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FIG. 3 
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FIG. 4 

Left reei center Peel right reel 
Code NG. sym-boi symbol symbel 

'00 JACKPOT 7 UAGKPGT 7 JAOKPOT 7 

111 PLUM BELL CHERRY 

<72 GRANGE APPLE GRANGE 
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04 _ GRANGE : _ ' CHERRY GRANGE 

'05 PLUM GRANGE PLUM 

06 GRANGE PLUM GRANGE 
07 PLUM GRERRY PLUM 
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14 BLUE 7 BELL BLUE 7 

15 GRANGE APPLE BELL 

16 APPLE _ BELL CHERRY ' ‘ 

17 PLUM STRAWBERRY PLUM 
18 GRANGE _ PLUM GRANGE 
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FIG. 8 
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FIG. 9 (BONUS GAME PROCESS ) 
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GAMING MACHINE SHORTENING THE 
PLAYING TIME AND PLAYING METHOD 

THEREOF 

CROSS REFERENCE TO RELATED 
APPLICATION 

[0001] This application claims the bene?t of US. Provi 
sional Application No. 60/924,978, ?led on Jun. 7, 2007. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The invention relates to a gaming machine in Which 
a playing time is shortened by an operation from an outside, 
and a playing method thereof. 
[0004] 2. Description of RelatedArt 
[0005] In a conventional gaming machine, When a player 
inserts a game medium such as coin or bill into an insertion 
slot of the gaming machine and presses a start button, symbols 
are scroll-displayed in a display mounted on a front of a 
cabinet and the symbols are then stopped automatically. 
[0006] In gaming machines of USA. or Australia, for 
example, as disclosed in a US. Pat. No. 6,383,073Bl, a 
player cannot stop a scroll display of symbol columns, based 
on the player’s intention. Meanwhile, US. Pat. No. 6,471, 
208B2 discloses a gaming machine having a roulette function 
added thereto, Wherein a button is provided to stop the rou 
lette by the player’s intention. 
[0007] In the mean time, in gaming machines of Japan, for 
example, as disclosed inU.S. Pat. Nos. 6,866,582B2 or 7,053, 
585B2, there are provided buttons for each of symbol col 
umns, so as to stop a scroll display of each symbol column by 
a player’s intention. 
[0008] Like this, each country prescribes a variety of rules 
for the gaming machines in legal regulations or voluntary 
regulations. 
[0009] HoWever, if a scroll display of each symbol column 
is not enabled to be stopped by a player’s intention, a player, 
Who feels that it takes a long time for the scroll display of each 
symbol column to stop, may lose an interest in a game. In 
particular, a player Who desires to quickly end a game due to 
certain reasons or a player Who Wants to rapidly knoW a game 
result may have dissatisfaction. 
[0010] In addition, it is preferred in a casino operating 
gaming machines that the rate of operation of a gaming 
machine is raised and the takings are thus increased. HoW 
ever, since it is ?xed a time that is spent until the scroll display 
of each symbol column is automatically stopped, the rate of 
operation of the gaming machine is limited, so that the 
increase in the takings cannot be expected. 
[0011] The invention is to provide a gaming machine hav 
ing an entertainment characteristic, Which is not provided to 
the prior art, and a playing method thereof. 
[0012] In addition, the invention is to provide a gaming 
machine capable of satisfying a player’s desire for a playing 
time and increasing a rate of operation of the gaming machine 
and a playing method thereof. 

SUMMARY OF THE INVENTION 

[0013] The invention provides a gaming machine having 
structures as described beloW. The gaming machine com 
prises a display, an input device and a controller. The display 
arranges many symbols. The input device receives an opera 
tion from an outside. The controller is programmed to operate 
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as described in steps of (a)~(d). The controller is programmed 
(a) to start a variable display of the symbols, based on a 
predetermined condition, (b) to rearrange the symbols in a 
timing at Which a predetermined time has elapsed after the 
variable display is started, (c) to determine a Winning on the 
basis of a relation of the symbols rearranged and (d) to sWitch 
the predetermined time betWeen a base time and a special 
time shorter than the base time, based on the operation 
received by the input device. 
[0014] According to the above structure, based on the 
operation received by the input device, a predetermined time 
is sWitched betWeen a base time and a special time shorter 
than the base time. Accordingly, When the predetermined 
time is sWitched into the special time, the symbols are rear 
ranged in the timing at Which the special time shorter than the 
base time has elapsed, so that the time required for a unit game 
is shortened. Thereby, since the Waiting time of the player is 
shortened, a player Who desires to quickly end the game or a 
player Who Wants to rapidly knoW a game result is satis?ed. In 
addition, When the predetermined time is sWitched into the 
special time, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. As a result, a neW entertainment char 
acteristic can be provided. 

[0015] The invention provides a gaming machine having 
structures as described beloW. The gaming machine com 
prises a display, an input device, a speaker and a controller. 
The display arranges many symbols. The input device 
receives an operation from an outside. The speaker outputs a 
voice sound. The controller is programmed to operate as 
described in steps of (a)~(e). The controller is programmed 
(a) to start a variable display of the symbols based on a 
predetermined condition, (b) to rearrange the symbols in a 
timing at Which a predetermined time has elapsed after the 
variable display is started, (c) to determine a Winning on the 
basis of a relation of the symbols rearranged, (d) to sWitch the 
predetermined time betWeen a base time and a special time 
shorter than the base time, based on the operation received by 
the input device and (e) to output a notifying sound corre 
sponding to an operation received by the input device, from 
the speaker. 
[0016] According to the above structure, based on the 
operation received by the input device, a predetermined time 
is sWitched betWeen a base time and a special time shorter 
than the base time. Accordingly, When the predetermined 
time is sWitched into the special time, the symbols are rear 
ranged in the timing at Which the special time shorter than the 
base time has elapsed, so that the time required for a unit game 
is shortened. Thereby, since the Waiting time of the player is 
shortened, a player Who desires to quickly end the game or a 
player Who Wants to rapidly knoW a game result is satis?ed. In 
addition, When the predetermined time is sWitched into the 
special time, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. In addition, a notifying sound corre 
sponding to an operation received by the input device is 
outputted from the speaker, so that the player is noti?ed that 
the predetermined time is the base time or special time. As a 
result, a neW entertainment characteristic can be provided. 

[0017] The invention provides a gaming machine having 
structures as described beloW. The gaming machine com 
prises a display, an input device and a controller. The display 
arranges many symbols. The input device receives an opera 
tion from an outside. The controller is programmed to operate 
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as described in steps of (a)~(e). The controller is programmed 
(a) to start a variable display of the symbols based on a 
predetermined condition, (b) to rearrange the symbols in a 
timing at Which a predetermined time has elapsed after the 
variable display is started, (c) to determine a Winning on the 
basis of a relation of the symbols rearranged, (d) to shift to a 
speci?c game state When a relation of the symbols rearranged 
is a speci?c relation and (e) to sWitch the predetermined time 
betWeen a base time and a special time shorter than the base 
time, based on the operation received by the input device, in 
the speci?c game state. 

[0018] According to the above structure, based on the 
operation received by the input device in the speci?c game 
state, a predetermined time is sWitched betWeen a base time 
and a special time shorter than the base time. Accordingly, 
When the predetermined time is sWitched into the special 
time, the symbols are rearranged in the timing at Which the 
special time shorter than the base time has elapsed, so that the 
time required for a unit game is shortened. Thereby, since the 
Waiting time of the player is shortened, a player Who desires 
to quickly end the game or a player Who Wants to rapidly 
knoW a game result is satis?ed. In addition, When the prede 
termined time is sWitched into the special time in the speci?c 
game state, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. As a result, a neW entertainment char 
acteristic can be provided. 

[0019] The invention provides a gaming machine having 
structures as described beloW. The gaming machine com 
prises a display, an input device, a speaker and a controller. 
The display arranges many symbols. The input device 
receives an operation from an outside. The speaker outputs a 
voice sound. The controller is programmed to operate as 
described in steps of (a)~(f). The controller is programmed 
(a) to start a variable display of the symbols based on a 
predetermined condition, (b) to rearrange the symbols in a 
timing at Which a predetermined time has elapsed after the 
variable display is started, (c) to determine a Winning on the 
basis of a relation of the symbols rearranged, (d) to shift to a 
speci?c game state When a relation of the symbols rearranged 
is a speci?c relation, (e) to sWitch the predetermined time 
betWeen a base time and a special time shorter than the base 
time, based on the operation received by the input device, in 
the speci?c game state and (f) to output a notifying sound 
corresponding to an operation received by the input device, 
from the speaker. 
[0020] According to the above structure, based on the 
operation received by the input device in the speci?c game 
state, a predetermined time is sWitched betWeen a base time 
and a special time shorter than the base time. Accordingly, 
When the predetermined time is sWitched into the special 
time, the symbols are rearranged in the timing at Which the 
special time shorter than the base time has elapsed, so that the 
time required for a unit game is shortened. Thereby, since the 
Waiting time of the player is shortened, a player Who desires 
to quickly end the game or a player Who Wants to rapidly 
knoW a game result is satis?ed. In addition, When the prede 
termined time is sWitched into the special time in the speci?c 
game state, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. In addition, a notifying sound corre 
sponding to an operation received by the input device is 
outputted from the speaker, so that the player is noti?ed that 
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the predetermined time is the base time or special time. As a 
result, a neW entertainment characteristic can be provided. 

[0021] The invention provides a playing method of a gam 
ing machine repeatedly executing a unit game in Which many 
symbols are rearranged in a display. The method comprises 
steps of: (a) starting a variable display of the symbols based 
on a predetermined condition, (b) rearranging the symbols in 
a timing at Which a predetermined time has elapsed after the 
variable display is started, (c) determining a Winning on the 
basis of a relation of the symbols rearranged and (d) sWitching 
the predetermined time betWeen a base time and a special 
time shorter than the base time, based on the operation 
received by the input device. 
[0022] According to the above structure, based on the 
operation received by the input device, a predetermined time 
is sWitched betWeen a base time and a special time shorter 
than the base time. Accordingly, When the predetermined 
time is sWitched into the special time, the symbols are rear 
ranged in the timing at Which the special time shorter than the 
base time has elapsed, so that the time required for a unit game 
is shortened. Thereby, since the Waiting time of the player is 
shortened, a player Who desires to quickly end the game or a 
player Who Wants to rapidly knoW a game result is satis?ed. In 
addition, When the predetermined time is sWitched into the 
special time, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. As a result, a neW entertainment char 
acteristic can be provided. 
[0023] The invention provides a playing method of a gam 
ing machine repeatedly executing a unit game in Which many 
symbols are rearranged in a display. The method comprises 
steps of: (a) starting a variable display of the symbols based 
on a predetermined condition, (b) rearranging the symbols in 
a timing at Which a predetermined time has elapsed after the 
variable display is started, (c) determining a Winning on the 
basis of a relation of the symbols rearranged, (d) sWitching 
the predetermined time betWeen a base time and a special 
time shorter than the base time, based on the operation 
received by the input device and (e) outputting a notifying 
sound corresponding to an operation received by the input 
device, from the speaker. 
[0024] According to the above structure, based on the 
operation received by the input device, a predetermined time 
is sWitched betWeen a base time and a special time shorter 
than the base time. Accordingly, When the predetermined 
time is sWitched into the special time, the symbols are rear 
ranged in the timing at Which the special time shorter than the 
base time has elapsed, so that the time required for a unit game 
is shortened. Thereby, since the Waiting time of the player is 
shortened, a player Who desires to quickly end the game or a 
player Who Wants to rapidly knoW a game result is satis?ed. In 
addition, When the predetermined time is sWitched into the 
special time, more unit games are performed Within the same 
time. Accordingly, the rate of operation of the gaming 
machine is increased. In addition, a notifying sound corre 
sponding to an operation received by the input device is 
outputted from the speaker, so that the player is noti?ed that 
the predetermined time is the base time or special time. As a 
result, a neW entertainment characteristic can be provided. 

[0025] The invention provides a playing method of a gam 
ing machine repeatedly executing a unit game in Which many 
symbols are rearranged in a display. The method comprises 
steps of: (a) starting a variable display of the symbols based 
on a predetermined condition, (b) rearranging the symbols in 
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a timing at Which a predetermined time has elapsed after the 
variable display is started, (c) determining a Winning on the 
basis of a relation of the symbols rearranged, (d) shifting to a 
speci?c game state When a relation of the symbols rearranged 
is a speci?c relation and (e) sWitching the predetermined time 
betWeen a base time and a special time shorter than the base 
time, based on the operation received by the input device, in 
the speci?c game state. 
[0026] According to the above structure, based on the 
operation received by the input device in the speci?c game 
state, a predetermined time is sWitched betWeen a base time 
and a special time shorter than the base time. Accordingly, 
When the predetermined time is sWitched into the special time 
in the speci?c game state, the symbols are rearranged in the 
timing at Which the special time shorter than the base time has 
elapsed, so that the time required for a unit game is shortened. 
Thereby, since the Waiting time of the player is shortened, a 
player Who desires to quickly end the game or a player Who 
Wants to rapidly knoW a game result is satis?ed. In addition, 
When the predetermined time is sWitched into the special time 
in the speci?c game state, more unit games are performed 
Within the same time. Accordingly, the rate of operation of the 
gaming machine is increased. As a result, a neW entertainment 
characteristic can be provided. 
[0027] The invention provides a playing method of a gam 
ing machine repeatedly executing a unit game in Which many 
symbols are rearranged in a display. The method comprises 
steps of: (a) starting a variable display of the symbols based 
on a predetermined condition, (b) rearranging the symbols in 
a timing at Which a predetermined time has elapsed after the 
variable display is started, (c) determining a Winning on the 
basis of a relation of the symbols rearranged, (d) shifting to a 
speci?c game state When a relation of the symbols rearranged 
is a speci?c relation, (e) sWitching the predetermined time 
betWeen a base time and a special time shorter than the base 
time, based on the operation received by the input device, in 
the speci?c game state and (f) outputting a notifying sound 
corresponding to an operation received by the input device, 
from the speaker. 
[0028] According to the above structure, based on the 
operation received by the input device in the speci?c game 
state, a predetermined time is sWitched betWeen a base time 
and a special time shorter than the base time. Accordingly, 
When the predetermined time is sWitched into the special time 
in the speci?c game state, the symbols are rearranged in the 
timing at Which the special time shorter than the base time has 
elapsed, so that the time required for a unit game is shortened. 
Thereby, since the Waiting time of the player is shortened, a 
player Who desires to quickly end the game or a player Who 
Wants to rapidly knoW a game result is satis?ed. In addition, 
When the predetermined time is sWitched into the special time 
in the speci?c game state, more unit games are performed 
Within the same time. Accordingly, the rate of operation of the 
gaming machine is increased. In addition, a notifying sound 
corresponding to an operation received by the input device is 
outputted from the speaker, so that the player is noti?ed that 
the predetermined time is the base time or special time. As a 
result, a neW entertainment characteristic can be provided. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0029] FIG. 1 illustrates a playing method of a gaming 
machine; 
[0030] FIG. 2 is a block diagram of a gaming machine; 
[0031] FIG. 3 illustrates a display screen; 
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[0032] FIG. 4 shoWs symbols and code numbers thereof; 
[0033] FIG. 5 is a perspective vieW shoWing an external 
appearance of a gaming machine; 
[0034] FIG. 6 is a block diagram shoWing an entire electri 
cal structure of a gaming machine; 
[0035] FIG. 7 is a block diagram shoWing an electrical 
structure of a sub-control substrate of a gaming machine; 
[0036] FIG. 8 is a How chart of a game executing process; 
[0037] FIG. 9 is a How chart ofa bonus game process; and 
[0038] FIG. 10 is a How chart ofa scroll display process. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0039] Hereinafter, it Will be described an embodiment of a 
gaming machine and a playing method according to the 
invention. 
[0040] As shoWn in FIG. 1, a gaming machine repeatedly 
executes a unit game in Which many symbols 180 are rear 
ranged in a display 101 and carries out a playing method 
comprising steps of starting a variable display of the symbols 
based on a predetermined condition; rearranging the symbols 
180 in a timing at Which a predetermined time has elapsed 
after the variable display is started; determining a Winning on 
the basis of a relation of the symbols 180 rearranged; shifting 
to a speci?c game state When a relation of the symbols 180 
rearranged is a speci?c relation; sWitching the predetermined 
time betWeen a base time and a special time shorter than the 
base time, based on the operation received by an input device 
114, in the speci?c game state; and outputting a notifying 
sound corresponding to an operation received by the input 
device 114, from a speaker 102. 
[0041] Herein, the “arrangement” means a state in Which 
the symbols 180 are alloWed to be visible With naked eyes of 
an exterior player. In other Words, in FIG. 1, the symbols 180 
are under state of being displayed in the display WindoWs 7L, 
7C, 7R. In the mean time, the “rearrangement” means arrang 
ing the symbols 180 again after dismissing the arrangement 
of the symbols 180. In addition, the “speci?c game state” 
means a bonus game. The “speci?c relation” means a bonus 
trigger. When a bonus trigger is made in a basic game, a game 
state is shifted to a bonus game from the basic game. 

[0042] (Display 101) 
[0043] As shoWn in FIG. 2, the gaming machine executing 
the playing method comprises a display 101, a speaker 102, a 
controller 100 and an in input device 114. The display 101 has 
a payline L and is con?gured to arrange the symbols 180. 
[0044] The display unit 101 may be a mechanical structure 
With a reel device for arranging the symbols 180 by rotation of 
a reel or electrical structure With a video reel on Which an 

image is displayed for arranging the symbols 180. Further, the 
display unit 101 may be a structure of combining a mechani 
cal structure (reel) and an electrical structure (video reel). The 
electrical structure may include a liquid crystal device, a CRT 
(cathode-ray tube), a plasma display and the like. In addition, 
the number of the display WindoWs 7L, 7C, 7R may be arbi 
trary. A detailed structure of the display unit 101 Will be 
described later. 
[0045] (Speaker 102) 
[0046] The speaker 102 outputs a notifying sound corre 
sponding to an operation received by the input device 114 in 
a bonus game. 

[0047] (Controller 100) 
[0048] The controller 100 is structured to execute a ?rst 
process of starting a variable display of the symbols 180 
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based on a predetermined condition, a second process of 
rearranging the symbols 180 in a timing at Which a predeter 
mined time has elapsed after the variable display is started, a 
third process of determining a Winning on the basis of a 
relation of the symbols 180 rearranged, a fourth process of 
shifting to a speci?c game state When a relation of the sym 
bols 180 rearranged is a speci?c relation, a ?fth process of 
sWitching a predetermined time betWeen a base time and a 
special time shorter than the base time, based on the operation 
received by an input device 114, in a speci?c game state, and 
a sixth process of outputting a notifying sound corresponding 
to an operation received by the input device 114, from a 
speaker 102. In other Words, the controller 100 comprises ?rst 
to sixth processing units. 
[0049] The controller 100 comprises a symbol memory 108 
for storing all symbols 180 and a display symbol memory 107 
for storing the symbols 180 in the symbol memory 108 as a 
display symbol. The display symbol memory 107 can be 
accessed by a display control unit 103. The display control 
unit 103 reads out the symbols 180 in the display symbol 
memory 107 under control of a game executing unit 110 and 
displays the symbols 180 in the display 101. A detailed dis 
play state Will be described later. 
[0050] In addition, the controller 100 comprises a rear 
rangement symbol determining unit 106 that determines sym 
bols to be rearranged in every unit game, based on the sym 
bols 180 stored inthe symbol memory 108. The symbols to be 
rearranged, Which are determined by the rearrangement sym 
bol determining unit 106, are stored in a rearrangement sym 
bol memory 105, are outputted to the display symbol memory 
107 and are then used for an image process in the display 
control unit 103, so that they are displayed in the display 101. 
[0051] Furthermore, the controller 100 is connected to a 
game start unit 109. The game start unit 109 has a function of 
outputting a game start signal by an operation of the player. 
The controller 100 comprises a game executing unit 110 for 
executing a unit game in Which the symbols 180 are rear 
ranged, a combination payout determining unit 111 for deter 
mining a payout in a unit game, and a payout aWard unit 113 
for aWarding the payout determined in the combination pay 
out determining unit 111. 
[0052] The game executing unit 110 starts a variable dis 
play of the symbols 180 arranged in the display 101 With a 
game start signal, as trigger, from the game start unit 109 and 
rearranges the symbols 180 in a timing at Which a predeter 
mined time has elapsed after the variable display is started. In 
other Words, the controller 100 executes a ?rst process of 
starting a variable display of the symbols 180 based on a 
predetermined condition and a second process of rearranging 
the symbols 180 in a timing at Which a predetermined time 
has elapsed after the variable display is started. The combi 
nation payout determining unit 111 determines a payout that 
is determined by a combination of the symbols 180 rear 
ranged on the payline L in a unit game. In other Words, the 
controller 100 executes a third process of determining a Win 
ning on the basis of a relation of the symbols 180 rearranged. 
[0053] In addition, When a combination of the symbols 180 
rearranged on the payline L is a combination of a speci?c 
symbol (“APPLE”), the game executing unit 110 shifts a 
game state to a bonus game from a basic game, With this 
combination as a bonus trigger. In other Words, the controller 
100 executes a fourth process of shifting to a speci?c game 
state When a relation of the symbols 180 rearranged is a 
speci?c relation. 
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[0054] Moreover, the controller 100 is connected to the 
input device 114. As the input device 114 is operated by a 
player in a bonus game, a predetermined time, Which is a 
timing at Which the symbols 180 being variably displayed are 
rearranged, is sWitched betWeen a base time and a special 
time shorter than the base time. Speci?cally, as shoWn in FIG. 
1, When the input device 114 is pushed one time by a player, 
the predetermined time is set as a base time. When the input 
device 114 is pushed tWice by a player, the predetermined 
time is set as a special time. Herein, the “one time push” 
means a push operation in Which a secondary operation is not 
carried out for the input device 114 before an arbitrary time 
(for example, 1 second) has elapsed after the primary opera 
tion is executed for the input device 114. In the mean time, the 
“tWice push” means a push operation in Which a secondary 
operation is carried out for the input device 114 before an 
arbitrary time (for example, 1 second) has elapsed after the 
primary operation is executed for the input device 114. In 
other Words, the controller 100 executes a ?fth process of 
sWitching a predetermined time betWeen a base time and a 
special time shorter than the base time, based on the operation 
received by an input device 114, in a speci?c game state. 
[0055] Moreover, the controller 100 has a speaker control 
unit 112. The speaker control unit 112 outputs a notifying 
sound corresponding to a base time and a notifying sound 
corresponding to a special time shorter than the base time, 
from the speaker 102, based on an operation received by the 
input device 114. Speci?cally, as shoWn in FIG. 1, When the 
input device 114 is pushed one time by a player, a “non 
sound” corresponding to a base time is outputted from the 
speaker 102. In other Words, When the input device 114 is 
pushed one time, no notifying sound is outputted from the 
speaker 102. In the mean time, When the input device 114 is 
pushed tWice by a player, a “notifying sound” corresponding 
to a special time is outputted from the speaker 102. Mean 
While, a “notifying sound” corresponding to the base time 
may be outputted from the speaker 102. In other Words, the 
controller 100 executes a sixth process of outputting a noti 
fying sound corresponding to an operation received by the 
input device 114, from the speaker 102. 
[0056] In the mean time, each block of the controller 100 
may be structured With a hardWare or softWare, as required. 

[0057] (Operation of the Controller 100) 
[0058] In the folloWings, an operation of the controller 100 
Will be described. First, the symbols to be rearranged are 
determined by the rearrangement symbol determining unit 
1 06 and the determined symbols to be rearranged are stored in 
the rearrangement symbol memory 105. The symbols to be 
rearranged, Which the rearrangement symbol memory 105 
stores, are stored in the display symbol memory 107. The 
symbols to be rearranged, Which are stored in the display 
symbol memory 107, are enabled to be displayed in the dis 
play 101 by the display control unit 103. When a unit game is 
executed by the game executing unit 110, a variable display of 
the symbols is started and the symbols to be rearranged, 
Which are stored in the display symbol memory 107, are 
displayed in the display 101 in a timing at Which a predeter 
mined time has elapsed from the start of the variable display, 
so that the symbols 180 are rearranged. Thereby, the control 
ler 100 executes a ?rst process of starting a variable display of 
the symbols 180 based on a predetermined condition and a 
second process of rearranging the symbols 180 in a timing at 
Which a predetermined time has elapsed after the variable 
display is started. 
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[0059] Then, a Winning is determined by a relation of the 
symbols 180 rearranged and a payout based on the Winning is 
awarded by the combination payout determining unit 11 1 and 
the payout aWard unit 113. Thereby, the controller 100 
executes a third process of determining a Winning on the basis 
of a relation of the symbols 180 rearranged. 
[0060] Moreover, When a relation of the symbols 180 rear 
ranged is a speci?c relation (bonus trigger), a game state is 
shifted to a bonus game from a basic game. Thereby, the 
controller 100 executes a fourth process of shifting to a spe 
ci?c game state When a relation of the symbols 180 rear 
ranged is a speci?c relation. 
[0061] Furthermore, as an operation of the player is 
received by the input device 114 in the bonus game, the 
predetermined time, Which is a timing at Which the symbols 
180 being variably displayed are rearranged, is sWitched 
betWeen the base time and the special time shorter than the 
base time. Speci?cally, as shoWn in FIG. 1, When the input 
device 114 is pushed one time by the player, the predeter 
mined time is set as a base time. When the input device 114 is 
pushed tWice by the player, the predetermined time is set as a 
special time. Thereby, the controller 100 executes a ?fth 
process of sWitching a predetermined time betWeen a base 
time and a special time shorter than the base time, based on 
the operation received by the input device 114, in a speci?c 
game state. 

[0062] Furthermore, based on the operation received by the 
input device 114, a notifying sound corresponding to a base 
time and a notifying sound corresponding to a special time 
shorter than the base time are outputted from the speaker 102 
by the speaker control unit 112. Speci?cally, as shoWn in FIG. 
1, When the input device 114 is pushed one time by a player, 
no notifying sound is outputted from the speaker 102. In the 
mean time, When the input device 114 is pushed tWice by a 
player, a “notifying sound” corresponding to a special time is 
outputted from the speaker 102. Thereby, the controller 100 
executes a sixth process of outputting a notifying sound cor 
responding to an operation received by the input device 114, 
from the speaker 102. 
[0063] As can be clearly seen from the above operation, the 
gaming machine 1 executes a playing method comprising 
steps of starting a variable display of the symbols 180 based 
on a predetermined condition; rearranging the symbols 180 in 
a timing at Which a predetermined time has elapsed after the 
variable display is started; determining a Winning on the basis 
of a relation of the symbols 180 rearranged; shifting to a 
speci?c game state When a relation of the symbols 180 rear 
ranged is a speci?c relation; sWitching the predetermined 
time betWeen a base time and a special time shorter than the 
base time, based on the operation received by the input device 
114, in the speci?c game state; and outputting a notifying 
sound corresponding to the operation received by the input 
device 114, from the speaker 102. 
[0064] According to the playing method, based on the 
operation received by the input device 114 in a speci?c game 
state (bonus game), a predetermined time is sWitched 
betWeen a base time and a special time shorter than the base 
time. Accordingly, When the predetermined time is sWitched 
into the special time in a speci?c game state, the symbols 180 
are rearranged in the timing at Which the special time shorter 
than the base time has elapsed, so that the time required for a 
unit game is shortened. Thereby, since the Waiting time of the 
player is shortened, a player Who desires to quickly end the 
game or a player Who Wants to rapidly knoW a game result is 
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satis?ed. In addition, When the predetermined time is 
sWitched into the special time, more unit games are per 
formed Within the same time. Accordingly, the rate of opera 
tion of the gaming machine is increased. In addition, a noti 
fying sound corresponding to an operation received by the 
input device 114 is outputted from the speaker 102, so that the 
player is noti?ed that the predetermined time is the base time 
or special time. As a result, a neW entertainment characteristic 
can be provided. 
[0065] (Display State) 
[0066] It is speci?cally described an example of a display 
state of the display unit 101, With respect to the operation 
processes of the gaming machine 1 and the playing method. 
In the mean time, as shoWn in FIG. 3, the display state is 
described With reference to a structure in Which the display 
unit 101 arranges the symbols in a mechanical reel manner. 
[0067] The display unit 101 has display WindoWs 7L, 7C, 
7R for arranging the symbols 180. The display WindoWs 7L, 
7C, 7R are disposed in a central part of the display unit 101. 
In the display WindoWs 7L, 7C, 7R, the reels, on Which 
symbol columns consisting of the symbols 180 are depicted, 
are rotation-displayed (refer to FIG. 1). In addition, each of 
the display WindoWs 7L, 7C, 7R is divided into upper, central 
and loWer stages 7a, 7b, 70. Each of the symbols is stopped 
(arranged) in the respective stages 7a, 7b, 70. For example, in 
FIG. 3, “PLUM” is stopped in the upper stage 711 of the 
display WindoW 7L, “ORANGE” is stopped in the central 
stage 7b of the display WindoW 7L and “PLUM” is stopped in 
the loWer stage 70 of the display WindoW 7L. As a result, the 
display WindoWs 7L, 7C, 7R display a symbol matrix con 
sisting of 3 columns and 3 roWs. In the mean time, the symbol 
matrix is not limited to 3 columns/3 roWs. 

[0068] In addition, the payline L is provided Which hori 
Zontally traverses the respective display WindoWs 7L, 7C, 7R. 
The payline L is provided to determine a combination of the 
symbols 180. In other Words, When the symbols 180 are 
rearranged on and out of the payline L, a combination is 
determined only for the symbols 180 rearranged on the pay 
line. As a result of the determination for a combination, When 
it is made a Winning combination, it is carried out, for 
example, a process of paying out a coin in accordance With the 
Winning combination. 
[0069] In the mean time, in this embodiment, When the 
symbols stopped on the payline L provided are a predeter 
mined combination, a process of paying out a coin is carried 
out. HoWever, a folloWing structure may be adopted: When a 
predetermined number of symbols referred to as a scatter 
symbol is displayed in the display 101, irrespective of the 
payline L, a process of paying out a coin is carried out. 
[0070] (Symbol, Combination and the Like) 
[0071] As shoWn in FIG. 4, 22 symbols constituting the 
symbol columns are depicted on each of the left reel R1, the 
center reel R2 and the right reel R3. The symbols constituting 
the respective symbol columns are given With one code num 
ber of 0~2l. Each of the symbol columns is constituted With 
a combination of symbols of “JACKPOT 7,” “BLUE 7,” 
“BELL,” “CHERRY,” “STRAWBERRY,” “PLUM,” 
“ORANGE” and “APPLE.” 
[0072] The three successive symbols in the symbol col 
umns are displayed (arranged) in the upper, central and loWer 
stages 7a, 7b, 7c of the display WindoWs 7L, 7C, 7R, respec 
tively, so that they constitute a symbol matrix of 3 columns/3 
roWs in the display WindoWs 7L, 7C, 7R. When a BET button 
is pushed and then a start button is pushed to start a game, the 
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symbol columns depicted on the respective reels R1, R2, R3 
are scroll-displayed in the display WindoWs 7L, 7C, 7R in the 
downward direction as the reels R1, R2, R3 are rotated. After 
a predetermined time period has elapsed, they are stopped 
(rearranged) in the display 7 as the rotation of the reels R is 
stopped. 
[0073] In addition, various Winning combinations are pre 
determined With regard to the respective symbols. The Win 
ning combination is a combination that a combination of 
symbols stopped on the payline L becomes an advantageous 
state to the player. The advantageous state is a state in Which 
a coin is paid out in accordance With the Winning combina 
tion, a state in Which the payout-number of coins is added to 
a credit, a state in Which a bonus game is started, and the like. 
[0074] Speci?cally, When a combination of “APPLE” sym 
bol is stopped on the payline L, a bonus trigger is made and a 
gaming state is shifted to a bonus game from a basic game. In 
addition, When a symbol of “CHERRY” is stopped on the 
payline L, 20 coins (game medium) are paid out per one bet. 
When a symbol of “PLUM” is stopped on the payline L, 5 
coins are paid out per one bet. 

[0075] In the mean time, the bonus game is a gaming state 
that is more advantageous than a basic game. In one embodi 
ment, the bonus game is a free game. The free game is a 
gaming state alloWing a player to play a game for a predeter 
mined number of times, Without betting a coin. The bonus 
game is not particularly limited as long as it is a gaming state 
advantageous to the player, i.e., it is more advantageous than 
the basic game. For example, the bonus game may include a 
state in Which it is possible to obtain more game media than 
the basic game, a state in Which it is possible to obtain a game 
medium in a higher probability than in the basic game, a state 
in Which a game medium is less consumed than in the basic 
game, and the like. Speci?cally, a free game, a second game 
and the like are examples of the bonus game. 
[0076] (Mechanical Structure of the Gaming Machine 1) 
[0077] In the followings, it Will be described an example of 
the gaming machine 1 structured in a mechanical and electri 
cal manner. 

[0078] As shoWn in FIG. 5, the gaming machine 1 is an 
upright-type gaming machine provided in a game arcade such 
as casino and the like and has a cabinet 3 for receiving elec 
trical or mechanical parts so as to execute a game aspect. As 
a display unit 4 for displaying the game information based on 
a game operation of a player, there are provided an upper 
variable display unit 4A, a central variable display unit 4B 
and a loWer variable display unit 4C, for example. Each of the 
display units 4A, 4B, 4C is attached to a front of the cabinet 3 
that is longitudinally long. 
[0079] The upper variable display unit 4A is a display unit 
on Which a player ?xes the eyes during the unit game and has 
a transparent upper liquid crystal panel 5A that is ?xed to a 
front door of the cabinet 3. A variety of effect images are 
displayed in the upper liquid crystal panel 5A during the unit 
game. For example, an effect of a moving picture is per 
formed in the upper liquid crystal panel 5A When a Winning is 
made, for example. 
[0080] The central variable display unit 4A is a rotating 
symbol display panel on Which a player alWays ?xes the eyes 
and has a transparent central liquid crystal panel 5B that is 
?xed to the front door of the cabinet 3. To the central liquid 
crystal panel 5B are provided three transparent display Win 
doWs 7L, 7C, 7R. The symbols of the three reels R1, R2, R3 
provided in the cabinet 3 can be seen from an outside through 
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the respective display WindoWs 7L, 7C, 7R. In addition, a 
single payline L, Which horizontally traverses the three dis 
play WindoWs 7L, 7C, 7R, is displayed in the central liquid 
crystal panel 5B. Moreover, a payout-number display unit 8 
and a credit-number display unit 9 are displayed in an upper 
part of the central liquid crystal panel 5B. 
[0081] The loWer variable display unit 4C has a loWer liquid 
crystal panel 5C that displays a point-number recorded in a 
card or a point-number of a game. A numerical value dis 
played in the loWer liquid crystal panel 5C is based on a 
display result of the central variable display unit 4B. When a 
Winning combination is made in the central variable display 
unit 4B, a point-number of a game displayed in the loWer 
liquid crystal panel 5C is added on the basis of the Winning 
combination made. Aticket printer 14 is provided to a left side 
of the loWer liquid crystal panel 5C and a card reader 15 is 
provided to a right side of the loWer liquid crystal panel SC. 
[0082] An operating table 10 that protrudes forWard from 
the front face of the cabinet 3 is disposed beloW the loWer 
variable display unit 4C. On the operating table 10, there are 
arranged operating buttons 11 (for example, bet button, col 
lect button, start button 11a and the like) as an operating unit 
enabling a player to operate a game. In addition, a coin inser 
tion slot 12 and a bill insertion slot 13 are provided to the 
operating table 10. 
[0083] Herein, in this embodiment, the start button 11a is 
the input device 114 (refer to FIG. 2) described above. When 
the start button 11a is pushed one time, the variable display 
(scroll display) of the symbols 180 are started in the three 
display WindoWs 7L, 7C, 7R after a predetermined time has 
elapsed Which is a timing at Which the symbols 180 being 
variably displayed are rearranged. In addition, When the start 
button 11a is pushed tWice, the variable display (scroll dis 
play) of the symbols 180 are started in the three display 
WindoWs 7L, 7C, 7R after a predetermined time is set as a 
special time, Which is a timing at Which the symbols 180 
being variably displayed are rearranged. 
[0084] A Waist-position panel 17 is disposed beloW the 
operating table 10. The Waist-position panel 17 is a plastic 
panel having a game-related image printed thereto. The Waist 
position panel 17 is ?xed to a loWer front door 18 and illumi 
nated by a cold cathode-ray tube. In addition, a coin tray 19 
that collects coins, Which are paid out on the basis of a game 
result, is disposed beloW the Waist-position panel 17. 
[0085] Furthermore, a light-emitting unit 20 is disposed to 
the cabinet 3 of the gaming machine 1 so that it surrounds a 
game area including the upper variable display unit 4A, the 
central variable display unit 4B, the loWer variable display 
unit 4C and the operating table 10. The light-emitting unit 20 
comprises side lamps 22 that are provided to inclined parts 
21, Which are protruded in a boW shape at front right and left 
ends of the cabinet 3 and at side parts over the upper variable 
display unit 4A, the central variable display unit 4B and the 
loWer variable display unit 4C, speaker lamps 24 that are 
provided to arc-shaped speaker 23, Which are sideWays pro 
truded at the right and left ends of the cabinet 3 adjacent to the 
operating table 10, and are arranged along edges of the speak 
ers 23, under lamps 25 that are provided to a loWer front door 
18 and arranged along loWer edges of the Waist-position panel 
17, and top lamps 26 that are provided to an upper part of the 
upper variable display unit 4A and have poWer lamps 26a 
disposed at both sides and central band-shaped lamps 26b 
arranged in a horizontal direction. 



US 2008/0305849 A1 

[0086] 
[0087] FIG. 6 is a block diagram showing an entire electri 
cal structure of the gaming machine 1 . As shown in FIG. 6, the 
gaming machine 1 has many components about a main con 
trol substrate 71 including a microcomputer 31. The main 
control substrate 71 has a microcomputer 31, a random num 
ber generator 35, a sampling circuit 36, a clock pulse gener 
ating circuit 37, a frequency dividing circuit 38, an illumina 
tion effect driving circuit 61, a hopper driving circuit 63, a 
payout completion signal circuit 65 and a display unit driving 
circuit 67. 

[0088] The microcomputer 31 has a main CPU 32, a RAM 
33 and a ROM 34. The main CPU 32 operates in accordance 
With a program stored in the ROM 34 and executes an input/ 
output of a signal to and from the other components through 
an I/ O port 39, thereby controlling an overall operation of the 
gaming machine 1. The RAM 33 stores data or a stop symbol 
determining program used When the main CPU 32 operates. 
For example, a random number value that is sampled by the 
sampling circuit 36 is temporarily maintained in the RAM 
after a game starts. In addition, the code numbers of the reels 
R1, R2, R3 are stored in the RAM. The ROM 34 stores a 
program that is executed by the main CPU 32 and permanent 
data. 

[0089] The random number generator 35 is operated in 
accordance With an instruction of the main CPU 32 and gen 
erates a random number Within a predetermined range. The 
sampling circuit 36 samples any random number of the ran 
dom numbers that are generated by the random number gen 
erator 35 in accordance With an instruction of the main CPU 
32 and inputs the sampled random number into the main CPU 
32. The clock pulse generating circuit 37 generates a refer 
ence clock for operating the main CPU 32 and the frequency 
dividing circuit 38 inputs a signal that the reference clock is 
divided in a predetermined period to the main CPU 32. 

[0090] In addition, the main control substrate 71 is con 
nected With a reel driving unit 50. The reel driving unit 50 has 
a reel position detecting circuit 51 that detects each position 
of the reels R1, R2, R3 and a motor driving circuit 52 that 
inputs a driving signal to motors M1, M2, M3 for rotating the 
respective reels R1, R2, R3. As the driving signal is inputted 
from the motor driving circuit 52, the motors M1, M2, M3 are 
operated to rotate the respective reels R1, R2, R3. 
[0091] Moreover, the main control substrate 71 is con 
nected With the operating buttons 11 including a start button 
11a for inputting an instruction to rotate the reels R1, R2, R3, 
a collect button, a bet button and the like and alloWs signals 
corresponding to the push of the buttons to be inputted into 
the main CPU 32 via the I/O port 39. 

[0092] In addition, the main control substrate 71 is con 
nected With a bill validator 58, a coin counter 59, a ticket 
printer 14, a card reader 15 and a communication interface 69. 

[0093] The bill validator 58 reads an image of bill inserted 
into the bill insertion slot 13 and receives the normal bill in the 
cabinet 3. In addition, When receiving the normal bill, the bill 
validator 58 outputs an input signal to the main CPU 32 based 
on an amount of the bill. The main CPU 32 stores a credit 
number in the RAM 33, Which corresponds to the amount of 
bill transmitted by the input signal. 
[0094] The coin counter 59 is provided in the coin insertion 
slot 12 and identi?es Whether the coin inserted into the coin 
insertion slot 12 by the player is normal or not. The abnormal 

(Electrical Structure of the Gaming Machine 1) 
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coin is discharged to the coin tray 19. In addition, the coin 
counter 59 outputs an input signal to the main CPU 32 When 
it detects a normal coin. 

[0095] The ticket printer 14 prints a barcode on a ticket, in 
Which data such as credit-number stored in the RAM 33, the 
day and time and identi?cation number of the gaming 
machine 1 is coded, based on the control signal outputted 
from the main CPU 32, and then outputs a ticket having the 
barcode attached thereto. 

[0096] The card reader 15 reads the data from a smart card 
to transmit it to the main CPU 32, or Writes the data to the 
smart card based on a control signal from the main CPU 32. 

[0097] The communication interface 69 is provided to 
communicate With a host computer equipped in the game 
arcade, through the communication line. 
[0098] The illumination effect driving circuit 61 outputs an 
effect signal that causes the light-emitting unit 20 to execute 
an illumination effect. The light-emitting unit 20 consists of 
many lamps or LED including the side lamps 22, the speaker 
lamps 24, the under lamps 25 and the top lamps 26. 
[0099] The hopper driving circuit 63 drives a hopper 64 
under control of the main CPU 32. The hopper 64 executes an 
operation of paying out a coin and pays out the coin to the coin 
tray 19. The payout completion signal circuit 65 inputs data of 
the coin-number from a coin detection unit 66 connected 
thereto and inputs a signal, Which noti?es payout completion 
of the coin When the coin-number reaches a predetermined 
number, to the main CPU 32. The coin detection unit 66 
measures the number of coins paid out by the hopper 64 and 
inputs data of the measured number to the payout completion 
signal circuit 65. The display unit driving circuit 67 controls 
display operations of various display units such as the loWer 
liquid crystal panel SC. 
[0100] Further, the main control substrate 71 is connected 
With a sub control substrate 72. As shoWn in FIG. 7, the sub 
control substrate 72 performs a display control of the upper 
liquid crystal panel 5A of the variable display unit 4A, a 
display control of the central liquid crystal panel 5B of the 
variable display unit 4B and an output control of a voice 
sound by the speaker, based on commands inputted from the 
main control substrate 71. The sub control substrate 72 is 
comprised on a circuit substrate different from the circuit 
substrate constituting the main control substrate 71 and has a 
microcomputer 73 (hereinafter, referred to as “sub micro 
computer”) as a main component. In addition, the sub control 
substrate has a sound source IC 78 controlling a voice sound 
outputted from the speaker 23, a poWer AMP 79 serving as an 
ampli?er and an image control circuit 81 serving as a display 
control means of the upper liquid crystal panel 5A and the 
central liquid crystal panel 5B. 
[0101] The sub microcomputer 73 has a sub CPU 74 that 
performs a control operation in accordance With a control 
command transmitted from the main control substrate 71, a 
program ROM 75 serving as a memory means, a Work RAM 
76, an IN port 77 and an OUT port 80. Although the sub 
control substrate 72 does not have a clock pulse generating 
circuit, a frequency dividing circuit, a random number gen 
erator and a sampling circuit, it is structured to execute a 
random number sampling on the operating program of the sub 
CPU 74. The program ROM 75 stores a control program that 
is executed in the sub CPU 74. The Work RAM 76 is struc 
tured to serve as a temporary memory means When the control 
program is executed in the sub CPU 74. 
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[0102] The image control circuit 81 has an image control 
CPU 82, an image control Work RAM 83, an image control 
program ROM 84, an IN port 85, an image ROM 86, a video 
RAM 87 and an image control IC 88. The image control CPU 
82 determines an image that is displayed in the upper liquid 
crystal panel 5A and the central liquid crystal panel 5B, in 
accordance With the image control program stored in the 
image control program ROM 84, based on a parameter that is 
set in the sub microcomputer 73. 

[0103] The image control program ROM 84 stores an 
image control program that is related to a display in the upper 
liquid crystal panel 5A and the central liquid crystal panel 5B, 
or various selection tables. The image control Work RAM 83 
is con?gured to serve as a temporary memory means When the 
image control program is executed in the image control CPU 
82. The image control IC 88 forms an image corresponding to 
the content determined in the image control CPU 82 and 
outputs it to the upper liquid crystal panel 5A and the central 
liquid crystal panel 5B. 
[0104] The image ROM 86 stores dot data for forming an 
image. The video RAM 87 serves as a temporary memory 
means When an image is formed in the image control IC 88. 

(Operation of the Gaming Machine 1: Main Control Substrate 
71) 

[0105] In the folloWings, a process that is performed in the 
gaming machine 1 Will be described. As the main CPU 32 
reads out and executes a game program, a game is progressed. 

[0106] 
[0107] The main CPU 32 of the gaming machine 1 carries 
out a game executing process routine shoWn in FIG. 8. When 
the game executing process routine is carried out, the main 
CPU 32 determines Whether a coin is bet or not (S10). In this 
process, it is determined Whether an input signal due to a push 
of the bet button is received or not. When it is determined that 
a coin is not bet (S10, NO), the step of S10 is re-executed, so 
that a Waiting state is made until a coin is bet. 

[0108] In the mean time, When it is determined that a coin is 
bet (S10, YES), the credit-number stored in the RAM 33 is 
subtracted in accordance With the coin-number (S11). Mean 
While, When the number of coins bet is greater than the credit 
number stored in the RAM 33, the step of S11 is re-executed 
Without subtracting the credit-number. In addition, When the 
number of coins bet exceeds the upper limit (in this embodi 
ment, 50 pieces) alloWing a player to bet a coin in a single 
game, a step of S12 is executed Without subtracting the credit 
number. 

[0109] Next, it is determined Whether a start button is ON or 
not (S12). When it is determined that the start button is not ON 
(S12, NO), the process is returned to the step of S10. Mean 
While, When it is determined that the start button is not ON 
(for example, the start button is not ON and an instruction to 
end the game is inputted), it is canceled the subtraction result 
in the step of S11. 

[0110] In the mean time, When the start button is ON (S12, 
YES), a symbol determining process is executed (S13). In 
other Words, a stop symbol determining program stored in the 
RAM 33 is executed, so that it is determined a symbol matrix 
including the symbols 180 to be stopped on the payline L. 
[0111] Then, the symbols 180 of the display WindoWs 7L, 
7C, 7R are scroll-displayed (S14).After a scroll display of the 
symbols 180 is started and then a predetermined time (base 
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time) has elapsed, the symbol matrix determined in the step of 
S13 is stopped (rearranged) in the display WindoWs 7L, 7C, 
7R. 
[0112] Then, it is determined Whether a combination is 
made or not, i.e., Whether a combination of the symbols 180 
stopped on the payline L is a Winning combination or not 
(S15). When it is determined that the combination is not a 
Winning combination (S15, NO), this routine is ended. In the 
mean time, When it is determined that the combination is a 
Winning combination (S15, YES), a payout process is 
executed (S16). In other Words, a payout-number of coins 
based on the Winning combination made is calculated. When 
the coins to be paid out are stored, a predetermined number of 
credits is added to the credit-number stored in the RAM 33. In 
the mean time, When the coins are paid out, a control signal is 
transmitted to the hopper 64, so that a predetermined number 
of coins is paid out through the coin tray 19. 
[0113] Then, it is determined Whether a bonus trigger is 
made as a Winning combination (S17). In other Words, it is 
determined Whether a combination of “APPLE” is arranged 
on the payline L. When it is determined that a bonus trigger is 
not made (S17, NO), this routine is ended. In the mean time, 
When it is determined that a bonus trigger is made (S17,YES), 
a bonus game process is executed (S18). The bonus game 
process Will be described later. Then, this routine is ended. 

[0114] (Bonus Game Process) 
[0115] The main CPU 32 of the gaming machine 1 executes 
a bonus game process routine in a step of S18 shoWn in FIG. 
9 When it is determined in the step of S17 of FIG. 8 that a 
bonus trigger is made. When the bonus game process routine 
is executed, the main CPU 32 determines a bonus game 
numberT (A1). Then, it is determined Whether the start button 
1 1a is pushed one time or not (A2). When it is determined that 
the start button 11a is not pushed one time (A2, NO), it is 
determined Whether the start button 1 1a is pushed tWice or not 
(A3). When it is determined that the start button 11a is not 
pushed tWice (A3, NO), the process is returned to the step of 
A2. In the mean time, When it is determined that the start 
button 11a is pushed tWice (A3, YES), a predetermined signal 
is transmitted to the sub control substrate 72 (A4). 
[0116] In the step of A2, When it is determined that the start 
button 11a is pushed one time (A2, YES), or after the step of 
A4, a symbol determining process is executed (A5). In other 
Words, the stop symbol determining program stored in the 
RAM 33 is executed, so that a symbol matrix including the 
three symbols 180 to be stopped on the payline L is deter 
mined. 
[0117] Then, a scroll display process is executed (A6) The 
scroll display process Will be described later. Then, it is deter 
mined Whether a combination is made or not, i.e., Whether a 
combination of the symbols 180 stopped on the payline L is a 
Winning combination or not (A7). When it is determined that 
the combination is a Winning combination (A7, YES), a pay 
out process is executed (A8). In other Words, a payout-num 
ber of coins based on the Winning combination made is cal 
culated. When the coins to be paid out are stored, a 
predetermined number of coins is added to the credit-number 
stored in the RAM 33. In the mean time, When the coins are 
paid out, a control signal is transmitted to the hopper 64, so 
that a predetermined number of coins are paid out to the coin 
tray 19. 
[0118] When it is determined in the step of A7 that the 
combination is not a Winning combination (A7, NO), or after 
the step of A8, it is determined Whether a bonus trigger is 
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made as a Winning combination (A9). In other Words, it is 
determined Whether a combination of “APPLE” is arranged 
on the payline L. When it is determined that a bonus trigger is 
made (A9, YES), a game numbert to be added is determined 
(A10). Then, the game number t to be added is added to the 
bonus game number T (A11). 
[0119] When it is determined in the step of A9 that a bonus 
trigger is not made (A9, NO), or after the step of A11, the 
bonus game number T is subtracted by “1” (A12). Then, it is 
determined Whether the bonus game number is “0” or not 
(A13). When it is determined that the bonus game number is 
not “0” (A13, NO), the process is returned to the step of A2. 
In the mean time, When it is determined that the bonus game 
number is “0” (A13, YES), this sub routine is ended. 
[0120] (Scroll Display Process) 
[0121] In the folloWings, it Will be described a scroll dis 
play process that is executed in the step of A6 of FIG. 9, With 
reference to FIG. 10. When a scroll display process is 
executed, the main CPU 32 scroll-displays the symbols 180 
of the three reels R1, R2, R3, Which are visible from the 
display WindoWs 7L, 7C, 7R (B1). Then, it is determined 
Whether the start button 11a is pushed “tWice” (B2). When it 
is determined that the start button 11a is not pushed “tWice” 
(B2, NO), it is determined Whether a base time has elapsed or 
not (B3). When it is determined that the base time has not 
elapsed (B3, NO), the step of B3 is repeated, so that it is 
regarded that a Waiting state of the base time is made. 
[0122] When it is determined in the step of B2 that the start 
button 11a is pushed “tWice” (B2, YES), it is determined 
Whether a special time has elapsed or not (B4) When it is 
determined that the special time has not elapsed (B4, NO), the 
step of B4 is repeated, so that it is regarded that a Waiting state 
of the special time is made. 
[0123] When it is determined in the step of B3 that the base 
time has elapsed (B3, YES), or When it is determined in the 
step of B4 that the special time has elapsed (B4, YES), the 
symbols 180 of the left reel R1 are stopped (rearranged) in the 
left display WindoW 7L (B5). Then, a Waiting state of prede 
termined time (for example, 1 second or less) is made (B6), 
and then the symbols 180 of the center reel R2 are stopped 
(rearranged) in the center display WindoW 7L (B7). Then, a 
Waiting state of predetermined time (for example, 1 second or 
less) is made (B8), and then the symbols 180 of the right reel 
R3 are stopped (rearranged) in the right display WindoW 7R 
(B9), so that this sub routine is ended. Thereby, the symbols 
180 are sequentially stopped (rearranged) in the three display 
WindoWs 7L, 7C, 7R and the symbol matrix, Which is deter 
mined in the step of A5, is stopped (rearranged) in the display 
WindoWs 7L, 7C, 7R. 
[0124] Like this, in the bonus game, the predetermined time 
is sWitched betWeen the base time and the special time shorter 
than the base time, based on the operation received by the start 
button 11a. Accordingly, When the predetermined time is 
sWitched into the special time in the bonus game, the symbols 
180 are rearranged in the timing at Which the special time 
shorter than the base time has elapsed, so that the time 
required for a unit game is shortened. Thereby, since the 
Waiting time of the player is shortened, a player Who desires 
to quickly end the game or a player Who Wants to rapidly 
knoW a game result is satis?ed. In addition, When the prede 
termined time is sWitched into the special time in the bonus 
game, more unit games are performed Within the same time. 
Accordingly, the rate of operation of the gaming machine 1 is 
increased. 
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[0125] (Process Operation of the Gaming Machine 1: Sub 
Control Substrate 72) 
[0126] When the various processes are performed by the 
game executing process routine in the main control substrate 
71, a result or content corresponding to the process is inputted 
as a command or data to the sub control substrate 72. The sub 
control substrate 72 performs the display of the payout-num 
ber display unit 8 of the central liquid crystal panel 5B or 
credit-number display unit 9 and the like and displays an 
effect image in the upper liquid crystal panel 5A. In addition, 
the sub control substrate 72 performs an effect relating to an 
output of the sound from the speaker 23, in combination With, 
or independently of the effect in the upper liquid crystal panel 
5A. 

[0127] (Notifying Sound Output Process) 
[0128] In addition, the sub CPU 74 of the sub control sub 
strate 72 outputs a notifying sound, Which represents that the 
start button 11a is pushed tWice, from the speaker 23, When it 
receives a signal outputted from the main control substrate 71 
in the step ofA4 of FIG. 9. 
[0129] Like this, as the notifying sound corresponding to 
the operation received by the start button 11a is outputted 
from the speaker 23, the player is noti?ed that the predeter 
mined time is a base time or special time. 

[0130] Although the above descriptions have been pro 
vided With regard to the characteristic parts so as to under 
stand the invention more easily, the invention is not limited to 
the embodiment as described above and can be applied to the 
other embodiments and the applicable scope should be con 
strued as broadly as possible. Furthermore, the terms and 
phraseology used in the speci?cation have been used to cor 
rectly illustrate the invention, not to limit it. In addition, it Will 
be understood by those skilled in the art that the other struc 
tures, systems, methods and the like included in the spirit of 
the invention can be easily derived from the spirit of the 
invention described in the speci?cation. Accordingly, it 
should be considered that the invention covers equivalent 
structures thereof Without departing from the spirit and scope 
of the invention as de?ned in the folloWing claims. Further, 
the abstract is provided so that an intellectual property of?ce 
and a general public institution or one skilled in the art Who is 
not familiar With patent and legal or professional terminology 
can quickly analyZe the technical features and essences of the 
invention through a simple investigation. Accordingly, the 
abstract is not intended to limit the scope of the invention that 
should be evaluated by the claims. In addition, it is required to 
suf?ciently refer to the documents that have been already 
disclosed, so as to fully understand the objects and effects of 
the invention. 
[0131] The above descriptions include a process that is 
executed on a computer or computer netWork. The above 
descriptions and expressions have been provided so that the 
one skilled in the art can understand the invention mo st effec 
tively. In the speci?cation, the respective steps used to induce 
one result or blocks having a predetermined processing func 
tion should be understood as a process having no self-contra 
diction. In addition, the electrical or magnetic signal is trans 
mitted/received and Written in the respective steps or blocks. 
Although the processes in the respective steps or blocks 
embody the signal as a bit, value, symbol character, term, 
number and the like, it should be noted that these have been 
used for the convenience of descriptions. Further, although 
the processes in the respective steps or blocks have been often 
described as an expression common to a human action, the 






