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(57) ABSTRACT 

A slot machine is con?gured to accumulate a portion of 
credits, Which are bet on a unit game for rearranging arranged 
symbols, in an internal counter for counting resources for a 
progressive bonus. When the counted value of this counter 
reaches a predetermined value or more, the slot machine 
noti?es a payout controller of the fact. When the payout 
controller receiving the noti?cation judges that a progressive 
bonus payout condition is satis?ed, the payout controller 
noti?es the slot machine of the judgment result. Upon receipt 
of the noti?cation, the slot machine provides a player With a 
payout for the progressive bonus accumulated in the internal 
counter. 
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GAMING MACHINE SHARING SOURCE OF 
DIVIDEND FOR SPECIAL GAME WITH 

OTHER GAMING MACHINES AND PLAYING 
METHOD THEREOF 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims priority to co-pending US. 
provisional patent application Ser. No. 61/039,971 ?led on 
Mar. 27, 2008, and Which is incorporated by reference herein 
for all purposes. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to a gaming machine 
that shares a source of a dividend for a special game With other 
gaming machines and to a playing method thereof. 
[0004] 2. Description of RelatedArt 
[0005] As described in US. Pat. No. 5,820,459 speci?ca 
tion, US. Pat. No. 6,695,697 speci?cation, U.S. PatentAppli 
cation Publication No. 2003/0,069,073 speci?cation, Euro 
pean Patent Application Publication No. 1,192,975 
speci?cation, US. Pat. No. 6,254,483 speci?cation, US. Pat. 
No. 5,611,730 speci?cation, US. Pat. No. 5,639,088 speci? 
cation, U.S. Pat. No. 6,257,981 speci?cation, US. Pat. No. 
6,234,896 speci?cation, US. Pat. No. 6,001,016 speci?ca 
tion, US. Pat. No. 6,273,820 speci?cation, US. Pat. No. 
6,224,482 speci?cation, US. Pat. No. 4,669,731 speci?ca 
tion, US. Pat. No. 6,244,957 speci?cation, US. Pat. No. 
5,910,048 speci?cation, US. Pat. No. 5,695,402 speci?ca 
tion, US. Pat. No. 6,003,013 speci?cation, US. Pat. No. 
4,283,709 speci?cation, European Patent Application Publi 
cation No. 0,631,798 speci?cation, German Patent Applica 
tion Publication No. 4,137,010 speci?cation, British Patent 
Application Publication No. 2,326,830 speci?cation, Ger 
man Patent Application Publication No. 3,712,841 speci?ca 
tion, US. Pat. No. 4,964,638 speci?cation, US. Pat. No. 
6,089,980 speci?cation, US. Pat. No. 5,280,909 speci?ca 
tion, US. Pat. No. 5,702,303 speci?cation, US. Pat. No. 
6,270,409 speci?cation, US. Pat. No. 5,770,533 speci?ca 
tion, US. Pat. No. 5,836,817 speci?cation, US. Pat. No. 
6,932,704 speci?cation, US. Pat. No. 6,932,707 speci?ca 
tion, US. Pat. No. 4,837,728 speci?cation, European Patent 
Application Publication No. 1,302,914 speci?cation, US. 
Pat. No. 4,624,459 speci?cation, US. Pat. No. 5,564,700 
speci?cation, PCT Patent Application Publication No. 
03/083,795 speci?cation, German Patent Application Publi 
cation No. 3,242,890 speci?cation, European Patent Appli 
cation Publication No. 0,840,264 speci?cation, German 
Patent Application Publication No. 10,049,444 speci?cation, 
PCT Patent Application Publication No. 04/095,383 speci? 
cation, European Patent Application Publication No. 1,544, 
811 speci?cation, US. Pat. No. 5,890,963 speci?cation, 
European Patent Application Publication No. 1,477,947 
speci?cation, and European Patent Application Publication 
No. 1,351,180 speci?cation, in a facility in Which gaming 
machines such as slot machines are provided, a player can 
play a game provided by a gaming machine by making bets 
such as coins, credits, etc., at that gaming machine. 
[0006] For example, a typical slot machine is con?gured to 
execute a slot game by rearranging multiples symbols 
arranged on a display each time a player makes a bet on the 
slot machine and presses a start sWitch. Then, When the sym 
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bols rearranged on the display include a predetermined num 
ber of scatter symbols or When a predetermined Winning 
combination is formed on a payline, the slot machine pro 
vides a payout corresponding to the content of the Winning 
condition. This payout varies largely depending on hoW much 
the player makes the bet on the slot game. 
[0007] When multiple slot machine each con?gured to 
execute the above-described slot game are connected online 
to one another and to execute a game Which is common to all 

the slot machines, it is important to consider a balance 
betWeen a payout to a player Who makes a large bet amount 
and a payout to another player Who only makes a small bet 
amount When players at the slot machines respectively 
receive payouts as a result of the common game. 

SUMMARY OF THE INVENTION 

[0008] An object of the present invention is to provide a 
gaming machine and a playing method thereof Which have 
higher entertainment properties by providing variation in 
payout amounts for a progressive bonus to be aWarded to 
respective players by a trigger that is common to other gaming 
machines. 
[0009] A ?rst aspect of the present invention is a gaming 
machine comprising: a display con?gured to display a unit 
game causing a plurality of arranged symbols to be rear 
ranged; a counter con?gured to count a counted value for a 
progressive bonus; and a controller con?gured to (a) receive 
a noti?cation from a common display unit, the gaming 
machine and another gaming machine being connected 
together to the common display unit, the noti?cation being for 
all the gaming machines connected to the common display 
unit and stating that a progressive bonus aWard condition is 
satis?ed in a progressive bonus aWard determination game 
executed by the common display unit; (b) upon receipt of the 
noti?cation from the common display unit that the progres 
sive bonus aWard condition is satis?ed, provide an aWard for 
the progressive bonus in an amount corresponding to the 
counted value. 
[0010] A second aspect of the present invention is a gaming 
machine comprising: a display con?gured to display a unit 
game causing a plurality of arranged symbols to be rear 
ranged; a counter con?gured to count a counted value for a 
progressive bonus; and a controller con?gured to (a) deter 
mine a bet unit for betting on the unit game on the basis of 
player identi?cation information provided from outside for 
identifying a player of the gaming machine; (b) increment the 
counted value according to an amount bet on the unit game in 
the determined bet unit; (c) receive a noti?cation from a 
common display unit, the gaming machine and another gam 
ing machine being connected together to the common display 
unit, the noti?cation being for all the gaming machines con 
nected to the common display unit and stating that a progres 
sive bonus aWard condition is satis?ed in a progressive bonus 
aWard determination game executed by the common display 
unit; (d) upon receipt of the noti?cation from the common 
display unit that the progressive bonus aWard condition is 
satis?ed, provide an aWard for the progressive bonus in an 
amount corresponding to the counted value. 
[0011] A third aspect of the present invention is a method of 
playing a gaming machine con?gured to display on a display 
a unit game causing a plurality of arranged symbols to be 
rearranged: receiving a noti?cation from a common display 
unit, the gaming machine and another gaming machine being 
connected together to the common display unit, the noti?ca 
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tion being for all the gaming machines connected to the 
common display unit and stating that a progressive bonus 
award condition is satis?ed in a progressive bonus award 
determination game executed by the common display unit; 
and upon receipt of the noti?cation from the common display 
unit that the progressive bonus award condition is satis?ed, 
providing an award for the progressive bonus in an amount 
corresponding to a counted value of a counter being con?g 
ured to count the counted value for a progressive bonus. 
[0012] A fourth aspect of the present invention is a method 
of playing a gaming machine con?gured to display on a 
display a unit game causing a plurality of arranged symbols to 
be rearranged: determining a bet unit for betting on the unit 
game on the basis of player identi?cation information pro 
vided from outside for identifying a player of the gaming 
machine; incrementing a counted value of a counter accord 
ing to an amount bet on the unit game in the determined bet 
unit, the counter being con?gured to count the counted value 
for a progressive bonus; and receiving a noti?cation from a 
common display unit, the gaming machine and another gam 
ing machine being connected together to the common display 
unit, the noti?cation being for all the gaming machines con 
nected to the common display unit and stating that a progres 
sive bonus award condition is satis?ed in a progressive bonus 
award determination game executed by the common display 
unit; upon receipt of the noti?cation from the common dis 
play unit that the progressive bonus award condition is satis 
?ed, providing an award for the progressive bonus in an 
amount corresponding to the counted value. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0013] FIG. 1 is a ?owchart schematically showing proce 
dures to be executed by a slot machine according to an 
embodiment of the present invention. 
[0014] FIG. 2 is an explanatory view showing a display 
example to be displayed on a liquid crystal display of a slot 
machine according to a ?rst embodiment of the present inven 
tion. 
[0015] FIG. 3 is an explanatory view showing partitioned 
regions in a matrix to be de?ned on the display of the slot 
machine according to the ?rst embodiment of the present 
invention. 
[0016] FIG. 4 is a perspective view of the slot machine 
according to the ?rst embodiment of the present invention. 
[0017] FIG. 5 is a block diagram showing a control circuit 
of the slot machine according to the ?rst embodiment of the 
present invention. 
[0018] FIG. 6A is a perspective view showing a rotatable 
reel device of the slot machine according to the ?rst embodi 
ment of the present invention. 
[0019] FIG. 6B is a side view showing the rotatable reel 
device of the slot machine according to the ?rst embodiment 
of the present invention. 
[0020] FIG. 7 is an explanatory view showing a schematic 
con?guration of symbols to be disposed on circumferential 
surfaces of rotatable reels of the slot machine according to the 
?rst embodiment of the present invention. 
[0021] FIG. 8 is an explanatory view showing a schematic 
con?guration of a slot machine system according to the ?rst 
embodiment of the present invention. 
[0022] FIG. 9 is a ?owchart showing procedures to be 
executed by the slot machine according to the ?rst embodi 
ment of the present invention. 
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[0023] FIG. 10 is a ?owchart showing procedures to be 
executed by a payout controller of the slot machine system 
according to the ?rst embodiment of the present invention. 
[0024] FIG. 11 is another ?owchart showing procedures to 
be executed by the payout controller of the slot machine 
system according to the ?rst embodiment of the present 
invention. 
[0025] FIG. 12 is another ?owchart showing procedures to 
be executed by the payout controller of the slot machine 
system according to the ?rst embodiment of the present 
invention. 
[0026] FIG. 13 is an explanatory view showing a display 
example of a slot game to be executed on a display of the slot 
machine according to the ?rst embodiment of the present 
invention. 
[0027] FIG. 14 is an explanatory view showing another 
display example of the slot game to be executed on the display 
of the slot machine according to the ?rst embodiment of the 
present invention. 
[0028] FIG. 15 is a perspective view of a slot machine 
according to a second embodiment of the present invention. 
[0029] FIG. 16 is a block diagram showing a control circuit 
of the slot machine according to the second embodiment of 
the present invention. 

DETAILED DESCRIPTION OF THE 
EMBODIMENTS 

[0030] Now, an outline of operations of a slot machine 
according to an embodiment of the present invention repre 
senting a typical example of a gaming machine of the present 
invention as well as a playing method thereof will be 
described with reference to FIG. 1 to FIG. 8. 

[0031] FIG. 1 is a ?owchart schematically showing an out 
line of operations of a slot machine according to this embodi 
ment and a playing method thereof. FIG. 2 is an explanatory 
view showing a display example to be displayed on a display 
of a slot machine of this embodiment. FIG. 3 is an explanatory 
view showing partitioned regions in a matrix to be de?ned on 
the display of the slot machine of this embodiment. FIG. 4 is 
a perspective view of the slot machine of this embodiment. 
FIG. 5 is a block diagram showing a control circuit of the slot 
machine of this embodiment. FIG. 6A is a perspective view 
showing a rotatable reel device of the slot machine of this 
embodiment. FIG. 6B is a side view showing the rotatable reel 
device of the slot machine of this embodiment. FIG. 7 is an 
explanatory view showing a schematic con?guration of sym 
bols to be disposed on circumferential surfaces of rotatable 
reels of the slot machine of this embodiment. FIG. 8 is an 
explanatory view showing a schematic con?guration of a slot 
machine system including the slot machine of this embodi 
ment. 

[0032] A display 16 (a display) is disposed on a front face of 
a cabinet 11 of a slot machine 10 shown in FIG. 4. As shown 
in FIG. 3, this display 16 includes 15 partitioned regions q11 
to q53. These partitioned regions q11 to q53 are arranged in a 
matrix including ?rst to ?fth columns and ?rst to third rows. 
[0033] In the slot machine 10 of this embodiment shown in 
FIG. 4, symbols that are arranged in the above-described 
partitioned regions q11 to q53 shown in FIG. 3 are rearranged 
every time a unit game is executed. This unit game can be 
executed by rotating and stopping rotatable reels 53a to 53e 
behind the partitioned regions q11 to q53 of the display 16, for 
example. 
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[0034] As shown in FIG. 6A, a rotatable reel device 53 
includes ?ve rotatable reels 53a to 53e that correspond to 
respective Windows 1611 to 16e of the display 16. As shoWn in 
FIG. 7, 21 symbols are laid out at even intervals on a circum 
ferential surface of each of the rotatable reels 53a to 53e. 
These symbols include 9 types of symbols, namely, “A (ace)”, 
“K (king)”, “Q (queen)”, “J (jack)”, “l0”, “umbrella”, “light 
ening”, “cloud”, and “special (man’s face)”. 
[0035] Three symbols on each of the rotatable reels 53a to 
53e are visible to a player through the corresponding parti 
tioned regions q11 to q53. Accordingly, the arrangement and 
the rearrangement of the symbols are executed by rotating 
and stopping the rotatable reels 53a to 53e. 
[0036] Then, When the symbols are rearranged in the 
respective portioned regions q11 to q53 in a unit game as 
shoWn in FIG. 2, a payout amount of credits (an amount of an 
aWard) is determined in accordance With predetermined rules 
on a payout table, and the determined payout amount of 
credits is provided. Thereafter, the symbols in the respective 
partitioned regions q11 to q53 are rearranged When a subse 
quent unit game is started. 
[0037] As shoWn in FIG. 1, the slot machine 10 in FIG. 4 of 
this embodiment ?rstly decides a bet unit of a Wager on the 
unit game to be displayed on the display 16 in FIG. 3 (step 
S1). This bet unit may be decided associated With a player of 
this slot machine 10. For example, player identi?cation infor 
mation may be read out of a smart card oWned by the player 
by using a card reader 36 shoWn in FIG. 4 and the bet unit may 
be decided in accordance With a past game history of the 
player contained in the player identi?cation information. If 
this player is a high roller, it is possible to decide that the bet 
unit for this player is higher than that for an ordinary player. 
[0038] Next, the slot machine 10 accepts a bet of the player 
on one unit game Which is about to be started (step S2). In this 
bet acceptance, an input of a bet amount on the unit game is 
accepted. 
[0039] Thereafter, the slot machine 10 increments a 
counted value of a counter 127 (see FIG. 5) included in the 
slot machine 10, in accordance With the accepted bet (step 
S3). This counted value is a value corresponding to resources 
for a progressive bonus Which are accumulated in the slot 
machine 10. Subsequently, the slot machine 10 judges 
Whether or not the counted value of the counter 127 is a 
predetermined value or more (step S4). 
[0040] This predetermined value may be set up in response 
to the bet unit of the Wager decided in step S1. For example, 
When the bet unit of the Wager becomes larger, the counted 
value of the counter 127 representing accumulation of a por 
tion of the Wager also becomes larger. In conjunction there 
With, it is possible to set the predetermined value to a rela 
tively larger value. In this Way, the number of credits to be 
provided as the progressive bonus is made larger relatively 
depending on the bet unit of the Wager. 
[0041] NoW, When the counted value of the counter 127 is 
the predetermined value or more (YES in step S4), this fact is 
noti?ed to a payout controller 3 provided on a stage 1 Where 
the slot machine 10 is disposed as shoWn in FIG. 8 (step S5). 
Moreover, the slot machine 10 displays the unit game for 
rearranging the multiple arranged symbols on the display 16 
in FIG. 3 (step S6). 
[0042] To be more precise, the player can make the bet of 
the Wager on the unit game by inserting medals or coins that 
represent cashable credits, Which can be cashed in, to the slot 
machine 10. Alternatively, the player can make the bet of the 
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Wager by allocating a designated amount of restricted credits, 
Which are digitaliZed and memorized in the slot machine 10 
and rendered continuously usable as the Wager until cashing, 
to the bet by operating the slot machine 10. 
[0043] In the folloWing description, a unit of the Wager by 
Which the player can make a bet by using the above-described 
cashable credits and the restricted credits Will be referred to as 
a “credit”. For example, When the player inserts a single 
medal or coin to the slot machine 10 as the Wager, this is 
equivalent to making the bet of “one credit” as the Wager. 
MeanWhile, When the player allocates tWo restricted credits to 
the Wager by operating the slot machine 10, this is equivalent 
to making the bet of “tWo credits” as the Wager. 
[0044] In tandem With the above-described display of the 
unit game, the slot machine 10 judges Whether or not the 
payout controller 3 noti?es the slot machine 10 that a pro 
gressive bonus payout condition is satis?ed (step S7). When 
noti?ed (YES in step S7), the slot machine 10 provides a 
payout for the progressive bonus, accumulated in the slot 
machine 10, in accordance With the counted value counted by 
the counter 127 in FIG. 5 (step S8). 
[0045] Here, as shoWn in FIG. 8, the payout controller 3 
con?gured to notify the slot machine 10 of satisfaction of the 
progressive bonus payout condition, Which causes the slot 
machine 10 to provide the payout for the progressive bonus, is 
also connected to other tWo slot machines 10A and 10B. 
Moreover, When the counted value of the counter 127 in any 
of the slot machines 10, 10A, and 10B reaches the predeter 
mined value or more, the any of the slot machines 10, 10A, 
and 10B noti?es the payout controller 3 of that fact. 
[0046] Therefore, the payout controller 3 judges Whether or 
not the progressive bonus payout condition is satis?ed on the 
basis of the noti?cation that the counted value of the counter 
127 for counting the resources for the progressive bonus 
received from any of the slot machines 10, 10A, and 10B 
reaches the predetermined value or more. When the progres 
sive bonus payout condition is satis?ed, the payout controller 
3 can notify any of the slot machines 10, 10A, and 10B of that 
fact. 
[0047] For example, When the payout controller 3 receives 
the noti?cations that the counted value of the counter 127 
reaches the predetermined value or more from all the slot 
machines 10, 10A, and 10B, the payout controller 3 may 
execute a condition satisfaction decision process common to 
the slot machines 10, 10A, and 10B. As a result, When the 
progressive bonus payout condition is satis?ed, the payout 
controller 3 noti?es the slot machines 10, 10A, and 10B of the 
satisfaction of the progressive bonus payout condition. Here, 
the condition satisfaction decision process may employ a 
game mode as similar to the unit game or a lottery mode using 
a random number or the like. 

[0048] In the meantime, in each of the slot machines 10, 
10A, and 10B, some portions of the credits bet on the unit 
games as the Wager by the players are accumulated on the 
counters 127 unique to the respective slot machines 10, 10A, 
and 10B as the resources for the progressive bonus. 

[0049] Here, it is also possible to omit the above-described 
process in step S1, that is, the process in Which the bet unit for 
a player, Who is determined as a high roller according to 
his/her game history in the player identi?cation information, 
is set higher than the bet unit for an ordinary player. 
[0050] MeanWhile, the above-described process in step S3 
may be omitted. In this case, other than the portions of the 
Wagers bet on the unit games, it is possible to accumulate 
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portions of payouts of the unit games generated in the respec 
tive slot machines 10, 10A, and 10B as the resources for the 
progressive bonus to be counted by the counters 127 of the 
slot machines 10, 10A, and 10B, for example. 
[0051] Moreover, the above-described processes in step S4 
and step S5 may also be omitted. In this case, the payout 
controller 3 may be con?gured to judge Whether or not the 
progressive bonus payout condition is satis?ed independently 
from the counted values of the counters 127 in the respective 
slot machines 10, 10A, and 10B, i.e. independently from the 
condition of accumulation of the resources for the progressive 
bonus. 
[0052] According to the slot machine 10 of this embodi 
ment and the playing method thereof, the payouts for the 
progressive bonus occurs concurrently in the respective slot 
machines 10, 10A, and 10B connected to the payout control 
ler 3 by the noti?cation from the payout controller 3 concem 
ing the satisfaction of the progressive bonus payout condi 
tion. Moreover, the resources for the progressive bonus 
counted by the counters 127 of the respective slot machines 
10, 10A, and 10B are used for the payouts to be provided to 
the players at the slot machines 10, 10A, and 10B. 
[0053] For this reason, the payouts for the progressive 
bonus to be provided to the players by the respective slot 
machines 10, 10A, and 10B on the basis of the common 
noti?cation (the noti?cation concerning satisfaction of the 
progressive bonus payout condition) may be set to different 
contents among the slot machines 10, 10A, and 10B. 
[0054] Accordingly, even When the players bet different bet 
amounts on the unit games, each player can receive the payout 
for the progressive bonus Without being in?uenced by the 
contents of the bets on the unit games made by the other 
players. In this Way, it is possible to provide the slot machine 
1 0 and the playing method having higher entertainment prop 
erties by providing variation in payout amounts for the pro 
gressive bonus to be aWarded to the player at the slot machine 
10 by the trigger that is common to the gaming machines 10, 
10A and 10B. 
[0055] Next, details of a slot machine according to a ?rst 
embodiment of the present invention Will be described. As 
shoWn in FIG. 4, the slot machine 10 of this embodiment 
includes a cabinet 11, a top box 12 provided on an upper side 
of the cabinet 11, and a main door 13 provided on a front face 
of the cabinet 11. A display 16 is provided in front of the main 
door 13. As shoWn in FIG. 3, this display 16 includes the 15 
partitioned regions q11 to q53 Which are arranged in a matrix 
including ?rst to ?fth columns and ?rst to third roWs as shoWn 
in FIG. 3. 
[0056] As shoWn in FIG. 4, this display 16 includes the 
Windows 1611 to 16e, alWays displayed in a transparent state, 
corresponding to the ?rst to ?fth columns, respectively. 
Moreover, the rotatable reel device 53 is disposed inside the 
cabinet 11 so as to be located behind the display 16. 

[0057] As shoWn in FIG. 6A, the rotatable reel device 53 
includes the ?ve rotatable reels 53a to 53e that correspond to 
the respective Windows 1611 to 16e of the display 16. More 
over, as shoWn in FIG. 6B, the rotatable reel device 53 
includes driving motors 56a to 56e formed of stepping motors 
for rotating the respective rotatable reels 53a to 53e. The 
rotatable reel device 53 further includes sensors 54a to 54e 
(see FIG. 5) for reading bar codes or for counting the number 
of passage of slits in order to detect rotation, stops, and 
stopped rotational positions of the respective rotatable reels 
53a to 53e. 
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[0058] As shoWn in FIG. 7, the 21 symbols are laid out at 
even intervals on the circumferential surface of each of the 
rotatable reels 53a to 53e. To be more precise, the 9 types of 
symbols, namely, “A (ace)”, “K (king)”, “Q (queen)”, “J 
(jack)”, “l0”, “umbrella”, “lightening”, “cloud”, and “special 
(man’s face)” are laid out in accordance With predetermined 
patterns on the rotatable reels 53a to 53e. 

[0059] In the slot machine 10 of this embodiment, as shoWn 
in FIG. 4, three continuous symbols out of the 21 symbols laid 
out on the circumferential surface of each of the rotatable 
reels 53a to 53e are visible to a player through each of the 
transparent Windows 1611 to 16e of the display 16. That is, the 
Windows 1611 to 16e de?ne the partitioned regions q11 to q13, 
q21 to q23, q31 to q33, q41 to q43, and q51 to q53 in the 
direction of three upper, middle, and loWer roWs correspond 
ing to ?rst to ?fth columns, respectively. 
[0060] Moreover, in the slot machine 10 of this embodi 
ment, one slot game session (the unit game) is executed by 
rearranging the symbols that are arranged in the partitioned 
regions q11 to q53 and are visible to the player through the 
respective Windows 1611 to 16e, by means of rotating and 
stopping the respective rotatable reels 53a to 53e. This slot 
game is usually executable by making a bet using game 
media. In this Way, as shoWn in FIG. 2, the symbols are 
rearranged in the respective partitioned regions q11 to q53 of 
the display 16. 
[0061] This embodiment describes an example of using 
medals as the game media for execution of the slot game. 
HoWever, the media for the slot game are not limited only to 
the medals. For example, it is possible to use coins, tokens, 
electronic money, or other electronic value information (cred 
its) corresponding thereto. 
[0062] Various operation sWitches to be used by the player 
to input instructions concerning game procedures, a medal 
insertion slot 21 con?gured to accept the medals, and a bill 
validator 22 con?gured to validate Whether each bill is 
authentic and to accept authentic bills are provided beloW the 
display 16. Here, the bill validator 22 may also be con?gured 
to read a bar coded ticket 39. 

[0063] Moreover, various operation sWitches are provided 
in the vicinity of medal insertion slot 21 and the bill validator 
22. As the operation sWitches, a payout sWitch 23, a MAX 
BET sWitch 24, a BET sWitch 25, a spin repeat bet sWitch 26, 
and a start sWitch 27 are provided. 

[0064] The BET sWitch 25 is a sWitch for determining the 
number of credits to be bet on the slot game executed on the 
display 16. As Will be described later, a credit equivalent to 
one medal is bet on every time the BET sWitch 25 is pressed. 

[0065] The spin repeat bet sWitch 26 is a sWitch to be 
operated for executing the slot game by making the bet of 
credits Without changing the number of the credits made in 
the previous slot game by operating the BET sWitch 25. 
[0066] The start sWitch 27 is a sWitch for starting the slot 
game after the desired number of credits are bet. When the 
start sWitch 27 is pressed after the medals are inserted into the 
medal insertion slot 21 or the bet of credits is made by using 
the BET sWitch 25, the slot game is started on the display 16. 

[0067] The payout sWitch 23 is a sWitch for providing 
inserted medals. The medals to be provided are discharged 
from a medal payout opening 19 provided at a loWer part on 
the front face of the main door 13. The discharged medals are 
pooled in a medal tray 18. 
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[0068] The MAXBET switch 24 is a switch for making a 
bet, in a single operation, in a maximum amount (such as 30 
medals) that the player can make a bet in one slot game 
session. 
[0069] A foot display 34 is provided at a lower part on the 
front face of the main door 13 and is con?gured to display 
certain images on the basis of image display control data 
included in game software in operation. 
[0070] An upper display 33 is provided on a front face of 
the top box 12. The upper display 33 includes a liquid crystal 
panel which is adopted to display a payout table and the like. 
[0071] Meanwhile, the top box 12 is provided with a 
speaker 29 . A ticket printer 35, a card reader 36, a data display 
37, and a keypad 38 are provided on a lower side of the upper 
display 33. The ticket printer 35 is con?gured to print a ticket 
with a bar code encoding respective data including the 
amount of credits, date and time, an identi?cation number of 
the slot machine 10, and the like and to output the ticket as a 
bar coded ticket 39. 
[0072] The player is able to allow another slot machine to 
read the bar coded ticket 39 and to use the credits as wagers 
for playing the slot games with that slot machine and to 
exchange the bar coded ticket 39 with money bills and the like 
at a predetermined location in a gaming facility (such as a 
cashier in a casino). 
[0073] The card reader 36 allows insertion of a smart card 
and is con?gured to read data out of the inserted smart card 
and to write data into the smart card. The smart card is a card 
carried by the player, which stores data for identifying the 
player, and data concerning a history of games played by the 
player. Here, it is also possible to change an upper limit of the 
bet executable in one slot game session on the basis of the data 
read out of the smart card with the card reader 36. Such a 
change in the upper limit of the bet is bene?cial to a high roller 
player. 
[0074] The smart card may be con?gured to store data 
corresponding to coins, money bills, or credits. Alternatively, 
it is also possible to employ a magnetic stripe card instead of 
the smart card. The data display 37 is formed of a ?uorescent 
display or the like and is adapted to display data read out by 
the card reader 3 6 and data inputted by the player through the 
keypad 38, for example. 
[0075] Meanwhile, instead of the smart card, it is possible 
to use a card that allows noncontact data reading and writing 
by employing a radio frequency identi?cation (RFID) 
method. The keypad 38 is used for inputting instructions and 
data concerning ticket issuance and the like. 
[0076] FIG. 5 is a block diagram showing a control circuit 
of the slot machine of this embodiment. A machine controller 
40 shown in the drawing is a microcomputer which includes: 
an interface circuit group 102; an input-output bus 104; a 
CPU (central processing unit) 106; a ROM (read-only 
memory) 108; a RAM (random access memory) 110; a com 
munication interface circuit 111; a random number generat 
ing circuit 112; a speaker driving circuit 122; a hopper driving 
circuit 124; a counter 127; a display driving circuit 128; 
display controller 140; a motor driving circuit 51 for driving 
the respective driving motors 56a to 56e in the rotatable reel 
device 53; and a reel position detection circuit 52 con?gured 
to detect rotation, stops, and stopped positions of the respec 
tive rotatable reels 53a to 53e by use of outputs from the 
respective sensors 54a to 54e in the rotatable reel device 53. 
[0077] The respective sensors 54a to 54e are disposed so as 
to face margins 55 secured beside layout regions for the 
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respective symbols on the circumferential surfaces of the 
relevant rotatable reels 53a to 53e. Moreover, the respective 
sensors 54a to 54e can detect rotation, stops, and stopped 
positions of the respective rotatable reels 53a to 53e by 
detecting identi?ers such as bar codes that are laid out on the 
margins 55 so as to correspond to the respective symbols. 
Here, it is possible to employ various known methods includ 
ing optical methods or magnetic methods for detection of the 
identi?ers by the respective sensors 54a to 54e. 
[0078] The interface circuit group 102 is connected to the 
input-output bus 104 and this input-output bus 104 inputs and 
outputs data signals and address signals to and from the CPU 
106. 
[0079] The start switch 27 is connected to the interface 
circuit group 102. A start signal outputted from this start 
switch 27 is converted into a certain signal by the interface 
circuit group 102 and is then transmitted to the CPU 106 
through the input-output bus 104. 
[0080] Moreover, the BET switch 25, the MAXBET switch 
24, the spin repeat bet switch 26, and the payout switch 23 are 
connected to the interface circuit group 102. Moreover, 
respective switching signals outputted from these switches 
25, 24, 26, and 23 are supplied to the interface circuit group 
102, then converted into certain signals by this interface cir 
cuit group 102, and then transmitted to the CPU 106 through 
the input-output bus 104. 
[0081] In addition, a medal sensor 43 is connected to the 
interface circuit group 102. The medal sensor 43 is a sensor 
for detecting the medals inserted to the medal insertion slot 21 
and is provided at a medal insertion region of the medal 
insertion slot 21 . A detection signal outputted from this medal 
sensor 43 is supplied to the interface circuit group 102, then 
converted into a certain signal by this interface circuit group 
102, and then transmitted to the CPU 106 through the input 
output bus 104. 
[0082] The ROM 108 for storing system programs and the 
RAM 110 for saving various data are connected to the input 
output bus 104. The RAM 110 is provided with areas and the 
like for managing ?ags and storing a variety of information. 
[0083] The ROM 108 stores a payout table. The payout 
table indicates conditions for generating payouts and corre 
lations between the conditions and the numbers of credits to 
be provided when the conditions are satis?ed. The conditions 
for generating the payouts are determined by which symbols 
are rearranged in the partitioned regions q11 to q53 of the 
display 16. The contents of rearranged symbols for generat 
ing the payouts can be de?ned by the number of scatter 
symbols rearranged in the partitioned regions q11 to q53 in 
the slot game, or by patterns of winning conditions on pay 
lines set in the partitioned regions q11 to q53. In the slot game 
in this embodiment, the CPU 106 determines whether or not 
to generate a payout (to provide a payout of credits) and a 
payout amount of credits (the number of credits subject to be 
provide) on the basis of the payout table and on the symbols 
stopped in the respective partitioned regions q11 to q53. 
[0084] Triggered by acceptance of a starting operation of a 
game by the start switch 27, the CPU 106 reads a game 
execution program out of the ROM 108 and executes a slot 
game. The game execution program is a program for execut 
ing the slot game by driving the respective driving motors 56a 
to 56e of the rotatable reel device 53 by way of the motor 
driving circuit 51. 
[0085] Speci?cally, the slot game involving: simulta 
neously varying and displaying the symbols in all the parti 
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tioned regions q11 to q53 of the display 16; stopping the 
symbols; and, if the rearranged symbols satis?es any of the 
contents for providing the payout, providing a payout in the 
payout amount on the basis of the payout table stored in the 
ROM 108. 
[0086] Moreover, the random number generating circuit 
112, the communication interface circuit 111, the display 
controller 140, the hopper driving circuit 124, and speaker 
driving circuit 122, the counter 127, the display driving cir 
cuit 128, the motor driving circuit 51, and the reel position 
detection circuit 52 are connected to the input-output bus 104. 
[0087] The communication interface circuit 111 is con 
nected to a hall server, for example, and transmits data such as 
a play history executed by the slot machine 10 to the hall 
server. Meanwhile, the communication interface circuit 111 
receives various data transmitted from the hall server. 
[0088] The random number generating circuit 112 gener 
ates a random number for determining whether or not to 
generate a winning combination or a jackpot in the slot game 
executed on the display 16. 
[0089] The counter 127 has a function to count resources 
for the progressive bonus. The resources for the progressive 
bonus counted by the counter 127 are formed by accumulat 
ing a portion of the bet when the bet with a predetermined 
amount or more is made on one slot game session. Here, the 
counter 127 may also be provided inside the RAM 110. 
[0090] The display driving circuit 128 performs control to 
display an amount of payout in a payout amount display 
region 48 de?ned in a lower left region of the display 16. 
[0091] The speaker driving circuit 122 output sound data to 
the speaker 29. Speci?cally, the CPU 106 reads the sound data 
stored in the ROM 108 and transmits the sound data to the 
speaker driving circuit 122 through the input-output bus 104. 
In this way, predetermined sound effects are outputted from 
the speaker 29. 
[0092] The hopper driving circuit 124 outputs a payout 
signal to the hopper 44 when a payout is generated. Speci? 
cally, when a payout signal is inputted from the payout switch 
23, the CPU 106 outputs a driving signal to the hopper driving 
circuit 124 through the input-output bus 104.Accordingly, the 
hopper 44 discharges the medals equivalent to the remaining 
amount of credits at that point stored in a predetermined 
memory region of the RAM 110. 
[0093] The display controller 140 performs display control 
to the display 16 to always display the windows 1611 to 16e 
transparently. Speci?cally, the CPU 106 generates an image 
display instruction signal to instruct the display 16 to always 
display the windows 1611 to 16e transparently and outputs the 
image display instruction signal to the display controller 140 
through the input-output bus 104. Upon receipt of the image 
display instruction signal outputted from the CPU 106, the 
display controller 140 generates a driving signal for driving 
the display 16 on the basis of the image display instruction 
signal and outputs the driving signal thus generated to the 
display 16. In this way, the windows 1611 to 16e are always 
displayed transparently. 
[0094] The slot machine 10 in FIG. 4 having the above 
described con?guration is disposed on the stage 1 together 
with two other slot machines 10A and 10B as shown in FIG. 
8. The payout controller 3 is housed in this stage 1. This 
payout controller 3 manages satisfaction of payout conditions 
for the progressive bonus on the respective slot machines 10, 
10A, and 10B. The progressive bonus is counted indepen 
dently of the respective slot machines 10, 10A, and 10B. 
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[0095] The two slot machines 10A and 10B to be disposed 
on the stage 1 together with the slot machine 10 basically have 
the same con?guration as that of the slot machine 10. Each of 
the payout table stored in the ROM 108 of the slot machine 
10A or the slot machine 10B basically has the same con?gu 
ration as the payout table stored in the ROM 108 of the slot 
machine 10. 

[0096] Next, operations that are common to the respective 
slot machines 10, 10A, and 10B will be described with refer 
ence to a ?owchart shown in FIG. 9. FIG. 9 is the ?owchart 
showing procedures of a slot game process to be executed by 
the CPU 106 shown in FIG. 5 in accordance with the game 
execution program stored in the ROM 108. 

[0097] First, when the CPU 106 starts the slot game process 
shown in FIG. 9, the CPU 106 executes a bet unit setting 
process in step S10. In this bet unit setting process, the CPU 
106 reads the player identi?cation information out of the 
smart card carried by the player by using the card reader 36 in 
FIG. 4. When the CPU 106 judges that this player is a high 
roller according to the past game history of the player 
included in the player identi?cation information, the CPU 
106 sets the bet unit higher than that in an ordinary case. 

[0098] Next, in step S11, the CPU judges whether or not 
credits are bet. In this process, the CPU 106 judges whether or 
not the CPU 106 receives any of a signal to be outputted from 
the BET switch 25 at the time of pressing the BET switch 25 
or a signal to be outputted from the MAXBET switch 24 at the 
time of pressing the MAXBET switch 24. The process returns 
to step S11 when the CPU 106 judges that no credits are bet. 

[0099] On the other hand, when the CPU 106 judges that 
the credits are bet in step S11, the process goes to step S12 
where the CPU 106 subtracts the number of credits stored in 
the RAM 110 by a number depending on the bet number of 
credits. 

[0100] Next, in step S13, the CPU 16 judges whether or not 
the start switch 27 is pressed. In this process, the CPU 106 
judges whether or not the CPU 1 06 receives a signal outputted 
from the start switch 27 at the time of pressing the start switch 
27. 

[0101] When the CPU 106 judges that the start switch 27 is 
not pressed, the process returns to step S11. Note that when 
the start switch 27 is not pressed (for example, when an 
instruction to terminate the game is inputted instead of press 
ing the start switch 27), the CPU 106 cancels a result of 
subtraction calculation of the number of credits in Step S12. 

[0102] Next, when the CPU 16 judges that the start switch 
27 is pressed in step S13, the CPU 106 transitions from step 
S13 to step S14 to execute an updating process of a counted 
value of the progressive bonus. In this process, the CPU 106 
executes the process to increment the counted value for 
counting the resources for the progressive bonus to be 
counted by the counter 127 by an amount equivalent to a 
portion of the credits (such as one-third of the all credits to be 
bet) bet in step S11. Then the process goes to step S15. 
[0103] In step S15, the CPU 106 judges whether or not the 
counted value for counting the resources for the progressive 
bonus to be counted by the counter 127 is a predetermined 
value or more. When the counted value is not the predeter 
mined value or more (NO in step S15), the CPU 106 transi 
tions to a process in step S17 to be described later. On the 
other hand, when the counted value of the counter 127 is the 
predetermined value or more (YES in step S15), the CPU 106 
noti?es the payout controller 3 in step S16 that the counted 
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value of the counter 127 is the predetermined value or more. 
Thereafter, the process goes to step S17. 
[0104] In step S17, the CPU 106 determines stopped sym 
bols. In this process to determine the stopped symbols, the 
CPU 106 determines the symbols to be stopped and displayed 
(rearranged) on the respective partitioned regions q11 to q53 
by executing a stopped symbol determination program that 
constitutes part of the game execution program stored in the 
ROM 108. 
[0105] According to this stopped symbol determination 
process, each of the symbols to be rearranged in the respective 
partitioned regions q11 to q53 are selected from the 9 types of 
symbols of “A (ace)”, “K (king)”, “Q (queen)”, “J jack)”, 
“l0”, “umbrella”, “lightening”, “cloud”, and “special (man’s 
face)” that are shoWn in FIG. 7. 
[0106] Next, the CPU 106 executes a symbol varying and 
displaying process in step S18. This is the process to start 
varying and displaying symbols in the partitioned regions q1 1 
to q53 as shoWn in FIG. 13, and then to stop the symbols in the 
partitioned regions q11 to q53 as shoWn in FIG. 14. As a result 
of executing the process for starting and stopping the varying 
display of symbols, the symbols are rearranged in the parti 
tioned regions q11 to q53. The symbol varying and displaying 
process in step S18 is executed by rotating and stopping the 
rotatable reels 53a to 53e of the rotatable reel device 53 While 
driving the driving motors 56a to 56e With the motor driving 
circuit 51. 
[0107] After completion of the varying and displaying pro 
cess, the CPU 106 proceeds to step S19 and judges Whether or 
not there the symbols rearranged in the partitioned regions 
q11 to q53 forms any Winning combination. That is, the CPU 
106 judges Whether or not the condition for generating the 
Winning is satis?ed. 
[0108] In this step S19, the CPU 106 refers to the payout 
table stored in the ROM 108 and judges Whether or not the 
content of the symbols rearranged in the above-described step 
S18 coincides With any of the contents of the symbol-rear 
rangement de?ned on the payout table as subjects to generate 
the payouts. 
[0109] Subsequently, When the content of the rearranged 
symbols coincides With any of the contents of rearranged 
symbols de?ned on the payout table, the CPU 106 judges that 
the Winning is established, and determines the payout amount 
of credits in the slot game by using the payout amount de?ned 
corresponding to the content of the symbol-rearrangement in 
step S20. Thereafter, the process transitions from step S20 to 
the next step S21. 
[0110] On the other hand, When the contents of the symbols 
rearranged in step S18 does not coincide With any of the 
contents of the symbol-rearrangement for generating the pay 
outs as de?ned on the payout table, the CPU 106 judges that 
the Winning is not established and therefore proceeds to step 
S21. 

[0111] In step S21, the CPU 106 judges Whether or not the 
payout controller 3 noti?es the CPU 106 that the payout 
condition for progressive bonus is satis?ed. When not noti?ed 
that the payout condition for progressive bonus is satis?ed 
(NO in step S21), the CPU 106 proceeds to step S23 to be 
described later. When noti?ed that the payout condition for 
progressive bonus is satis?ed (YES in step S21), the CPU 106 
executes a progressive bonus payout process in step S22. 
[0112] In the progressive bonus payout process in step S22, 
the CPU 106 determines the payout amount of credits in the 
progressive bonus equal to the number of credits correspond 
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ing to the resources for the progressive bonus counted by the 
counter 127, and then proceeds to the next step S23. 
[0113] In step S23, the CPU 106 executes a payout process 
to provide the payout of credits that corresponds to the pay 
out. In this payout process, the CPU 106 adds the credits 
corresponding to the Winning outcome in the above-de 
scribed step S19 and the credits corresponding to the payout 
for the progressive bonus in the above-described step S21 to 
the number of credits stored in the RAM 110. Thereafter, the 
process returns to the above-described step S11 to execute the 
next slot game process. 
[0114] As apparent from the above description, in this 
embodiment, the CPU 106 constitutes a controller as de?ned 
in the claims. 
[0115] As described above, as the CPU 106 executes the 
updating process of the counted value of the progressive 
bonus in step S14, the payouts for the progressive bonus to be 
provided by the slot machines 10, 10A, and 10B use the 
credits individually accumulated by the counters 127 of the 
slot machines 10, 10A, and 10B as the resources for the 
payouts. This payout controller 3 canbe formed of a computer 
that includes the CPU, the ROM, and the RAM. 
[0116] Next, operations of the payout controller 3 Will be 
described With reference to ?oWcharts shoWn in FIG. 10 to 
FIG. 12. FIG. 10 to FIG. 12 are the ?oWcharts shoWing 
procedures of a progressive bonus payout condition manage 
ment process, a noti?cation reception process, and a payout 
noti?cation process to be executed by the payout controller 3 
in accordance With programs stored in the ROM. 
[0117] First, When the payout controller 3 starts the pro 
gressive bonus payout condition management process shoWn 
in FIG. 10, the payout controller 3 repeatedly executes the 
noti?cation reception process in step S31 and the payout 
noti?cation process in step S32. 
[0118] In the noti?cation reception process in step S31, as 
shoWn in FIG. 11, the payout controller 3 judges Whether or 
not all of the slot machines 10, 10A, and 10B notify the 
payout controller 3 that the predetermined amount of credits 
or more is accumulated in the counters 127 as the resources 

for the progressive bonus (step S310). 
[0119] When noti?ed from all the slot machines 10, 10A, 
and 10B as shoWn in FIG. 11 (YES in step S310), the payout 
controller 3 sets a reception ?ag F to “1” (step S311) and then 
terminates the noti?cation reception process. When any of or 
all the slot machines 10, 10A, and 10B does not notify the 
payout controller 3 (NO in step S310), the payout controller 3 
sets the reception ?ag F to “0” (step S312) and then terminates 
the noti?cation reception process. 
[0120] In addition, in the payout noti?cation process in step 
S32, the payout controller 3 judges Whether or not the recep 
tion ?ag F is set to “l” as shoWn in FIG. 12 (step S320). The 
payout noti?cation process is terminated if the reception ?ag 
F is not set to “1” (NO in step S320). 
[0121] On the other hand, When the reception ?ag F is set to 
“1” (YES in S320), the payout controller 3 judges Whether or 
not to generate the payouts for the progressive bonus at the 
respective slot machines 10, 10A, and 10B (step S321). This 
judgment may be performed by means of a lottery process 
using a random number table or by means of a game process 
such as a slot game common to the respective slot machines 
10, 10A, and 10B. 
[0122] In order to judge Whether or not to generate the 
payouts for the progressive bonus at the respective slot 
machines 10, 10A, and 10B by the game process described 










