
coin payout opening 15 are detected by the coin detecting unit 
76 and predetermined number of coins are detected. Accord 
ingly, at the console 4, predetermined number of coins 
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depending on a game result can be paid out in accordance 
With an operation With the operation buttons 12. 
[0083] The communication interface 74 is connected to the 
communication interface 60 of the game controller 50. Since 
the communication interface 60 is connected to the game 
control unit 55, as described, the communication interface 74 
transmits data and signals betWeen to the console 4 and the 
game control unit 55. 
[0084] Next, there Will be described various control pro 
grams to be executed for the gaming machine 1 directed to the 
present embodiment by referring to draWings. 
[0085] Firstly, there Will be described a main control pro 
gram to be executed by the game control unit 55 of the gaming 
machine 1. FIG. 11 is a ?owchart of the main control program 
for the game control unit 55 of the gaming machine 1. 
[0086] As shoWn in FIG. 11, When the poWer of the gaming 
machine 1 is turned on, the game control unit 55 ?rstly carries 
out an initialization processing (S1). At the initialiZation pro 
cessing (S1), processing to initialiZe contents stored in the 
RAM 58, various peripheral devices and the like is carried 
out. After a termination of the initialiZation processing (S1), 
the game control unit 55 goes on to a processing at S2. 
[0087] Going on to S2, the game control unit 55 com 
mences a unit game. That is, the game control unit 55 com 
mences measurement With a clock signal constituting a part 
of the game control unit 55 to commence a general Wagering 
period (see FIG. 1). After commencing the general Wagering 
period of a unit game, the game control unit 55 goes on to a 
processing at S3. 
[0088] Going on to S3, the game control unit 55 refers to the 
clock circuit and judges Whether or the general Wagering 
period has terminated. In case it is judged that the general 
Wagering period has terminated (S3: YES), the game control 
unit 55 goes to a processing at S4. In case it is judged that the 
general Wagering period has not terminated (S3: NO), the 
game control unit 55 returns to the processing at S3 and holds 
processing until the general Wagering period terminates. 
[0089] Going on to S4, the game control unit 55 executes a 
game result determination processing. The game result deter 
mination processing (S4) is to determine game result of a unit 
game. That is, at S4, the game control unit 55 determines 
?fteen symbols 46 to be stopped and displayed in the symbol 
display regions 31 through 45 constituting the symbol display 
part 7. 
[0090] To be more speci?c, the game control unit 55 
executes a lottery program stored in the ROM 57 and extracts 
a random number value from a predetermined random num 
ber value range. Further on, the game control unit 55 deter 
mines symbols 46 to be stopped and displayed in symbol 
display regions constituting respective reel display regions in 
accordance With the extracted random number value and 
along symbol columns corresponding to the respective reel 
display regions 23 through 27. Thereby, symbols 46 to be 
stopped and displayed in ?fteen symbol display regions con 
stituting the symbol display part 7 are determined. 
[0091] After determining symbols 46 to be stopped and 
displayed in the symbol display regions 31 through 45 and 
storing the game result in the RAM 58, the game control unit 
55 goes on to a processing at S5. 

[0092] Next, the game control unit 55 sets a value of a 
counter N to “0” (S5) and commences varying display of 
symbols 46 in the symbol display part 7 (S6). It is to be noted 
that the counter N indicates the number of already terminated 
Wagering periods out of a ?rst Wagering period through a ?fth 
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Wagering period and the number of reel display regions Where 
symbols 46 are already stopped and displayed. The counter N 
is included in the RAM 58. 
[0093] Furthermore, varying display of symbols 46 at S7 is 
carried out per symbol column associated With each reel 
display region. 
[0094] When varying display of symbols 46 in the symbol 
display part 7 is commenced, the game control unit 55 goes on 
to a processing at S7. 

[0095] Going on to S7, the game control unit 55 judges 
Whether or not a predetermined length of time has terminated. 
To be more speci?c, the game control unit 55 refers to the 
clock circuit constituting the game control unit 55 and detects 
Whether or not a Wagering period (i.e., time ta or time tb) has 
passed, Whereby the judgment at S7 is made. For example, 
provided that it is in a ?rst Wagering period, the game control 
unit 55 judges Whether or not a time ta has passed at S7. 
Furthermore, provided that it is in a fourth Wagering period, 
the game control unit 55 judges Whether or not a time td, 
termination time of the fourth Wagering period, has passed. 
[0096] In case the predetermined length of time has passed 
(S7: YES), the game control unit 55 goes on to a processing at 
S8. In case the predetermined length of time has not passed 
yet (S7: NO), the game control unit 55 returns to the process 
ing at S7 and holds the processing until the predetermined 
length of time passes. 
[0097] When the predetermined length of time passes, the 
game control unit 55 adds “1” to the current value of the 
counter N in the RAM 58 (S8). After that, the game control 
unit 55 stops varying display of symbols 46 in a reel display 
region corresponding to the reneWed value of the counter N 
and displays three symbols 46 determined at the game result 
determination processing (S4) in three symbol display 
regions constituting the corresponding reel display region, 
respectively (S9). 
[0098] In case of NIl , “a reel display region corresponding 
to a value of the counter N is the ?rst reel display region 23 
and in case of N:2, it is the second reel display region 24. 
Similarly, the value of “N” corresponds to the third reel dis 
play region 25, the fourth reel display region 26 and the ?fth 
reel display region 27 in respective cases of N:3, 4 and 5. 
[0099] By specifying a reel display region in accordance 
With the value of the counter N, the game control unit 55 can 
specify symbol display regions constituting the target reel 
display region. Furthermore, at the game result determination 
processing (S4), a single symbol 46 is associated With each of 
the ?fteen symbol display regions. Accordingly, the game 
control unit 55 is capable of specifying symbols 46 stopped 
and displayed in symbol display regions constituting the tar 
get reel display region and displaying the determined sym 
bols 46 there. 
[0100] After stopping and displaying symbols 46 deter 
mined at the game result determination processing (S4) in the 
reel display region corresponding to the value of the counter 
N, the game control unit 55 goes on to a processing at S10. 

[0101] Going on to S10, the game control unit 55 refers to 
the counter N in the RAM 58 and judges Whether or not the 
value of the counter N is ”5”. The case that the value of the 
counter N is “5” corresponds to a situation that symbols 46 
determined at the game result determination processing (S4) 
are stopped and displayed in the ?fth reel display region. That 
is, at S10, it is judged Whether or not symbols 46 are stopped 
and displayed in all of the symbol display regions constituting 
the symbol display part 7. 
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[0102] In case the value ofthe counterN is “5” (S10: YES), 
the game control unit 55 goes on to a processing at S11. In 
case the value ofthe counter N is not “5” (S10: NO), the game 
control unit 55 returns to the processing at S7. 

[0103] Going on to S11, the game control unit 55 executes 
a prize judgment processing. The prize judgment processing 
(S11) is to judge Whether or not symbols 46 stopped and 
displayed in symbol display regions of each pay line, deter 
mined in accordance With the game result determination pro 
cessing (S4), coincides With a Winning symbol combination 
(see FIG. 6 and FIG. 14). After making prize judgment per 
pay line, the game control unit 55 stores the prize judgment 
result in the RAM 58 and goes on to a processing at S12. 

[0104] Going on to S12, the game control unit 55 executes 
payout contents determination processing. At the payout con 
tents determination processing (S12), the game control unit 
55 determines payout contents to be aWarded to consoles 4 
Which participated in the slot game in accordance With Wager 
ing information and the prize judgment result obtained at the 
prize judgment processing (S11). 
[0105] It is to be noted that Wagering information is trans 
mitted from the console 4 per Wagering operation (S53) and 
stored in the RAM 58 along Wagering acceptance processing 
to be described later (S24). Furthermore, the Wagering infor 
mation consists of Wagering target (i.e., pay line), the number 
of Wagering and payout table data. The payout table data are 
data to be determined by the Wagering acceptance processing 
program and indicate any one the ?rst payout table through 
the ?fth payout table. That is, at the payout contents determi 
nation processing (S12), the game control unit 55 determines 
payout contents per Wagering operation unit in accordance 
With prize judgment result, Wagering target, the number of 
Wagering and payout table of the payout table data to be 
applied along the Wagering information (e. g., the third payout 
table). 
[0106] After determining payout contents to all of Wager 
ing information stored in the RAM 58, the game control unit 
55 transmits payout data to each console 4 Which transmitted 
its Wagering information. Receiving payout data, the console 
4 can aWard payout to the player depending on the Wagering 
operation. 
[01 07] After terminating the payout contents determination 
processing (S12), the game control unit 55 returns to the 
processing at S2, Whereby the gaming machine 1 can com 
mence a neW unit game. 

[0108] Next, there Will be described the Wagering accep 
tance processing program to be executed for the game control 
unit 55 of the gaming machine 1 by referring to draWings. 
FIG. 12 is a ?owchart of the Wagering acceptance processing 
program. 

[0109] It is to be noted that the Wagering acceptance pro 
cessing program is executed by the game control unit 55 in 
parallel to the afore-mentioned main control processing pro 
gram. 

[0110] When the poWer of the gaming machine 1 is turned 
on, similar to the main control processing program, the game 
control unit 55 commences execution of the Wagering accep 
tance processing program and judges Whether or not to have 
received Wagering information (Wagering target and the num 
ber of Wagering) from each console 4 constituting a part of the 
gaming machine 1. In case of receiving Wagering information 
from the console 4 (S21: YES), the game control unit 55 goes 
on to a processing at S22. In case of not receiving Wagering 

Jul. 24, 2008 

information (S21: NO), the game control unit 55 terminates 
the Wagering acceptance program. 
[0111] After terminating the Wagering acceptance process 
ing program, the game control unit 55 commences execution 
of the Wagering acceptance processing program again. That 
is, the Wagering acceptance program is executed repeatedly 
as long as the poWer of the gaming machine 1 is being sup 
plied. 
[0112] Receiving Wagering information from the console 4 
(S21:YES), the game control unit 55 refers to the clock circuit 
and speci?es a point in time to receive the Wagering informa 
tion. After storing Wagering information in the RAM 58 
together With accept-time data indicating the point in time to 
receive the Wagering information, the game control unit 55 
goes on to a processing at S23. 

[0113] Going on to the processing at S23, the game control 
unit 55 executes a payout table determination processing. At 
the payout table determination processing (S23), the game 
control unit 55 determines a payout table to be applied to the 
Wagering information among the ?rst payout table through 
the ?fth payout table in accordance With the accept-time data. 
[0114] As described, in the gaming machine 1 of the 
present embodiment, there are de?ned ?ve kinds of payout 
tables, namely, the ?rst payout table through the ?fth payout 
table (see FIG. 1 and FIG. 6). As shoWn in FIG. 13, the ?rst 
payout table through the ?fth payout table are de?ned to have 
different payout rate of “100%”, “60%”, “40%”, “20%” and 
“10%”, respectively, in the order from the ?rst payout table to 
the ?fth payout table. 
[0115] In this regard, there Will be described the matter of 
payout rate difference among the ?ve payout tables by taking 
the ?rst payout table of “100%” payout rate and the fourth 
payout table of “20%” payout rate as an example. 
[0116] As shoWn in FIG. 6, according to the ?rst payout 
table, it is de?ned to aWard “100” as payout for “a Winning 
symbol combination including tWo SEVEN symbols stopped 
and displayed on a pay line”. On the other hand, according to 
the fourth payout table shoWn in FIG. 14, it is de?ned to aWard 
“20” as payout for the above speci?ed Winning symbol com 
bination. That is, the payout for the Winning symbol combi 
nation de?ned With the fourth payout table is 20% of the 
payout for the same Winning symbol combination de?ned 
With the ?rst payout table. 
[0117] As shoWn in FIG. 6 and FIG. 14, payouts for all 
Winning symbol combinations de?ned With the fourth payout 
table are de?ned to be 20% of the payouts for all of the 
corresponding Winning symbol combinations de?ned With 
the ?rst payout table. Accordingly, the payout rate de?ned 
With the fourth payout table is 20% of the payout rate de?ned 
With the ?rst payout table. 
[0118] It is to be noted that, similar to the case of the fourth 
payout table, payout rate of the second payout table, that of 
the third payout table and that of the ?fth payout table are 
de?ned to be respectively predetermined rate of that of the 
?rst payout table. That is, as to the second payout table, the 
third payout table and ?fth payout table, payout rate of each 
Winning symbol combination are de?ned to be predetermined 
percentage (“60%”, “40%”, “10%”) of that of the ?rst payout 
table. 
[0119] There Will be described a payout table determina 
tion processing (S23) in detail by referring to draWings. As 
shoWn in FIG. 1 and FIG. 13, the ?rst payout table through the 
?fth payout table are associated With a general Wagering 
period, a ?rst Wagering period through a ?ve Wagering period. 








