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(57) ABSTRACT 

In the slot machine 1, in a case that the Symbol combination 
Stopped and displayed through the variable display portions 
21 to 25 becomes three symbols “SARDINE” which are 
Stopped and displayed at the same time with no relation to 
the activated pay lines in the base game or the bonus game, 
or in a case that five symbols “WILD’ are stopped and 
displayed on the activated pay line, or in a case that the JP 
is won (S62: YES), the first reel strip 101 variably moving, 
Stopping and displaying the Symbols on the variable display 
portion 21 is changed to the Sixth reel Strip in which more 
the symbol “WILD" and the symbol “SARDINE" are 
included, till any one of the termination conditions is Satis 
fied form the next game, thereby the game State Shifts to the 
probability change mode in which the probability to win the 
winning Symbol combination increases in comparison with 
the normal mode (S63). 
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GAMING MACHINE 

CROSS-REFERENCE TO THE RELATED 
APPLICATIONS(S) 

0001. This application is based upon and claims a priority 
from the prior Japanese Patent Application Nos. 2004 
228546 filed on Aug. 4, 2004, 2004-228592 filed on Aug 4, 
2004, 2004-228613 filed on Aug. 4, 2004, 2004-228463 filed 
on Aug. 4, 2004, 2004-228518 filed on Aug. 4, 2004 and 
2004-2284.09 filed on Aug. 4, 2004, the entire contents of 
which are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0002) 1. Field of the Invention 
0003. The present invention relates to a gaming machine 
in which a predetermined number of game media are paid 
out to a player in a case that Symbols Stopped and displayed 
on a variable display device become a Symbol combination 
corresponding to a predetermined winning Symbol combi 
nation. In particular, the present invention relates to a 
gaming machine through which variegated games can be 
provided to the player without losing interest for games by 
producing a special game State in which a probability 
capable of Stopping and displaying the predetermined win 
ning Symbol combination on the variable display device 
increases. 

0004 And the present invention relates to a gaming 
machine in which a game to conduct variable display of 
Symbols and to Stop and display the Symbols is repeated and 
continued. In particular, the present invention relates to a 
gaming machine in which a game State shifts to a special 
game mode that a probability according to which a prede 
termined winning Symbol combination is stopped and dis 
played on a variable display device increases, when a 
predetermined number concerning with the game, Such 
number being accumulatively added corresponding to con 
tinuity of the game, becomes a predetermined value, thereby 
variegated games can be provided to the player without 
losing interest for games. 
0005 Further, the present invention relates to a gaming 
machine in which a game to conduct variable display of 
Symbols and to Stop and display the Symbols is repeated and 
continued. In particular, the present invention relates to a 
gaming machine in which a game State shifts to a special 
game mode that a probability according to which a prede 
termined winning Symbol combination is stopped and dis 
played on a variable display device increases, when an 
elapsing time counted from a predetermined Standard time 
becomes a predetermined time, thereby variegated games 
can be provided to the player without losing interest for 
gameS. 

0006 And the present invention relates to a gaming 
machine in which a game to conduct variable display of 
Symbols and to Stop and display the Symbols is repeated and 
continued. In particular, the present invention relates to a 
gaming machine in which a game State shifts to a special 
game mode that a probability according to which a prede 
termined winning Symbol combination is stopped and dis 
played on a variable display device increases, based on a 
lottery result, thereby variegated games can be provided to 
the player without losing interest for games. 
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0007 Further, the present invention relates to a gaming 
machine in which a game to conduct variable display of 
Symbols and to Stop and display the Symbols is repeated and 
continued. In particular, the present invention relates to a 
gaming machine in which a game State shifts to a special 
game mode that a probability according to which a prede 
termined winning Symbol combination is stopped and dis 
played on a variable display device increases, when a payout 
rate measured corresponding to continuity of the game 
becomes a predetermined rate, thereby variegated games can 
be provided to the player without losing interest for games. 
0008 And the present invention relates to a gaming 
machine in which a game to conduct variable display of 
Symbols and to Stop and display the Symbols is repeated and 
continued. In particular, the present invention relates to a 
gaming machine in which a game State shifts to a special 
game mode that a probability according to which a prede 
termined winning Symbol combination is stopped and dis 
played on a variable display device increases, when a 
predetermined number of game media accumulatively 
Stored with a predetermined rate becomes a predetermined 
number, thereby variegated games can be provided to the 
player without losing interest for games. 
0009 2. Description of Related Art 
0010 Conventionally, it is raised a slot machine as a 
gaming machine in which Symbols displayed on each of 
variable display portions in the variable display device are 
determined on the basis of random numbers and a payout is 
paid out according to the Symbol combination displayed on 
the variable display portions. 

0011 And in the above mentioned slot machine, as a 
game method to draw player's attention, it is popularized a 
game method which provides a bonus game. For example, 
this bonus game means a game which is executed in the Slot 
machine when a predetermined Symbol arrangement is real 
ized and in which games with a predetermined number of 
times can be conducted without inserting medals or which 
gives a beneficial condition to the player that Symbols are 
easily arranged for a predetermined time in comparison with 
a base game. For example, as shown in Unexamined Japa 
nese Publication No. 2003-180908, it is disclosed a video 
Slot machine in which it is conducted a bonus game that 
when more than two target Symbols TS on reels are stopped 
on a head line, remaining reels are again automatically 
rotated with a predetermined number of times while the reels 
of which the target symbols TS are stopped on the head line 
are fixed. 

0012 However, in the video slot machine disclosed in the 
above reference, although two game modes of the base game 
and the bonus game are provided and games are made 
Variegated, there occurs no change in a game Stream in each 
of the games. Therefore, although it can be raised expecta 
tion of the player that the game mode will change to a 
beneficial state for the player till the game mode shifts to the 
bonus game, after the game mode shifts to the bonus game 
the game mode again only returns to the base game after a 
predetermined time elapses. Thus, expectation of the player 
is made thin and interest for games is reduced. And a 
condition to shift the game mode from the base game to the 
bonus game is preset every the slot machine, therefore the 
player can predict a timing to shift to the bonus game. As a 
result, it is further desired a variegation of the game So that 
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the game mode is able to shift to a new game mode other 
than the bonus game at an unpredictable timing for the 
player. 

SUMMARY OF THE INVENTION 

0013 In order to dissolve the above problems, the present 
invention has been done and has an object to provide a 
gaming machine in which a game mode shifts to a special 
game mode that a probability according to which a winning 
Symbol combination is stopped and displayed on a variable 
display device at an unpredictable timing for a player 
increases, thereby a wave can be produced in payout of 
game media even in the same game mode and game char 
acteristic can be variegated without losing of the player's 
interest. 

0.014. In order to accomplish the above object, according 
to one aspect of the present invention, it is provided a 
gaming machine comprising: 

0015 a display device having a plurality of variable 
display portions in each of which plural kinds of 
Symbols are variably displayed; 

0016 a stop control device for conducting stop control 
of the Symbols which are stopped and displayed in each 
of the variable display portions, 

0017 a payout device for paying out a predetermined 
number of game media when a Symbol combination 
formed by the Symbols stopped and displayed in each 
of the variable display portions becomes a predeter 
mined winning Symbol combination; and 

0018 a shift device for shifting a game state to a 
Special game mode in which a probability according to 
which the predetermined winning Symbol combination 
is stopped and displayed through the variable display 
portions by the Stop control device increases, 

0019 wherein the shift device retains the special game 
mode till a predetermined termination condition is 
Satisfied in a case that the winning Symbol combination 
Satisfies a predetermined Start condition. 

0020. In the gaming machine constructed according to 
the above, the game State is shifts to the Special game mode 
in which a probability according to which the predetermined 
winning Symbol combination is stopped and displayed 
through the variable display portions by the Stop control 
device increases by the shift device. Thereby, the game State 
can be variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
Slot machine can be variegated and the player never loses 
interest for games. 
0021. The above and further objects and novel features of 
the invention will more fully appear from the following 
detailed description when the same is read in connection 
with the accompanying drawings. It is to be expressly 
understood, however, that the drawings are for purpose of 
illustration only and not intended as a definition of the limits 
of the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0022. The accompanying drawings, which are incorpo 
rated in and constitute a part of this specification illustrate 
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embodiments of the invention and, together with the 
description, Serve to explain the objects, advantages and 
principles of the invention. 
0023 
0024 FIG. 1 is a perspective view showing an outline 
construction of a slot machine according to the first embodi 
ment, 

In the drawings, 

0025 FIG. 2 is a front view of variable display portions 
of the Slot machine according to the first embodiment, 
0026 FIG.3 is a front view of a control panel of the slot 
machine according to the first embodiment, 
0027 FIG. 4 is an explanatory view schematically show 
ing Symbol columns which are variably displayed on each of 
the variable display portions by utilizing the first reel Strip to 
the fifth reel strip, 
0028 FIG. 5 is a schematic view showing a symbol 
“LOBSTER", 
0029 FIG. 6 is a block diagram schematically showing 
a control System of the slot machine according to the first 
embodiment, 
0030 FIG. 7 is a block diagram schematically showing 
a liquid crystal drive circuit of a liquid crystal display, 
0031 FIG. 8 is an explanatory view showing memory 
areas in a ROM of the first embodiment, 
0032 FIG. 9 is an explanatory view showing memory 
areas in a RAM of the first embodiment, 
0033 FIG. 10 is an explanatory view showing a symbol 
lottery table for conducting a lottery of Symbols Stopped and 
displayed on the variable display portions, 
0034 FIG. 11 is an explanatory view showing a termi 
nation lottery table of a probability change mode based on 
which it is determined whether or not the probability change 
mode is continued, 
0035 FIG. 12 is an explanatory view showing a payout 
table in which winning Symbol combinations and payouts 
thereof are shown, 
0036 FIG. 13 is an explanatory view showing reel strips 
utilized in a normal mode and the probability change mode, 
wherein FIG. 13 (a) shows reel strips utilized in the normal 
mode and FIG. 13 (b) shows reel strips utilized in the 
probability change mode, 
0037 FIG. 14 is an explanatory view schematically 
showing a Symbol column variably displayed on the variable 
display portion through the Sixth reel Strip, 

0038 FIG. 15 is a flowchart of a main process program 
conducted in the slot machine of the first embodiment, 

0039 FIG. 16 is a flowchart of a start acceptance process 
program conducted in the slot machine of the first embodi 
ment, 

0040 FIG. 17 is a flowchart of a lottery process program 
conducted in the slot machine of the first embodiment, 

0041 FIG. 18 is a flowchart of a base game process 
program conducted in the slot machine of the first embodi 
ment, 
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0.042 FIG. 19 is a flowchart of a bonus game process 
program conducted in the slot machine of the first embodi 
ment, 

0043 FIG. 20 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the first embodiment, 

0044 FIG. 21 is a front view showing a lower liquid 
crystal display when a game State shifts to the probability 
change mode, 

004.5 FIG. 22 is a front view of the lower liquid crystal 
display when the probability change mode is terminated, 

0.046 FIG. 23 is a flowchart of a lottery process program 
conducted in the Slot machine of the Second embodiment, 

0047 FIG. 24 is a flowchart of a bonus game process 
program conducted in the slot machine of the Second 
embodiment, 

0.048 FIG.25 is an explanatory view showing a winning 
symbol combination lottery table for the normal mode 
utilized in the Second embodiment, 

0049 FIG. 26 is an explanatory view showing a winning 
symbol combination lottery table for the probability change 
mode utilized in the Second embodiment, 

0050 FIG. 27 is a flowchart of a probability change 
mode changing process program conducted in the slot 
machine of the third embodiment, 

0051 FIG. 28 is an explanatory view showing a termi 
nation condition lottery table utilized in the third embodi 
ment, 

0.052 FIG. 29 is a front view of the lower liquid crystal 
display on which a termination condition is displayed, 
0.053 FIG. 30 is an explanatory view showing memory 
areas in a RAM of the fourth embodiment, 

0054 FIG. 31 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the fourth embodiment, 

0055 FIG. 32 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the fifth embodiment, 

0056 FIG. 33 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the sixth embodiment, 

0057 FIG. 34 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the Seventh embodiment, 

0.058 FIG. 35 is an explanatory view showing memory 
areas in a ROM of the eighth embodiment, 
0059 FIG. 36 is an explanatory view of a shift lottery 
table of a probability change mode based on which it is 
determined whether or not a game State shifts to the prob 
ability change mode, 

0060 FIG. 37 is a flowchart of a probability change 
mode changing proceSS program conducted in the Slot 
machine of the eighth embodiment, 
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0061 FIG. 38 is a flowchart of a probability change 
mode changing process program conducted in the Slot 
machine of the ninth embodiment, 
0062 FIG. 39 is a flowchart of a probability change 
mode changing process program conducted in the Slot 
machine of the tenth embodiment, 
0063 FIG. 40 is a flowchart of a probability change 
mode changing process program conducted in the Slot 
machine of the eleventh embodiment, 
0064 FIG. 41 is a flowchart of a probability change 
mode changing process program conducted in the Slot 
machine of the twelfth embodiment, and 
0065 FIG. 42 is a flowchart of a probability change 
mode changing process program conducted in the Slot 
machine of the thirteenth embodiment. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

0066. Hereinafter, a gaming machine according to the 
present invention will be described with reference to the 
drawings based on the first to the thirteenth embodiments 
embodying the present invention into a slot machine. 

First Embodiment 

0067. At first, an outline construction of the slot machine 
according to the first embodiment will be described with 
reference to FIG. 1 to FIG. 3. FIG. 1 is a perspective view 
showing an outline construction of the slot machine accord 
ing to the first embodiment. FIG. 2 is a front view showing 
variable display portions of the slot machine according to 
the first embodiment. And FIG. 3 is a front view showing a 
control panel of the slot machine according to the first 
embodiment. 

0068. In FIG. 1, the slot machine 1 has a cabinet 2 which 
forms whole construction of the Slot machine 1. An upper 
liquid crystal display 3 is arranged at a front upper position 
of the cabinet 2 and a lower liquid crystal display 4 is 
arranged on a device front panel 20 disposed at a front center 
position of the cabinet 2. Here, the upper liquid crystal 
display 3 is constructed from a liquid crystal display which 
is generally used and the lower liquid crystal display 4 is 
also constructed from a liquid crystal display which is 
generally used. 
0069. On the upper liquid crystal display 3, it is displayed 
information concerning with a game Such as game methods, 
kinds of winning Symbol combinations, payouts thereof and 
various effects. And on the lower liquid crystal display 4, 
credits which a player holds at present are displayed and five 
variable display portions 21, 22, 23, 24 and 25 are displayed 
at the center thereof. Further, in each of the variable display 
portions 21 to 25, various symbols mentioned later are 
variably displayed while Scrolling from the upper position 
toward the lower position, thereafter Stopped and displayed. 
0070 Therefore, the slot machine 1 of the first embodi 
ment is a So-called Video slot machine in which a slot game 
(two game modes of a base game and a bonus game) is 
conducted by Video reels which are realized and displayed 
on each of the variable display portions 21 to 25 of the lower 
liquid crystal display 4. Here, in the slot game (base game 
and bonus game) according to the first embodiment, Sym 
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bols Stopped and displayed in each of the variable display 
portions 21 to 25 respectively exist three (totally 15 sym 
bols). 
0071 Concretely, as shown in FIG. 2, the variable dis 
play portions 21 to 25 are respectively divided into the first 
stop display areas 211, 221, 231, 241, 251, the second stop 
display areas 212, 222, 232, 242, 252 and the third stop 
display areas 213, 223, 233, 243, 253, and symbols are 
Stopped and displayed in each of the Stop display areas 
211-213, 221-223, 231-233, 241-243, 251-253. 

0.072 And in the slot game (base game and bonus game), 
there exist twenty-five pay lines formed by five Stop areas 
among the stop areas 211-213, 221-223, 231-233, 
241-243, 251-253. When each of the pay lines is activated 
and Specific Symbols are aligned with a specific mode on the 
activated pay line when the Symbols are respectively 
Stopped and displayed in each Stop display area, a payout is 
given to the player. Here, each of the pay lines will be 
described. 

0073. The first pay line L1 is formed by the second stop 
display areas 212, 222, 231, 242 and 252. The second pay 
line L2 is formed by the first stop display areas 211, 221, 
231, 241 and 251. The third pay line L3 is formed by the 
third stop display areas 213, 223, 233, 243 and 253. The 
fourth pay line L4 is formed by the first stop display areas 
211, 221, 231, 241 and the third stop display area 253. The 
fifth pay line L5 is formed by the first stop display area 251 
and the third stop display areas 213,223,233,243. The sixth 
pay line L6 is formed by the first stop display areas 211,221, 
231, 241 and the second stop display area 252. The seventh 
pay line L7 is formed by the second stop display area 252 
and the third stop display areas 213, 223, 233, 243, The 
eighth pay line L8 is formed by the first Stop display areas 
211, 221, 231, 251 and the second stop display area 242. The 
ninth pay line L9 is formed by the Second Stop display area 
242 and the third stop display areas 213, 223, 233,253. The 
tenth pay line L1 is formed by the first Stop display areas 
211, 221,231 and the third stop display areas 243, 253. The 
eleventh pay line L11 is formed by the first stop display 
areas 241,251 and the third stop display areas 213,223,233. 
The twelfth pay line L12 is formed by the first stop display 
areas 211, 221, 231,251 and the third stop display area 243. 
The thirteenth pay line L13 is formed by the first stop 
display area 241 and the third stop display areas 213, 223, 
233,253. The fourteenth pay line L14 is formed by the first 
Stop display areas 241,251 and the Second stop display areas 
212, 222, 232. The fifteenth pay line L15 is formed by the 
Second Stop display areas 212, 222, 232 and the third Stop 
display areas 243,253. The sixteenth pay line L16 is formed 
by the first Stop display area 241 and the Second stop display 
areas 212, 222, 232,252. The seventeenth pay line L17 is 
formed by the second stop display areas 212, 222, 232,252 
and the third Stop display area 243. The eighteenth pay line 
L18 is formed by the first stop display area 251 and the 
Second Stop display areas 212, 222,232,242. The nineteenth 
pay line L19 is formed by the second stop display areas 212, 
222, 232, 242 and the third stop display area 253. The 
twentieth pay line L20 is formed by the first stop display 
areas 241, 251 and the Second stop display areas 212, 222 
and the third stop display area 233. The twenty-first pay line 
L21 is formed by the first stop display area 231 and the 
Second Stop display areas 212, 222 and the third Stop display 
areas 243, 253. The twenty-second pay line L22 is formed 
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by the first Stop display areas 221, 241 and the Second stop 
display area 212 and the third stop display areas 233,253. 
The twenty-third pay line L23 is formed by the first stop 
display areas 231, 251 and the Second Stop display area 212 
and the third stop display areas 223, 243. The twenty-fourth 
pay line L24 is formed by the first stop display areas 211, 
231 and the third stop display areas 23,243, 253. The 
twenty-fifth pay line L25 is formed by the first stop display 
areas 221,241,251 and the third stop display areas 213,233. 
0074. Here, the pay line which is activated among the 
above twenty-five pay lines is called as "activated pay line'. 
0075 And on the lower liquid crystal display 4, a JP (Jack 
Pot) sum display portion 11 is formed under the variable 
display portions 21 to 25. Here, Jack Pot (hereinafter, 
abbreviated as JP) means a specific System that a plurality of 
Slot machines, which are predetermined, are connected with 
on-line and a predetermined percent (%) of coins betted in 
plural Slot machines is added to a reserve prize fund and 
when anyone wins a predetermined winning Symbol com 
bination, he or she can obtain such JP prize which is 
accumulated, In the first embodiment, 10 percent (%) of the 
credit number (one credit corresponds to one coin) betted by 
operation of a control table 5 (mentioned later) among 20 
Slot machines including the slot machine 1 in a game arcade 
is accumulated. And the credit number accumulated at 
present is displayed in the JP Sum display portion 11. 
0076 Further, in a case that a game state shifts to a 
probability change mode in which a probability to win the 
winning Symbol combination (mentioned later) increases in 
comparison with a normal game mode, characters “PROB 
ABILITY CHANGE MODE IS REALIZED!!” (or “SPE 
CIAL TIME!!”) are displayed for five seconds in a display 
area other than the variable display portions 21 to 25 and the 
JP Sum display portion 11, thereby it is notified to the player 
that the game state shifts to the probability change mode (see 
FIG. 21). On the other hand, if the probability change mode 
is terminated, characters “PROBABILITY CHANGE 
MODE IS TERMINATED!!” (or “FINISHED SPECIAL 
TIME) are displayed for five seconds, thereby it is notified 
to the player that the probability change mode is terminated 
(see FIG. 22). 
0077. Here, the method to notify to the player that the 
probability change mode is realized and the probability 
change mode is terminated may be done by the other 
Sentence expression without being limited to the method to 
display the above characters on the lower liquid crystal 
display 4. Further, notification to the player may be con 
ducted by displaying a Special image on the display or 
Sounding the characters from Speakers. 
0078 And under the lower liquid crystal display 4 it is 
arranged a control panel 5 which is projected forward. AS 
shown in FIG.3, on the control panel 5, a COLLECT button 
31 and a GAME RULES button 32 are arranged in the upper 
line from the most left end thereof. And a BET1 PER LINE 
button 33, a BET2 PER LINE button 34, a BET3 PER LINE 
button 35, a BET5 PER LINE button 36, a BET8 PER LINE 
button 37 and a WIN START FEATURE button 38 are 
arranged in the middle line from the most left end thereof. 
Further, a RED PLAY 1 LINE button 39, a PLAY 2LINES 
button 40, a PLAY 5LINES button 41, a PLAY 20LINES 
button 42, a BLACK PLAY 25LINES button 43 and a 
GAMBLE RESERVE button 44 are arranged on the lower 
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line from the most left end thereof. And as shown in FIG. 
1, at the right Side of the control panel 5, a coin insertion Slot 
9 and a bill insertion slot 10 are arranged. 
007.9 Here, the COLLECT button 31 is a button which is 
pressed when the base game is terminated and when the 
COLLECT button 31 is pressed, coins equivalent to the 
credit number obtained in the game are paid out from a coin 
payout opening 15 to a coin tray 16 through a hopper 71 (see 
FIG. 6) installed in the slot machine 1. Here, to the 
COLLECT button 31, a COLLECT switch 45 is attached 
and a switch signal is output to a CPU 50 (see FIG. 6) based 
on press of the COLLECT button 31. 
0080. The GAME RULES button 32 is a button which is 
pressed when game operation method is unclear, and when 
the GAME RULES button 32 is pressed, various help 
information is displayed on the upper liquid crystal display 
3 or the lower liquid crystal display 4. To this GAME 
RULES button 32, a GAME RULES switch 46 is attached 
and a Switch signal is output from the GAME RULES Switch 
46 to the CPU 50 based on press of the GAMERULES 
button 32 (see FIG. 6). 
0081. To the coin insertion slot 9, a coin sensor 49 is 
disposed and when coins are inserted into the coin insertion 
slot 9, a coin detection signal is output to the CPU 50 
through the coin sensor 49 (see FIG. 6), and credits corre 
sponding to coins inserted are accumulated. And to the bill 
insertion slot 10, a bill sensor 67 is attached and when a bill 
is inserted into the bill insertion slot 10, a bill detection 
signal is output to the CPU 50 through the bill sensor (see 
FIG. 6), and credits corresponding to the bill inserted are 
accumulated. 

0082) The BET1 PER LINE button 33 is a button to bet 
one credit among the credits obtained by the player at 
present against each of the pay lines every one time preSS 
thereof. To this BET1 PER LINE button 33, a 1-BET switch 
57 is attached and when the BET1 PER LINE button 33 is 
pressed, a Switch signal is output to the CPU 50 from the 
1-BET switch 57 based on press of the BET1 PER LINE 
button 33 (see FIG. 6). The BET2 PER LINE button 34 is 
a button to Start the game with 2 bets against each of the pay 
lines based on press thereof. To this BET2 PER LINE button 
34, a 2-BET switch 58 is attached and when the BET2 PER 
LINE button 34 is pressed, a Switch signal is output to the 
CPU 50 from the 2-BET switch 58 (see FIG. 6). 
0083) The BET3 PER LINE button 35 is a button to start 
the game with 3 bets against each of the pay lines based on 
press thereof. To the BET3 PER LINE button 35, a 3-BET 
Switch 59 is attached and when the BET3 PER LINE button 
35 is pressed, a Switch signal is output to the CPU 50 from 
the 3-BET switch 59 (see FIG. 6). And the BET5 PER LINE 
36 is a button to start the game with 5 bets against each of 
the pay lines based on press thereof. To the BET5 PER line 
button 36, a 5-BET switch 60 is attached and when the BET5 
PER LINE button 36 is pressed, a switch signal is output to 
the CPU 50 from the 5-BET switch 60 based on press of the 
BET5 PER LINE button 36 (see FIG. 6). 
0084. The BET8 PER LINE button 37 is a button to start 
the game with 8 bets against each of the pay lines based on 
press thereof. To the BET8 PER LINE button 37, a 8-BET 
Switch 61 is attached and when the BET8 PER LINE button 
37 is pressed, a Switch signal is output to the CPU 50 from 
the 8-BET switch 61 based on press of the BET8 PER LINE 
button 37 (see FIG. 6). 
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0085. Therefore, there will exist 1 bet, 2 bets, 3 bets, 5 
bets and 8 bets as the bet number which can be betted by 
press of the BET1 PER LINE button 33, the BET2 PER 
LINE button 34, the BET3 PER LINE button 35, the BET5 
PER LINE button 36 and the BET8 PER LINE button 37. 

0086) The WIN START FEATURE button 38 is a button 
to Start a bonus game mentioned later or add the payout 
obtained in the bonus game to the credit on the basis of press 
thereof. To the WIN START FEATURE button 38, a WIN 
START switch 47 is attached and when the WIN START 
FEATURE button 38 is pressed, a switch signal is output to 
the CPU 50 from the WINSTART switch 47 (see FIG. 6). 
0087. The RED PLAY 1 LINE button 39 is a button to 
Start the game while retaining the number of the activated 
pay line to “1” on the basis of press thereof. To the RED 
PLAY1 LINE button 39, a 1-LINE switch 62 is attached and 
when the RED PLAY1 LINE button 39 is pressed, a switch 
signal is output to the CPU 50 from the 1-LINE switch 62 
(see FIG. 6). And the PLAY 2 LINES button 40 is a button 
to start the game while retaining the number of the activated 
pay line to “2 on the basis of press thereof. To the PLAY 
2 LINES button 40, a 2-LINES Switch 63 is attached and 
when the PLAY 2 LINES button 40 is pressed, a switch 
signal is output to the CPU 50 from the 2-LINES switch 63 
(see FIG. 6). 
0088. The PLAY 5 LINES button 41 is a button to start 
the game while retaining the number of the activated pay 
line to “5” on the basis of press thereof. To the PLAY 5 
LINES button 41, a 5-LINESSwitch 64 is attached and when 
the PLAY 5 LINES button 41 is pressed, a Switch signal is 
output to the CPU 50 from the 5-LINES switch 64 (see FIG. 
6). And the PLAY 20LINES button 42 is a button to start the 
game while retaining the number of the activated pay line to 
“20” on the basis of press thereof. To the PLAY 20 LINES 
button 42, a 20-LINES Switch 65 is attached and when the 
PLAY 20 LINES button 42 is pressed, a Switch signal is 
output to the CPU 50 from the 20-LINES switch 65 (see 
FIG. 6). 
0089. The BLACKPLAY 25 LINES button 43 is a button 
to start the game while retaining the number of the activated 
pay line to “25” on the basis of press thereof. To the BLACK 
PLAY 25 LINES button 43, a 25-LINES switch 66 is 
attached and when the BLACK PLAY 25 LINES button 43 
is pressed, a Switch signal is output to the CPU 50 from the 
25-LINES switch 66 (see FIG. 6). 
0090 Therefore, there will exist “1” pay line, “2” pay 
lines, “5” pay lines, “20' pay lines and “25' pay lines as the 
number of the activated pay lines which can be determined 
by press of the RED PLAY 1 LINE button 39, the PLAY 2 
LINES button 49, the PLAY 5 LINES button 41, the PLAY 
20 LINES button 42, the BLACK PLAY 25 LINES button 
43. 

0091) When the RED PLAY1 LINE button 39 is pressed, 
the first pay line L1 mentioned in the above is activated. And 
when the PLAY 2 LINES button 40 is pressed, both of the 
first pay line L1 and the Second pay line L2 are activated. 
Similarly, when the PLAY 5 LINES button 41 is pressed, the 
first pay line L1--the fifth pay line L5 are activated. When the 
PLAY 20 LINES button 42 is pressed, the first pay line 
L1--the twentieth pay line L20 are activated. When the 
BLACKPLAY 25 LINES button 43 is pressed, all of the first 
pay line L1--the twenty-fifth pay line L25 are activated. 
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0092 And each of the RED PLAY1 LINE button 39, the 
PLAY 2 LINES button 49, the PLAY 5 LINES button 41, the 
PLAY 20 LINES button 42 and the BLACK PLAY 25 
LINES button 43 is a button to start the game with the 
present bet number and the number of the activated pay lines 
and to start variable display of the symbols on each of the 
variable display portions 21 to 25 in the lower liquid crystal 
display 4. 

0093. The GAMBLE RESERVE button 44 is a button to 
be pressed when the player leaves the Seat and to shift to the 
double down game after the bonus game is terminated. Here, 
although the double down game means a game done by 
using the credits obtained in the bonus game by utilizing the 
RED PLAY 1 LINE button 39 and the BLACK PLAY 25 
LINES button 43, explanation thereof will be omitted. 

0094) To the GAMBLE RESERVE button 44, a 
GAMBLERESERVE Switch 48 is attached and when the 
GAMBLE RESERVE button 44 is pressed, a Switch signal 
is output to the CPU 50 from the GAMBLE RESERVE 
switch 48 (see FIG. 6). 
0.095 And at a lower position of the cabinet 2, a coin 
payout opening 15 is formed and a coin tray 16 for receiving 
coins paid out from the coin payout opening 15 is provided. 
Within the coin payout opening 15 it is arranged a coin 
detection portion 73 (mentioned later) which is constructed 
from the hopper 71 capable of discharging coins one by one 
and sensors (see FIG. 6). And the coin detection portion 73 
counts the number of coins paid out from the coin payout 
opening 15. Here, instead that coins are directly paid out, a 
receipt sheet on which the number (value) of coins is printed 
may be discharged. At that time, the player carries Such 
receipt sheet to the counter of the game arcade, thereby the 
receipt sheet can be exchanged with goods at the counter. 

0096) Next, with reference to FIG.4, it will be described 
the symbol columns which are variably displayed while 
being Scrolled on each of the variable display portions 21 to 
25, the symbol columns being displayed on the lower liquid 
crystal display 4 in both the base game and the bonus game. 
In FIG. 4, the symbol column indicated by a first reel strip 
101 corresponds to a symbol column variably displayed on 
the variable display portion 21, the Symbol column indicated 
by a second reel strip 102 corresponds to a symbol column 
variably displayed on the display portion 22, the Symbol 
column indicated by a third reel strip 103 corresponds to a 
symbol column variably displayed on the variable display 
portion 23, the symbol column indicated by a fourth reel 
strip 104 corresponds to a symbol column variably displayed 
on the variable display portion 24 and the symbol column 
indicated by a fifth reel strip 105 corresponds to a symbol 
column variably displayed on the variable display portion 
25. 

0097 Here, dot data to form images of the symbol 
columns shown in the first reel strip 101 to the fifth reel strip 
105 are stored in an image ROM 82 (see FIG. 7). 
0.098 Here, the symbol columns respectively indicated 
by the first to fifth reel strips 101 to 105 have different 
Symbol columns from each other and each Symbol column 
is constructed from 13 symbols by voluntarily combining 
“LOBSTER”, “SHARK”, “FISH”, “PUNK”, “OCTOPUS, 
“CRAB”, “WORM”, “A”, “K”, “Q”, “J”, “WILD" and 
“SARDINE. 
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0099 Among the symbols, “LOBSTER" shows the sym 
bol of lobster as shown in FIG. 5. And although “SHARK", 
“FISH”, “PUNK”, “OCTOPUS”, “CRAB”, “WORM", 
“SARDINE” are not shown, each symbol shows a shark, a 
fish, a perSon having a guitar, an octopus, a crab, a worm and 
a sardine, respectively. And each of “A”, “K”, “Q”, “J” and 
“WILD" shows a symbol of English character (s), respec 
tively. 

01.00) And when “LOBSTER”, “SHARK", “FISH”, 
“PUNK”, “OCTOPUS”, “CRAB”, “WORM”, “A”, “K”, 
“Q”, “J” is stopped and displayed with a predetermined 
number along the first pay line L1 to the twenty-fifth pay line 
L25 from the left end thereof, a predetermined number of 
credits are added to the credit obtained by the player (see 
FIG. 12). 
0101 And “SARDINE” is a so-called scatter symbol and 
if more than two “SARDINE” symbols are totally stopped 
and displayed on the variable display portions 21 to 25 with 
no relation to the pay lines, a predetermined credit number 
is added to the credit obtained by the player (see FIG. 129). 
Further, as mentioned later, “SARDINE” is a bonus game 
shift symbol to shift to the bonus game and if more than four 
“SARDINE” symbols are totally stopped and displayed on 
the variable display portions 21 to 25 with no relation to the 
pay lines, the game State shifts to the bonus game. 

0102) And “WILD" is an almighty symbol which can be 
substituted for any of “LOBSTER”, “SHARK”, “FISH', 
“PUNK”, “OCTOPUS”, “CRAB”, “WORM”, “A”, “K”, 
“Q” and “J”, other than the “SARDINE" (scatter symbol). 
0103) And when any of the RED PLAY 1 LINE button 
39, the PLAY 2 LINES button 40, the PLAY 5 LINES button 
41, the PLAY 20 LINES button 42 and the BLACK PLAY 
25 LINES button 43 is pressed and the game is started, the 
symbol columns shown in the first reel strip 101 to the fifth 
reel strip 105 are scrolled in each of the variable display 
portions 21 to 25 from the upper position toward the lower 
position and three Symbols are stopped and displayed in 
each of the variable display portions after a predetermined 
time elapses. 

0104 Further, various winning symbol combinations (see 
FIG. 12) are preset based on plural kinds of symbol com 
binations and when the Symbol combination corresponding 
to the winning Symbol combination is Stopped on the pay 
line which is activated, the payout is added to the credit 
corresponding to the winning Symbol combination. And 
with no relation to the pay lines, in a case that more than four 
“SARDINE” symbols are stopped and displayed at the same 
time, the game State shifts to the bonus game. 

0105. On the other hand, with no relation to the pay lines, 
if more than tree “SARDINE” symbols are stopped and 
displayed at the same time, if five “WILD’ symbols are 
Stopped or if the JP is won, the game State shifts to a 
probability change mode that a probability according to 
which the winning Symbol combination is Stopped on the 
pay line activated increases. Here, the probability change 
mode will be described hereinafter in detail. 

0106 Next, it will be described a construction of control 
system in the slot machine 1 with reference to FIG. 6. FIG. 
6 is a block diagram Schematically showing a control System 
of the slot machine 1. 
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0107. In FIG. 6, the control system of the slot machine 1 
is basically constructed from a CPU 50, and a ROM 51 and 
a RAM 52 are connected to the CPU 50. In the ROM 51, a 
main proceSS program mentioned later, a base game proceSS 
program, a bonus game process program, a probability 
change mode process program, a Symbol lottery table to 
conduct a lottery of stop display symbols (see FIG. 10), a 
lottery table to conduct a lottery of termination of the 
probability change mode (see FIG. 11), a payout table to set 
the winning symbol combinations on the basis of the symbol 
combinations Stopped and displayed and to Set the credit 
paid out based on the winning combination (see FIG. 12), 
and the other various programs necessary for control of the 
slot machine 1 and data tables (see FIG. 8). And the RAM 
52 is a memory to temporarily store counters (winning 
Symbol combination counter, total credit counter of credits 
totally obtained, credit counter of credits obtained in the 
probability change mode, total game number counter, game 
number counter of games done in the probability change 
mode, bet credit counter), the counters being utilized when 
termination condition in the probability change mode is 
conducted, and to store various data calculated by the CPU 
50 (FIG. 9). 
0108) And to the CPU 50, a clock pulse generator 53 for 
generating Standard clock pulses and a frequency divider 54 
are connected, and a random number generator 55 for 
generating random numbers and a random number Sampling 
circuit 56 are also connected. The random number sampled 
through the random number Sampling circuit 56 is utilized in 
various lotteries of the winning Symbol combinations and 
the like. Further, to the CPU 50, the COLLECT switch 45 
attached to the COLLECT button 31, the GAME-RULES 
Switch 46 attached to the GAME RULES button 32, the 
1-BET Switch 57 attached to the BET 1. PER LINE button 
33, the 2-BET switch 58 attached to the BET 2 PER LINES 
button 34, the 3-BET switch 59 attached to the BET3 PER 
LINES button 35, the 5-BET switch 60 attached to the BET 
5 PER LINES button 36, the 8-BET switch 60 attached to 
the BET 8 PER LINES button 37, the WIN-START switch 
47 attached to the WIN START FEATURE button 38, the 
1-LINE Switch 62 attached to the RED PLAY1 LINE button 
39, the 2-LINES switch 63 attached to the PLAY 2 LINES 
button 40, the 5-LINES Switch 64 attached to the PLAY 5 
LINES button 41, the 20-LINES Switch 65 attached to the 
PLAY 20 LINES button 42, the 25-LINES switch 66 
attached to the BLACK PLAY 25 LINES button 43 and the 
GAMBLERESERVE Switch 48 attached to the GAMBLE 
RESERVE button 44 are connected, respectively. The CPU 
50 conducts control to execute various operations each of 
which corresponds to each button, based on the Switch Signal 
output from each Switch by press thereof. 

0109) Further, to the CPU 50, the coinsensor 49 arranged 
in the coin insertion slot 9 and the bill sensor 67 arranged in 
the bill insertion portion 10 are respectively connected. The 
coin Sensor 49 detects coins inserted from the coin insertion 
slot 9 and the CPU 50 calculates the number of inserted 
coins based on the coin detection Signal output from the coin 
sensor 49. The bill sensor 67 detects kinds and Sum of the 
bill inserted from the bill insertion portion 10 and the CPU 
50 calculates the credit number equal to the sum of bill, 
based on the bill detection signal output from the bill sensor 
67. 
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0110. To the CPU 50, a hopper 71 is connected through 
a hopper drive circuit 70. When a drive signal is output to the 
hopper drive circuit 70 from the CPU 50, the hopper 71 pays 
out a predetermined number of coins from the coin payout 
opening 15. 
0111 And to the CPU 50, a coin detection portion 73 is 
connected through a payout completion signal circuit 72. 
The coin detection portion 73 is arranged in the coin payout 
opening 15 and when the coin detection portion 73 detects 
that a predetermined number of coins are paid out from the 
coin payout opening 15, a coin payout detection signal is 
output to the payout completion Signal circuit 72 from the 
coin detection portion 73, thereby the payout completion 
Signal circuit 72 outputs a payout completion Signal to the 
CPU 50. Further, to the CPU 50, the upper liquid crystal 
display 3 and the lower liquid crystal display 4 are connected 
through a liquid crystal drive circuit 74, and the upper liquid 
crystal display 3 and the lower liquid crystal display 4 are 
controlled by the CPU 50. 
0112 Here, as shown in FIG. 7, the liquid crystal drive 
circuit 74 is constructed from a program ROM 81, an image 
ROM82, an image control CPU83, a work RAM 84, a VDP 
(video display processor) 85 and a video RAM 68. And in 
the program ROM 81, there are stored an image control 
program for controlling display of the upper liquid crystal 
display 3 and the lower liquid crystal display 4 and various 
selection tables. And in the image ROM 82, for example, 
there are Stored dot data for forming images of the Symbol 
columns indicated by the first to fifth reel strips 101 to 105 
in FIG. 14, such images being displayed on the lower liquid 
crystal display 4 (or variable display portions 21 to 25). 
0113 And the image control CPU 83 determines the 
images displayed on the upper liquid crystal display 3 and 
the lower liquid crystal display 4 among the dot data Stored 
beforehand in the image ROM 82, according to the image 
control program stored beforehand in the program ROM 81 
based on parameters set by the CPU 50. Further, on the 
lower liquid crystal display 4, the JP sum (credit number) 
stored in the JP Sum storing area 52F of the RAM 52 is 
displayed in the JP Sum display portion 11. And the work 
RAM 84 functions as temporary memory when the image 
control program is executed by the image control CPU 83. 
And the VDP 85 forms images corresponding to display 
contents determined by the image control CPU 83 and 
outputS Such images to the upper liquid crystal display 3 and 
the lower liquid crystal display 4. Thereby, for example, the 
symbol columns indicated by the first to fifth reel strips 101 
to 105 are scrolled and displayed on the lower liquid crystal 
display 4 (or the variable display portions 21 to 25). Here, 
the video RAM 86 functions as temporary memory when 
images are formed by the VDP 85. 
0114) And to the CPU 50, LEDs 78 are connected 
through a LED drive circuit 77. Many LEDs 78 are arranged 
on the front plane of the slot machine 1 and are controlled 
so as to turn on or turn off by the LED drive circuit 77 based 
on the drive signal from the CPU 50, when various effects 
are done. In particular, in the slot machine 1 according to the 
first embodiment, the LEDs 78 are turned on in the prob 
ability change mode mentioned later, thereby various effects 
are done. 

0115 Further, a sound output circuit 79 and a speaker 80 
are connected to the CPU 50 and the speaker 80 produces 
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various effect Sounds when various effects are conducted 
based on the output signal from the sound output circuit 79. 
In particular, in the slot machine 1 according to the first 
embodiment, music different from that in the normal state is 
played, thereby various effects are done. 
0116 Further, to the CPU 50 a timer 87 to measure a time 

is connected. Time information of the timer 87 is transmitted 
to the CPU 50 and the CPU 50 terminates the probability 
change mode based on the time information in the timer 87, 
as described hereinafter. 

0117. And in the ROM 51, as shown in FIG. 8, there are 
provided a symbol lottery table 51A for determining sym 
bols Stopped and displayed in each of the Stop symbol areas 
211-213,221-223, 231-233,241-243,251-253 (see FIG. 
2) of the variable display portions 21 to 25 based on random 
numbers, a lottery table 51B to determine whether or not the 
probability change mode is terminated every one game if the 
game State is in the probability change mode and a payout 
table 51C in which the winning symbol combinations 
Stopped and displayed on each of the Stop display areas and 
payouts thereof are Stored. 
0118 And in the RAM 52, as shown in FIG.9, a winning 
symbol combination counter 52A for accumulatively count 
ing the number of times to win the winning Symbol com 
bination (see FIG. 12) after the game state shifts to the 
probability change mode in a case that the Slot machine 1 is 
in the probability change mode at present, a total credit 
counter 52B for counting credits which the present player 
obtains after the game is Started, a credit counter 52C for 
counting credits obtained after the game State shifts to the 
probability change mode in a case of the probability change 
mode, a total game number counter 52D for counting the 
number of games done after the game is started by the 
present player, a game number counter 52E for counting the 
number of games done after the game State Shifts to the 
probability change mode in a case of the probability change 
mode and a bet credit counter 52G for counting the bet 
number betted right after the game is Started by the present 
player. Further, a JP Sum storing area 52F to store the present 
JP (Jack Pot) sum is provided in the RAM 52. 
0119) Next, with reference to FIG. 10, it will be 
described the symbol lottery table 51A, which is stored in 
the ROM 51 and utilized when symbols are stopped and 
displayed in each of the Stop display areas 211-213, 
221-223, 231-233, 241-243, 251-253 (see FIG. 2) in a 
case that the base game and the bonus game are conducted 
by utilizing five variable display portions 21 to 25 in the slot 
machine 1. FIG. 10 is an explanatory view showing a 
symbol lottery table for conducting a lottery of symbols 
Stopped and displayed on the variable display portions. 
0120) The symbol lottery table 51A is a lottery table for 
conducting a lottery of the Symbols Stopped on the first pay 
line L1 constructed from the Second Stop display areas 212, 
222, 232,242 and 252, based on random numbers sampled 
by the random number sampling circuit 56. And by deter 
mining the Symbols Stopped on the Second stop display areas 
212, 222, 232, 242 and 252, both the symbols stopped and 
displayed on the first stop display areas 211, 221, 231, 241 
and 251 and the symbols stopped and displayed on the third 
stop display areas 213, 223, 233, 243 and 253 are also 
determined according to the Symbol arrangement in the reel 
strips (see FIG. 4). Concretely, the symbols corresponding 
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to the code Nos. which are Smaller than the code Nos. 
determined based on the random numbers by one, are 
Stopped and displayed on the first Stop display areas 211, 
221, 231, 241 and 251, and the symbols corresponding to the 
code Nos. which are larger than the code Nos. determined 
based on the random numbers by one, are Stopped and 
displayed on the third stop display areas 213, 223, 233, 243 
and 253. 

0121 And in the slot machine 1 according to the first 
embodiment, the Symbols Stopped and displayed on the first 
pay line L1 are determined every each of the variable display 
portions 21 to 25. In the symbol lottery table 51A, as shown 
in FIG. 10, code Nos. of “00'-'29" are respectively allotted 
to the symbol columns represented by the first symbol strip 
101 to the fifth symbol strips 105 in FIG. 4 and the sixth 
symbol strip 106 (mentioned later, see FIG. 14) from the 
upper. And the random number corresponding to each of the 
code No. is set. 

0122) And the CPU 50 controls the random number 
Sampling circuit 56 to Sample five random numbers So as to 
correspond to each of the variable display portions 21 to 25 
when the game is started and determines the Symbols 
Stopped on the Second stop display areas 212, 222, 232,242, 
252 every each of the variable display portions 21 to 25. 
0123. Hereinafter, the symbol column which is indicated 
by the first reel strip 101, and scrolled and displayed on the 
variable display portion 21 will be described. 
0.124. If the random number sampled by the random 
number sampling circuit 56 is “0”, the symbol “J” (English 
character) allotted to the code No. “00” is stopped and 
displayed on the Stop display area 212, if the random number 
is “1”, the symbol “Q” (English character) allotted to the 
code No "01" is stopped and displayed on the stop display 
area 212, if the random number is “2', the symbol “LOB 
STER'' allotted to the code No. “O2 is stopped and dis 
played on the Stop display area 212, if the random number 
is "3", the symbol “J” (English character) allotted to the 
code No. “03” is stopped and displayed on the stop display 
area 212, if the random number is “4”, the symbol “O'” 
(English character) allotted to the code No. “04” is stopped 
and displayed on the Stop display area 212, if the random 
number is “5”, the symbol “CRAB" allotted to the code No. 
“05” is Stopped and displayed on the Stop display area 212, 
if the random number is “6”, the symbol “A” (English 
character) allotted to the code No. “06” is stopped and 
displayed on the Stop display area 212, if the random number 
is “7”, the symbol “WORM” allotted to the code No. “07” 
is Stopped and displayed on the Stop display area 212, if the 
random number is “8”, the symbol “K” (English character) 
allotted to the code No. “08” is stopped and displayed on the 
stop display area 212, if the random number is “9”, the 
symbol “FISH' allotted to the code No. “09” is stopped and 
displayed on the Stop display area 212, and if the random 
number is “10”, the symbol “PUNK” (person having a 
guitar) allotted to the code No. “10” is stopped and displayed 
on the Stop display area 212. 
0125) And if the random number is “11”, the symbol “Q” 
(English character) allotted to the code No. “11” is stopped 
and displayed on the Stop display area 212, if the random 
number is “12", the symbol “SHARK" allotted to the code 
No. “12 is stopped and displayed on the Stop display area 
212, if the random number is “13", the symbol “WILD’ 
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(English characters) allotted to the code No. “13” is stopped 
and displayed on the Stop display area 212, if the random 
number is "14", the symbol “K” (English character) allotted 
to the code No. “14” is stopped and displayed on the stop 
display area 212, if the random number is “15”, the symbol 
“A” (English character) allotted to the code No. “15” is 
Stopped and displayed on the Stop display area 212, if the 
random number is “16”, the symbol “OCTOPUS” allotted to 
the code No. “16' is stopped and displayed on the stop 
display area 212, if the random number is “ 17”, the symbol 
“J” (English character) allotted to the code No. “ 17” is 
Stopped and displayed on the Stop display area 212, if the 
random number is “18”, the symbol “Q” (English character) 
allotted to the code No. “18” is stopped and displayed on the 
stop display area 212, and if the random number is "19", the 
symbol “FISH' allotted to the code No. “19” is stopped and 
displayed on the Stop display area 212. 
0126 And if the random number is “20”, the symbol “K” 
(English character) allotted to the code No. "20" is stopped 
and displayed on the Stop display area 212, if the random 
number is "21", the symbol “J” (English character) allotted 
to the code No. "21" is stopped and displayed on the stop 
display area 212, if the random number is “22, the symbol 
“SARDINE" allotted to the code No. “22” is stopped and 
displayed on the Stop display area 212, if the random number 
is “23”, the symbol “CRAB" allotted to the code No. “23” 
is Stopped and displayed on the Stop display area 212, if the 
random number is “24", the symbol “WILD" (English 
characters) allotted to the code No. "24" is stopped and 
displayed on the Stop display area 212, if the random number 
is “25”, the symbol “WORM” allotted to the code No. “25” 
is Stopped and displayed on the Stop display area 212, if the 
random number is “26”, the symbol “Q” (English character) 
allotted to the code No. “26' is stopped and displayed on the 
stop display area 212, if the random number is “27”, the 
symbol “CRAB" allotted to the code No. “27” is stopped 
and displayed on the Stop display area 212, if the random 
number is “28”, the symbol “A” (English character) allotted 
to the code No. “28” is stopped and displayed on the stop 
display area 212, and if the random number is “29, the 
symbol “FISH' allotted to the code No. “29” is stopped and 
displayed on the Stop display area 212. 
0127 Here, the above mentioned display control is simi 
larly conducted in the symbol column indicated by the 
second reel strip 102 of FIG. 4, the symbols of the symbol 
column being Scrolled and displayed on the variable display 
portion 22. And the above mentioned display control is 
similarly conducted in the symbol column indicated by the 
third reel strip 103 of FIG. 4, the symbols of the symbol 
column being Scrolled and displayed on the variable display 
portion 23. And the above mentioned display control is 
similarly conducted in the symbol column indicated by the 
fourth reel strip 104 of FIG. 4, the symbols of the symbol 
column being Scrolled and displayed on the variable display 
portion 24. And the above mentioned display control is 
similarly conducted in the symbol column indicated by the 
fifth reel strip 105 of FIG. 4, the symbols of the symbol 
column being Scrolled and displayed on the variable display 
portion 25. Further, in the probability change mode men 
tioned later, the above mentioned display control is similarly 
conducted in the symbol column indicated by the sixth reel 
strip 106 of FIG. 14, the symbols of the symbol column 
being Scrolled and displayed on the variable display portion 
21. 
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0128. The lottery table 51B is a lottery table to determine 
whether or not the present probability change mode is 
terminated based on the random number Sampled by the 
random number Sampling circuit 56 every one game is 
finished in the probability change mode. Here, the lottery 
table 51B will be described in detail hereinafter. 

0129. Next, with reference to FIG. 12, it will be 
described the winning Symbol combinations and payouts 
thereof in a case that the base game and the bonus game are 
done by using five variable display portions 21 to 25 in the 
slot machine 1. FIG. 12 is an explanatory view of the payout 
table 51C showing the winning symbol combinations and 
payouts thereof in a case that the base game and the bonus 
game are done by using five variable display portions 21 to 
25, and shows payouts in a case that the bet number is “1”. 
Therefore, if the bet number is “1”, the payout number 
shown in FIG. 12 is added to the credit, and if the bet 
number is more than “2, the value obtained by multiplying 
the bet number with the payout number shown in FIG. 12 
is added to the credit. Here, it is excluded a case that JP is 
WO. 

0.130 Here, concretely describing the winning symbol 
combinations and payouts thereof in the base game, as 
shown in FIG. 12, if the symbols “LOBSTER" are stopped 
and displayed in Series along the activated pay line on the 
variable display portions 21 and 22 (if two symbols “LOB 
STER" appear in series from the left end (this case is called 
as “2K”)), the payout number “10" can be obtained. And if 
the symbols “LOBSTER" are stopped and displayed in 
Series along the activated pay line on the variable display 
portions 21 to 23 (if three symbols “LOBSTER" appear in 
series from the left end (this case is called as “3K”)), the 
payout number “320” can be obtained. Further, if the sym 
bols “LOBSTER" are stopped and displayed in series along 
the activated pay line on the variable display portions 21 to 
24 (if four symbols “LOBSTER" appear in series from the 
left end (this case is called as “4K”)), the payout number 
“2500" can be obtained. And if the symbols “LOBSTER” 
are stopped and displayed in Series along the activated pay 
line on the variable display portions 21 to 25 (if five symbols 
“LOBSTER" appear in series from the left end (this case is 
called as "5K")), the payout number “6000" can be obtained. 
0131 Further, in a case that the game is started with the 
MAX bet (a case that all twenty-five pay lines are activated 
and the bet number for each pay line is the maximum 
number 8), five symbols “LOBSTER" are stopped and 
displayed in Series along the activated pay line in the 
variable display portions 21 to 25, the JP (Jack Pot) is won, 
instead of the payout “6000'. If the JP is won, the credits 
corresponding the credit number displayed in the JP Sum 
display portion 11 (see FIG. 1) can be obtained. 
0132) And as for the symbol “SHARK", if the symbols 
“SHARK' are stopped and displayed in series along the 
activated pay line on the variable display portions 21 and 22 
(if two symbols “SHARK' appear in series from the left end 
(this case is called as “2K”)), the payout number “3” can be 
obtained. And if the symbols “SHARK' are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 23 (if three symbols 
“SHARK' appear in series from the left end (this case is 
called as “3K”)), the payout number "25" can be obtained. 
Further, if the symbols “SHARK' are stopped and displayed 
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in Series along the activated pay line on the variable display 
portions 21 to 24 (if four symbols “SHARK' appear in series 
from the left end (this case is called as “4K”)), the payout 
number “150” can be obtained. And if the symbols 
“SHARK' are stopped and displayed in series along the 
activated pay line on the variable display portions 21 to 25 
(if five symbols “SHARK' appear in series from the left end 
(this case is called as "5K")), the payout number “1000" can 
be obtained. 

0133) And as for the symbol “FISH', if the symbols 
“FISH' are stopped and displayed in series along the acti 
vated pay line on the variable display portions 21 and 22 (if 
two symbols “FISH' appear in series from the left end (this 
case is called as “2K”)), the payout number "2" can be 
obtained. And if the symbols “FISH' are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 23 (if three symbols “FISH' 
appear in Series from the left end (this case is called as 
“3K”)), the payout number “15” can be obtained. Further, if 
the symbols “FISH are stopped and displayed in series 
along the activated pay line on the variable display portions 
21 to 24 (if four symbols “FISH' appear in series from the 
left end (this case is called as “4K”)), the payout number 
“120” can be obtained. And if the symbols “FISH” are 
Stopped and displayed in Series along the activated pay line 
on the variable display portions 21 to 25 (if five symbols 
“FISH' appear in series from the left end (this case is called 
as "5K")), the payout number "500" can be obtained. 
0134) And as for the symbol “PUNK” (a person having a 
guitar), if the symbols “PUNK' are stopped and displayed in 
Series along the activated pay line on the variable display 
portions 21 and 22 (if two symbols “PUNK' appear in series 
from the left end (this case is called as “2K”)), the payout 
number "2" can be obtained. And if the symbols “PUNK” 
are stopped and displayed in Series along the activated pay 
line on the variable display portions 21 to 23 (if three 
symbols “PUNK' appear in series from the left end (this 
case is called as “3K”)), the payout number “10” can be 
obtained. Further, if the symbols “PUNK' are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols “PUNK” 
appear in Series from the left end (this case is called as 
“4K”)), the payout number" 120” can be obtained. And if the 
symbols “PUNK' are stopped and displayed in series along 
the activated pay line on the variable display portions 21 to 
25 (if five symbols “PUNK' appear in series from the left 
end (this case is called as "5K")), the payout number “400" 
can be obtained. 

0135 And as for the symbol “OCTOPUS, if the symbols 
“OCTOPUS” are stopped and displayed in series along the 
activated pay line on the variable display portions 21 and 22 
(if two symbols “OCTOPUS” appear in series from the left 
end (this case is called as “2K”)), the payout number "2" can 
be obtained. And if the symbols “OCTOPUS” are stopped 
and displayed in Series along the activated pay line on the 
variable display portions 21 to 23 (if three symbols “OCTO 
PUS” appear in series from the left end (this case is called 
as “3K”)), the payout number “8” can be obtained. Further, 
if the symbols “OCTOPUS” are stopped and displayed in 
Series along the activated pay line on the variable display 
portions 21 to 24 (if four symbols “OCTOPUS” appear in 
series from the left end (this case is called as “4K”)), the 
payout number “50” can be obtained. And if the symbols 
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“OCTOPUS” are stopped and displayed in series along the 
activated pay line on the variable display portions 21 to 25 
(if five symbols “OCTOPUS” appear in series from the left 
end (this case is called as “5K”)), the payout number “300” 
can be obtained. 

0136 And as for the symbol “CRAB", if the symbols 
“CRAB are stopped and displayed in series along the 
activated pay line on the variable display portions 21 to 23 
(if three symbols “CRAB" appear in series from the left end 
(this case is called as “3K”)), the payout number “7” can be 
obtained. Further, if the symbols “CRAB' are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols “CRAB” 
appear in Series from the left end (this case is called as 
“4K”)), the payout number “50” can be obtained. And if the 
symbols “CRAB' are stopped and displayed in series along 
the activated pay line on the variable display portions 21 to 
25 (if five symbols “CRAB" appear in series from the left 
end (this case is called as “5K”)), the payout number "200" 
can be obtained. 

0137 And as for the symbol “WORM", if the symbols 
“WORM are stopped and displayed in series along the 
activated pay line on the variable display portions 21 to 23 
(if three symbols “WORM” appear in series from the left 
end (this case is called as “3K”)), the payout number “6” can 
be obtained. Further, if the symbols “WORM” are stopped 
and displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols 
“WORM” appear in series from the left end (this case is 
called as “4K”)), the payout number “40” can be obtained. 
And if the symbols “WORM are stopped and displayed in 
Series along the activated pay line on the variable display 
portions 21 to 25 (if five symbols “WORM” appear in series 
from the left end (this case is called as "5K")), the payout 
number "150' can be obtained. 

0138 And as for the symbol “A” (English character), if 
the Symbols “A” are stopped and displayed in Series along 
the activated pay line on the variable display portions 21 to 
23 (if three symbols “A” appear in series from the left end 
(this case is called as “3K”)), the payout number “5” can be 
obtained. Further, if the symbols “A” are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols “A” 
appear in Series from the left end (this case is called as 
“4K”)), the payout number "25" can be obtained. And if the 
Symbols “A” are stopped and displayed in Series along the 
activated pay line on the variable display portions 21 to 25 
(if five symbols “A” appear in series from the left end (this 
case is called as "5K")), the payout number “ 120” can be 
obtained. 

013:9 And as for the symbol “K” (English character), if 
the Symbols “K” are stopped and displayed in Series along 
the activated pay line on the variable display portions 21 to 
23 (if three symbols “K” appear in series from the left end 
(this case is called as “3K”)), the payout number “5” can be 
obtained. Further, if the symbols “K” are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols “K” 
appear in Series from the left end (this case is called as 
“4K”)), the payout number "25" can be obtained. And if the 
Symbols “K” are stopped and displayed in Series along the 
activated pay line on the variable display portions 21 to 25 
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(if five symbols “K” appear in series from the left end (this 
case is called as "5K")), the payout number “ 120” can be 
obtained. 

0140 And as for the symbol “Q” (English character), if 
the Symbols “O'” are stopped and displayed in Series along 
the activated pay line on the variable display portions 21 to 
23 (if three symbols “Q” appear in series from the left end 
(this case is called as “3K”)), the payout number “5” can be 
obtained. Further, if the symbols “O'” are stopped and 
displayed in Series along the activated pay line on the 
variable display portions 21 to 24 (if four symbols “Q” 
appear in Series from the left end (this case is called as 
“4K”)), the payout number "20" can be obtained. And if the 
Symbols “Q' are stopped and displayed in Series along the 
activated pay line on the variable display portions 21 to 25 
(if five symbols “Q” appear in series from the left end (this 
case is called as "5K")), the payout number “100” can be 
obtained. 

0141 And as for the symbol “J” (English character), if 
the Symbols “J” are stopped and displayed in Series along the 
activated pay line on the variable display portions 21 to 23 
(if three symbols “J” appear in series from the left end (this 
case is called as “3K)), the payout number “5” can be 
obtained. Further, if the symbols “J” are stopped and dis 
played in Series along the activated pay line on the variable 
display portions 21 to 24 (if four symbols “J” appear in 
series from the left end (this case is called as “4K”)), the 
payout number "20" can be obtained. And if the symbols “J” 
are stopped and displayed in Series along the activated pay 
line on the variable display portions 21 to 25 (if five symbols 
“J” appear in Series from the left end (this case is called as 
“5K”)), the payout number “100” can be obtained. 
0142 And in a case that the above payout is realized on 
plural activated pay lines, all payouts are added to the credit. 
0143. On the other hand, as for the symbol “SARDINE", 
this symbol is the scatter symbol and if two symbols 
“SARDINE” appear (are stopped and displayed) on the 
variable display portions 21 to 25 with no relation to the 
activated pay lines, that is, if the case “2K is realized, the 
payout number "2" can be obtained. If three symbols “SAR 
DINE” appear (are stopped and displayed) on the variable 
display portions 21 to 25 with no relation to the activated 
pay lines, that is, if the case “3K is realized, the payout 
number “5” can be obtained. And if four symbols “SAR 
DINE” appear (are stopped and displayed) on the variable 
display portions 21 to 25 with no relation to the activated 
pay lines, that is, if the case “4K is realized, the payout 
number “10” can be obtained. Further, if five symbols 
“SARDINE” appear (are stopped and displayed) on the 
variable display portions 21 to 25 with no relation to the 
activated pay lines, that is, if the case "5K' is realized, the 
payout number “ 125' can be obtained. 
0144. Here, concerning with only the payout obtained by 
the symbol “SARDINE, the payout number calculated by 
multiplying the payout number shown in FIG. 12 with the 
total bet number (a product of the bet number and the 
number of activated pay line) is added to the credit. At that 
time, if it exists the payout other than the payout on the basis 
of the symbol “SARDINE, such payout is also added to the 
credit. 

0145 And as for the symbol “SARDINE", this symbol is 
also a trigger Symbol to shift to the bonus game and in a case 
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that more than four symbols “SARDINE” appear (are 
Stopped and displayed) at the same time on the variable 
display portions 21 to 25 with no relation to the activated 
pay lines, not only the above payout can be obtained but also 
the game State can be shifted to the bonus game. 
0146 Hereinafter, the bonus game will be described. The 
bonus game is a game which is started when a special 
condition is realized during the base game and the bonus 
game is beneficial for the player in many cases. Here, when 
the game State shifts to the bonus game, games are auto 
matically and Successively conducted in 15-25 times 
according to the lottery result done when the game State 
shifts to the bonus game without betting credits and the like. 

0147 Here, as the bet number and the number of pay 
lines in the bonus game, those at the time that the game State 
shifts to the bonus game are utilized. And although the 
winning Symbol combinations and the payouts in the bonus 
game are as Same as those in the base game mentioned in the 
above, the symbol “SHARK' is handles as the symbol 
“LOBSTER" and in a case that four symbols “SARDINE” 
totally appear (are stopped and displayed), the game State 
can be again shifted to the bonus game. Here, as shown in 
FIG. 12, since the payout is set higher for the symbol 
“LOBSTER” than for the symbol “SHARK" when the 
winning Symbol combination is won, there exists high 
possibility that the player can get many credits without 
consuming credits. 

0148 And in the slot machine 1 according to the first 
embodiment, if a predetermined condition is realized during 
the base game and the bonus game, the game State Shifts to 
the probability change mode. Here, the probability change 
mode means a Special game mode which is realized if three 
of the symbol “SARDINE” are stopped and displayed at the 
same time if five of the symbol “WILD’ are stopped on the 
pay line and if the JP is won, with no relation to pay lines 
during the base game and the bonus game. 

0149 If one of the above conditions is satisfied, the game 
state shifts to the probability change mode in which the 
probability to win the winning combination (see FIG. 12) 
becomes higher than the normal game State till a predeter 
mined termination condition is Satisfied from the next game 
(here, one game means a time till variable display of the 
Symbols is started on each of the variable display portions 21 
to 25, thereafter the Symbols are Stopped and displayed 
thereon). 
0150 Concretely, among the first reel strip 101--the fifth 
reel strip 105 which are variably moved, stopped and 
displayed respectively on the variable display portions 21 to 
25, the probability change mode is done by exchanging the 
first reel strip 101 with the sixth reel strip 106. FIG. 13 (a) 
is a Schematic view showing reel Strips variably moved, 
Stopped and displayed respectively on the variable display 
portions 21-25 in the normal mode and FIG. 13 (b) is a 
Schematic view showing the reel Strips in the probability 
change mode. FIG. 14 is a schematic view showing symbol 
column variably displayed on the variable display portion by 
the sixth reel strip 106. 
0151. As shown in FIG. 13 (a), although in the normal 
mode, the game is conducted by utilizing five reel Strips of 
the first reel strip 101--the fifth reel strip 105, the reel strip 
which is displayed on the variable display portion 21 is 
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changed from the first reel strip 101 to the sixth reel strip 106 
in the probability change mode as shown in FIG. 13 (b). 
0152. In the sixth reel strip 106, many of the symbols 
“WILD" (English characters) and the symbols “SARDINE” 
are included as shown in FIG. 14. Concretely, although only 
two symbols “WILD" are included in the first reel strip 101, 
eight symbols “WILD’ are included in the sixth reel strip 
106. And although only one symbol “SARDINE” is 
included in the first reel strip 101, four symbols “SAR 
DINE” are included in the sixth reel strip 106. Here, as 
mentioned in the above, the symbol “WILD’ can be sub 
stituted for the symbol (the symbol “LOBSTER", the sym 
bol “SHARK", the symbol “FISH', the symbol “PUNK, 
the symbol “OCTOPUS", the symbol “CRAB", the symbol 
“WORM”, the symbol “A”, the symbol “K”, the symbol 
“Q”, the symbol “J”) other than the symbol “SARDINE” 
and the probability to win any of the winning symbol 
combination shown in FIG. 12 increases in the probability 
change mode, based on that the number of the Symbol 
“WILD" increases. Similarly, the symbol “SARDINE” is the 
scatter symbol through which the credit can be obtained if 
more than two symbols “SARDINE” are totally stopped and 
displayed on the variable display portions 21 to 25 with no 
relation to the activated pay line and the probability that two 
symbols “SARDINE” are stopped increases in the probabil 
ity change mode. Further, the symbol “SARDINE” is also 
the shift Symbol to shift the game State to the bonus game 
and the probability to shift to the bonus game increases 
based on the number of symbol “SARDINE” increases. 
Therefore, based on that the game state shifts to the prob 
ability change mode, the player can get more payout than the 
normal mode with the same bet number (payout rate 
increases). 
0153. And when the predetermined termination condition 
is Satisfied, the probability change mode is terminated with 
the game in which the predetermined termination condition 
is Satisfied. The termination condition in the slot machine 1 
of the first embodiment corresponds to any one of cases: (1) 
if three symbols “SARDINE” are stopped and displayed 
during the probability change mode at the Same time with no 
relation to the activated pay lines; (2) if five symbols 
“WILD" are stopped on the pay line; (3) if the JP is obtained; 
(4) if any of the winning Symbol combinations shown in 
FIG. 12 is won in fifteen times after the game state shifts to 
the probability change mode; (5) if coins obtained by the 
player from start of the game become more than 10,000 
coins (if the obtained credits of the player exceed 10,000 
credits); (6) if coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits); (7) if the 
game number done by the player from Start of the game 
exceeds 500 games; (8) if the game number exceeds 20 
games after the game State shifts to the probability change 
mode; (9) if the present time becomes any of 10 o'clock and 
45 minutes (10:45), 13 o'clock and 15 minutes (13:15) and 
21 o'clock and 45 minutes (21:45); (10) if three minutes 
elapse after the game State shifts to the probability change 
mode; (11) if termination of the probability change mode is 
determined in the lottery done every one game; (12) if the 
payout rate exceeds 90% and (13) if the present credit 
number displayed in the JP Sum display portion 11 exceeds 
100,000 credits. And if Such termination condition is satis 
fied, the probability change mode is terminated in Such 
game. 
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0154) Next, the termination conditions mentioned in the 
above will be described. 

0155. At first, each of the termination conditions; (1) if 
three symbols “SARDINE” are stopped and displayed dur 
ing the probability change mode at the same time with no 
relation to the activated pay lines, (2) if five Symbols 
“WILD" are stopped on the pay line and (3) if the JP is 
obtained, is as Same as the Start condition of the probability 
change mode and Such termination condition is Satisfied 
according to the Symbols Stopped and displayed on the 
variable display portions 21 to 25. Here, obtainment of the 
JP is realized in a case that five symbols “LOBSTER" are 
Successively stopped and displayed on the pay line in the 
variable display portions 21 to 25 if the game is started with 
the MAX bet (if all of twenty-five pay lines (25) are 
activated and the bet number against each activated pay line 
is set to eight (8)). And the CPU 50 determines that the 
Symbols are Stopped and displayed, thereby terminates the 
probability change mode after the present game is finished. 

0156 And each of the termination conditions; (4) if any 
of the winning symbol combinations shown in FIG. 12 is 
won in fifteen times after the game State shifts to the 
probability change mode, (5) if coins obtained by the player 
from start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits), (6) if 
coins obtained by the player exceed 1,000 coins after the 
game State shifts to the probability change mode (if the 
obtained credits exceed 1,000 credits), (7) if the game 
number done by the player from Start of the game exceeds 
500 games and (8) if the game number exceeds 20 games 
after the game State shifts to the probability change mode, is 
Satisfied based on that a predetermined number concerning 
with the game (the number of win of the winning symbol 
combination, the credit number obtained, the game number 
conducted) is counted at the time that the player, who is 
presently conducting games in the slot machine 1, Starts the 
game or the game State shifts to the present probability 
change mode and the counter value reaches to a predeter 
mined value. 

O157 Here, each of the above counter numbers is accu 
mulatively counted in the RAM 52 and if the slot machine 
1 is presently in the probability change mode, the number of 
times according to which the winning combination is won 
after the game State shifts to the probability change mode, is 
stored in the winning symbol combination counter 52A. And 
the credits which are obtained by the present player after the 
game is started, are Stored in the total credit counter 52B. 
And the credits which are obtained after the game is started 
if the slot machine 1 is in the probability change mode, are 
stored in the credit counter 52C. And the game number 
according to which the present player conducts after the 
game is Started, is Stored in the total game number counter 
52D. Further, the game number according to which the 
games are conducted after the game State shifts to the 
probability change mode if the slot machine 1 is in the 
probability change mode, is Stored in the game number 
counter 52E. And the CPU 50 determines that the counter 
value stored in the RAM 52 reaches to a predetermined 
value and terminates the probability change mode after the 
present game is finished. 

0158 And each of the termination conditions; (9) if the 
present time becomes any of 10 o'clock and 45 minutes 
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(10:45), 13 o'clock and 15 minutes (13:15) and 21 o'clock 
and 45 minutes (21:45) and (10) if three minutes elapse after 
the game State shifts to the probability change mode, is 
Satisfied based on the present time and an elapsing time after 
the game State shifts to the probability change mode. Here, 
the present time and the elapsing time after the game Sate 
shifts to the probability change mode are measured by the 
timer 87 (see FIG. 6). And the CPU 50 determines that the 
time measured by the timer 87 reaches to a predetermined 
time and terminates the probability change mode after the 
present game is finished. 

0159 And the termination condition; (11) if termination 
of the probability change mode is determined in the lottery 
done every one game, is Satisfied based on the lottery result 
conducted every one game (here, one game means a time till 
variable display of the symbols is started on each of the 
variable display portions 21 to 25, thereafter the symbols are 
Stopped and displayed thereon) is terminated in the prob 
ability change mode. FIG. 11 is a termination lottery table 
of the probability change mode which is utilized to obtain 
the above lottery result. 

0160. As shown in FIG. 11, the termination table 51B is 
a lottery table to conduct the lottery based on the random 
numbers “0” -“9” sampled by the random number sampling 
circuit 56 every one game is terminated in the probability 
change mode. And based on the obtained random number, it 
is determined whether the probability change mode is con 
tinuously retained or is terminated by the CPU 50. 
0.161 Concretely, if the random number lies in the range 
of “0” -“8”, the probability change mode is continuously 
retained. On the other hand, if the random number is “9, the 
probability change mode is terminated after the present 
game is finished. 

0162 Further, the termination condition; (12) if the pay 
out rate exceeds 90%, is satisfied based on a rate (payout 
rate) of the credits which are paid out against the credit 
number betted by the player. The CPU 50 calculates the 
payout rate based on the total credit counter 52B and the bet 
credit counter 52G in the RAM 52 and when the CPU 50 
determines that the present payout rate exceeds 90%, the 
probability change mode is terminated after the present 
game is finished. 

0163. Further, the termination condition; (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits, is satisfied based on the 
credit number of the JP accumulated by the present time. In 
the slot machine 1 according to the first embodiment, 10% 
of the credit number (one credit corresponds to one coin) 
betted through operation of the control panel 5 is accumu 
lated among twenty slot machines including the Slot 
machine 1 installed in the game arcade. And the present JP 
sum is stored in the JP Sum storing area 52F (see FIG. 9) of 
the RAM 52 and the JP credit number presently accumulated 
is displayed in the JP Sum display portion 11. Further, the 
CPU 50 determines that the JP Sum exceeds 100,000 credits 
stored in the JP Sum storing area 52F and the probability 
change mode is terminated after the present game is finished. 

0164. Here, the termination condition may be set to a case 
that more than two termination conditions of (1)-(13) men 
tioned in the above are Satisfied, instead of the case that any 
one of the termination conditions of (1)-(13) is satisfied. For 
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example, in a case that the game number exceeds 20 games 
after the game State Shifts to the probability change mode 
and three symbols “SARDINE” are stopped and displayed at 
the same time, the probability change mode may be termi 
nated. 

0.165 Next, the main process program done in the slot 
machine 1 will be described with reference to FIG. 15. FIG. 
15 is a flowchart of the main proceSS program. Here, 
programs shown by the flowcharts shown in FIGS. 15 to 20 
are stored in the ROM 51 and the RAM 52 provided in the 
slot machine 1 and are executed by the CPU 50. 
0166 In FIG. 15, at first, in step (abbreviated as “S” 
hereinafter) 1, a start acceptance process shown in FIG. 16 
is done. This process is a process for accepting the Switch 
signal output from the 1-BET switch 57, the 2-BET switch 
58, the 3-BET switch 59, the 5-BET switch 60, the 8-BET 
Switch 61, the 1-LINE switch 62, the 2-LINES switch 63, 
the 5-LINES Switch 64, the 20-LINES Switch 65, the 
25-LINES switch 66, based on operation of the BET 1 PER 
LINE button 33, the BET 2 PER LINES button 34, the BET 
3 PER LINES button 35, the BET5 PER LINES36, the BET 
8 PER LINES button 37, the RED PLAY1 LINE button 39, 
the PLAY 2 LINES button 40, the PLAY 5 LINES button 41, 
the PLAY 20 LINES button 42 or the BLACK PLAY 25 
LINES button 43. When the Switch signal output from each 
Switch is accepted, the game is started. 
0167 And in S2, a lottery process shown in FIG. 17 
mentioned later is done based on the Switch signal output 
from the 1-LINE switch 62, the 2-LINES Switch 63, the 
5-LINES Switch 64, the 20-LINES Switch 65, the 25-LINES 
Switch 66. 

0168 Here, if the bonus game is won (if more than four 
symbols “SARDINE” are stopped and displayed on the 
variable display portions 21 to 25 at the same time with no 
relation to the pay line), the bonus game is conducted 
mentioned later (see FIG. 19) after the present base game is 
terminated. 

0169. Next, in S3, a base game process shown in FIG. 18 
mentioned later is done. Thereafter, procedure shifts to S4 
and it is determined whether or not the bonus game is won. 
Concretely, in the lottery process in S2, if more than four 
symbols “SARDINE” totally are stopped and displayed on 
the variable display portions 21 to 25 with no relation to the 
activated pay lines, the bonus game is won (S4: YES). 
Thereby, procedure shifts to S5 and the main process pro 
gram is terminated after the bonus game process shown in 
FIG. 19 mentioned later is done. On the other hand, in the 
lottery process of S2, if more than four symbols “SAR 
DINE” are not totally stopped and displayed on the variable 
display portions 21 to 25 with no relation to the activated 
pay lines, the bonus game is not won (S4: NO), thereby the 
main proceSS program is terminated. 
0170 Next, the start acceptance process conducted in S1 
in the slot machine 1 according to the first embodiment will 
be described with reference to FIG. 16. FIG. 16 is a 
flowchart of the Start acceptance proceSS program executed 
in the slot machine 1 according to the first embodiment. 
0171 In the start acceptance process, at first, the CPU 50 
determines in S11 whether or not a predetermined time (for 
example, 15 Seconds) is elapsed. Here, if it is determined 
that the predetermined time is not elapsed (S11: NO), 
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procedure shifts to S13, and on the other hand, if it is 
determined that the predetermined time is elapsed (S11: 
YES), demonstration effect is done on the upper liquid 
crystal display 3 or the lower liquid crystal display 4 in S12, 
thereafter procedure shifts to S13. 
0172 And in S13, it is determined whether or not opera 
tion of the RED PLAY 1 LINE button 39, the PLAY 2 
LINES button 40, the PLAY 5 LINES button 41, the PLAY 
2O LINES button 42 or the BLACKPLAY 25 LINES button 
43 is done. Here, if it is determined that operation of the 
RED PLAY1 LINE button 39 and the like is not done (S13: 
NO), procedure returns to S11 and the above procedures are 
repeated. On the other hand, if it is determined that operation 
of the RED PLAY 1 LINE button 39 and the like is done 
(S13: YES), procedure returns to the main process program 
of FIG. 15 and shifts to the lottery process in S2 even while 
the demonstration effect is done. 

0173 Here, in the determination process in S13, such 
determination in S13 may be conducted based on the other 
input Signals other than the above operation signals. 

0.174. Thereafter, in S14, an addition process of the JP 
and the bet number is done. In the addition process of the JP 
and the bet number, total credit number betted in the present 
game is added in the bet credit counter 52G of the RAM 52. 
Here, the credit number in one game is calculated by 
"number of the activated pay lines X bet number per one pay 
line”. For example, in the S13, if the BET 3 PER LINE 
button 35 and the PLAY 20 LINES button 42 are succes 
sively pressed, 3 credits are betted to each of 20 activated 
pay lines, thus total 60 credits are counted by the credit 
counter 52G. 

0175 And 10% of the credit number (one credit corre 
sponds to one coin) betted in the present game is accumu 
latively added as the JP. The present JP credit number is 
stored in the JP Sum storing area 52F of the RAM 52 and 
such JP Sum is renewed by newly betting. And the JP Sum 
displayed in the JP Sum display portion 11 is also renewed 
according thereto. For example, in a case that BET 3 PER 
LINE button 35 and the PLAY 20 LINES button 42 are 
successively pressed in S13, 3 credits are betted to each of 
the 20 activated pay lines, therefore 6 credits, which is 10% 
of 60 credits, are added to the JP Sum in the JP Sum storing 
area 52F. 

0176) Next, the lottery process program done in S2 in the 
slot machine 1 according to the first embodiment will be 
described with reference to FIG. 17. F.G. 17 is a flowchart 
of the lottery process program in the slot machine according 
to the first embodiment. 

0177. In the lottery process, at first, a symbol determi 
nation proceSS is done in S21. Here, in the base game, the 
Symbol Stopped and displayed on the first pay line L1 is 
determined every each of the variable display portions 21 to 
25. Concretely, five random numbers corresponding to each 
of the variable display portions 21 to 25 are sampled by the 
random number Sampling circuit 56 and the code NoS. are 
determined with reference to the symbol lottery table 51A 
shown in FIG. 10. Further, based on the code No. and each 
of the first reel strip 101--the sixth reel strip 106, the symbol 
Stopped and displayed every each of the variable display 
portions 21 to 25 is determined. At that time, although the 
Symbol Stopped and displayed on the variable display por 
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tion 21 is determined by utilizing the first reel strip 101 in 
the normal mode, Such symbol Stopped and displayed is 
determined by utilizing the sixth reel strip 106 in the 
probability change mode instead of the first reel strip 101. 

0.178 And after the symbols stopped and displayed on the 
activated pay line, a winning Symbol combination determi 
nation process is done in S22, thereafter procedure returns to 
the main process program in FIG. 15 and shifts to the base 
game process in S3. Here, concretely Speaking, in the 
winning Symbol combination determination process, the 
winning Symbol combination and the payout thereof are 
determined based on the symbol determined in S21 and the 
payout table 51C of FIG. 12. 

0179 Here, if the slot machine 1 is in the probability 
change mode, as mentioned, the Symbol of the variable 
display portion 21 is variably moved, Stopped and displayed 
by utilizing the sixth reel strip 106 (see FIG. 14) instead of 
the first reel strip 101. And kinds of the symbols on the first 
reel strip 101 and the sixth reel strip 106 are differently set 
with each other (the symbol “WILD" and “SARDINE” are 
more included in the sixth reel strip 106 than in the first reel 
strip 101), thereby the probability to win the winning symbol 
combination is made different (probability to win the win 
ning Symbol combination is Set higher in the probability 
change mode than in the normal mode). 
0180 Next, the base game process done in S3 in the slot 
machine 1 according to the first embodiment will be 
described with reference to FIG. 18. FIG. 18 is a flowchart 
of the base game process program in the Slot machine 
according to the first embodiment. 

0181. In the base game process, at first, in S31, Scroll of 
each of the Symbols is done on the variable display portions 
21 to 25 based on the Switch signal output from the 1-LINE 
Switch 62, the 2-LINES switch 63, the 5-LINES Switch 64, 
the 20-LINES Switch 65 or the 25-LINES Switch 66, the 
Switch signal being accepted in S1 of FIG. 15. 

0182 And in S32, the scroll of each symbol scrolled on 
each of the variable display portions 21 to 25 is stopped. 

0183. Further, in S33, according to the symbol combina 
tion corresponding to the winning Symbol combination 
Stopped and displayed on each of the variable display 
portions 21 to 25, credits and the like corresponding to the 
payout determined on the basis of the payout table 51C in 
the FIG. 12 are paid out. 

0.184 Thereafter, in S34, renewal process of the winning 
number of times determined based on that the winning 
Symbol combination is won in S22, the game number 
(including the base game and the bonus game) according to 
which the game is done by the player by the present time and 
the payout number of the credits paid out in the payout 
process of S33, is conducted. Each value of the winning 
number of times, the game number and the payout number 
is accumulatively calculated by the CPU 50 according to 
continuity of the game and the calculated result is Stored in 
the RAM 52. 

0185. Concretely, the credits obtained by the present 
player from Start of the game are counted and Such counted 
value is stored in the total credit counter 52B. And the game 
number according to which the present player conducts the 
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game from Start of the game is counted and Such counted 
value is stored in the total game number counter 52D. 
0186 Further, in addition to the above, if the slot machine 
1 is in the probability change mode at present, the number 
of times that the winning Symbol combination is won after 
the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the winning 
symbol combination counter 52A. The credits obtained after 
the game State shifts to the probability change mode are 
counted and Such counted value is Stored in the credit 
counter 52C. The game number of the games conducted 
after the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the game 
number counter 52E. 

0187. Thereafter, in S35, it is conducted the probability 
change mode changing process that the present game State in 
the slot machine 1 is changed between the probability 
change mode and the normal mode (the game State (includ 
ing the base game and the bonus game) other than the 
probability change mode). Here, the probability change 
mode changing proceSS will be explained later. And after the 
proceSS in S35 is done, procedure returns to the main proceSS 
program and shifts to the determination process in S4. 
0188 Next, the bonus game process executed in S5 in the 
slot machine 1 according to the first embodiment will be 
described with reference to FIG. 19. F.G. 19 is a flowchart 
of the bonus game proceSS conducted in the slot machine of 
the first embodiment. 

0189 In the bonus game process, at first, the game 
number N of the bonus game is set in S41. The bonus game 
number is Selected among 10-25 games based on the 
random number Sampled through the random number Sam 
pling circuit 56. The bonus game number N set is stored in 
the RAM 52. 

0190. Next, the symbol determination process in the 
bonus game is done in S41. Here, in the bonus game, the 
Symbols Stopped and displayed on the first pay line L1 are 
determined every each of the variable display portions 21 to 
25. Concretely, as mentioned, five random numbers are 
Sampled through the random number Sampling circuit 56 So 
as to correspond to each of the variable display portions 21 
to 25, and the code Nos. are determined according to the 
symbol lottery table 51A shown in FIG. 10. Further, based 
on the code Nos. and the first reel strip 101--the sixth reel 
strip 106, the symbols each of which is stopped and dis 
played on each of the variable display portions 21 to 25 are 
determined. At that time, although the Symbol Stopped and 
displayed on the variable display portion 21 is determined 
by utilizing the first reel strip 101 in the normal mode, such 
symbol is determined by utilizing the sixth reel strip 106 in 
the probability change mode instead of the first reel Strip 
101. 

0191 And if the symbols stopped and displayed on the 
activated pay line, the winning Symbol combination and the 
payout thereof are determined in S43 based on the symbols 
determined in S21 and the payout table 51C in FIG. 12. 
However, in the bonus game, the symbol. “SHARK' is 
handled as the symbol “LOBSTER". 
0.192 Here, in a case that the slot machine 1 is in the 
probability change mode, as mentioned, the Symbol of the 
variable display portion 21-is variably moved, Stopped and 
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displayed by the sixth reel strip 106 (see FIG.16) instead of 
the first reel strip 101. And kinds of the symbols on the first 
reel strip 101 and the sixth reel strip 106 are differently set 
with each other (the symbol “WILD" and “SARDINE” are 
more included in the sixth reel strip 106 than in the first reel 
strip 101), thereby the probability to win the winning symbol 
combination is made different (probability to win the win 
ning Symbol combination is Set higher in the probability 
change mode than in the normal mode). 
0193 Further, in the winning symbol combination deter 
mination process of S43, it is determined whether or not the 
trigger Symbol combination to shift to the bonus game is 
won (a case that four symbols “SARDINE” are stopped and 
displayed on the variable display portions 21 to 25 with no 
relation to the activated pay lines) (S44). And if it is 
determined that the trigger Symbol combination of the bonus 
game is won (S44: YES), a repeat number n of the bonus 
game is newly determined by a lottery and Such determined 
repeat number of times n is added to the game number N 
(S45). Thereby, if the bonus game is won during the bonus 
game, remaining repeat number of the bonus game is 
increased. Concretely speaking, for example, in a case that 
procedure shifts to the bonus game with 20 number of times 
for the first time and the bonus game with 17 number of 
times is won in the twelfth bonus game, the bonus games are 
conducted in 25 times (20 times-12 times+17 times) there 
after. On the other hand, if it is determined that the trigger 
symbol combination of the bonus game is not won (S44: 
NO), procedure shifts to S46. 
0194 In a rotation process of S46, scroll of each of the 
Symbols is automatically done on the variable display por 
tions 21 to 25. 

0.195 And in a stop control process of S47, scroll of the 
symbols scrolled on the variable display portions 21 to 25 is 
Stopped. 
0196. Here, although the symbols are variably moved, 
Stopped and displayed on the variable display portions 21 to 
25 by utilizing the first reel strip 101--the fifth reel strip 105 
(see FIG. 4) in the normal mode, the symbol of the variable 
display portion 21 is variably moved, Stopped and displayed 
by utilizing the sixth reel strip 106 (see FIG. 14) if the slot 
machine 1 is in the probability change mode. 
0.197 And in a payout process of S48, according to the 
Symbol combination corresponding to the winning Symbol 
combination Stopped and displayed on the variable display 
portions 21 to 25 in S47, credits corresponding to the payout 
determined based on the payout table 51C in FIG. 12 
(however, the symbol “SHARK" is handled as the symbol 
“LOBSTER” in the bonus game). 
0198 Thereafter, in S49, renewal process of the winning 
number of times determined that the winning Symbol com 
bination is won in S43, the game number (including the base 
game and the bonus game) done by the player by the present 
time and the payout number of the credits paid out in the 
payout process of S48, is conducted. Each value of the 
winning number of times, the game number and the payout 
number is accumulatively calculated by the CPU 50 accord 
ing to continuity of the game and the calculated result is 
Stored in the RAM 52. 

0199 Concretely, the credits obtained by the present 
player from Start of the game are counted and Such counted 
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value is stored in the total credit counter 52B. And the game 
number according to which the present player conducts the 
game from Start of the game is counted and Such counted 
value is stored in the total game number counter 52D. 
0200 Further, in addition to the above, if the slot machine 
1 is in the probability change mode at present, the number 
of times that the winning Symbol combination is won after 
the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the winning 
symbol combination counter 52A. The credits obtained after 
the game State shifts to the probability change mode are 
counted and Such counted value is Stored in the credit 
counter 52C. The game number of the games conducted 
after the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the game 
number counter 52E. 

0201 Next, in S50, it is conducted the probability change 
mode changing process that the present game State in the Slot 
machine 1 is changed between the probability change mode 
and the normal mode (the game State (including the base 
game and the bonus game) other than the probability change 
mode). Here, the probability change mode changing process 
will be explained later. Thereafter, procedure shifts to S51. 
0202) In S51, the CPU 50 reads out the game number N 
of the bonus game stored in the RAM 52 and subtracts “1” 
from the game number value read out. Further, the Sub 
tracted game number N is again stored in the RAM 52. 
0203) Thereafter, in S52, the CPU 50 determines whether 
or not the game number of times N of the bonus game 
reaches to the number of times determined in S41. Con 
cretely, this determination is done based on whether or not 
the game number N stored in the RAM 52 becomes “0”. If 
the game number N is not “0”, that is, if it is determined that 
the execution number of times of the bonus game does not 
reach to the number of times determined in S41 (S52: NO), 
procedure returns to S42 and the above procedures are 
repeated. On the other hand, if the game number N is “0”, 
that is, if the execution number of times of the bonus game 
reaches to the number of times determined in S41 (S52: 
YES), the bonus game process program is terminated. 
0204 Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
to FIG. 20. FIG. 20 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
first embodiment. 

0205. In the probability change mode changing process, 
at first, the CPU 50 determines in S61 whether or not the slot 
machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0206. If the slot machine 1 is not in the probability 
change mode at present (S61: NO), it is determined whether 
or not the winning symbol combination determined in S22 
or S43 becomes the trigger symbol combination to shift to 
the probability change mode (S62). In the slot machine 1 of 
the first embodiment, as mentioned, the game State shifts to 
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the probability change mode (1) if three symbols “SAR 
DINE” are stopped and displayed at the same time with no 
relation to the activated pay lines, (2) if five Symbols 
“WILD" are stopped on the activated pay line, (3) if the 
game is started with the MAX bet (the state that all of 
twenty-five pay lines are activated and the bet number is Set 
to 8 for each of the activated pay lines) and five symbols 
“LOBSTER" are successively stopped and displayed on the 
activated pay line through the variable display portions 21 to 
25. Therefore, the CPU 50 determines whether or not the 
winning Symbol combination Satisfying one of the above 
conditions (1)-(3) is won. 
0207 And in a case that the winning symbol combination 
is won (S62: YES), the game state shifts to the probability 
change mode in S63. If the game state shifts to the prob 
ability change mode, the reel Strip displaying the Symbols on 
the variable display portions 21 is changed from the first reel 
strip 101 to the sixth reel strip 106 (see FIG. 13), and the 
Symbols are variably moved, Stopped and displayed on the 
variable display portions 21 to 25 by utilizing the second reel 
strip 102 the sixth reel strip 106 from the next game. Here, 
in the sixth reel strip 106, the symbol “WILD" and “SAR 
DINE” are more included as shown in FIG. 14, in compari 
son with the first reel strip 101, thereby the probability to 
win the winning symbol combination shown in FIG. 12 
increases. Therefore, based on that the game State shifts to 
the probability change mode, the player can obtain more 
payout than that in the normal mode, with the same bet 
number (payout rate increases). 
0208. On the other hand, if it is determined that the 
winning symbol combination is not won (S62: NO), the 
probability change mode changing proceSS is terminated. 
0209 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S64). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 
0210. On the other hand, if the game state at present is in 
the probability change mode (S61: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S65). The termination lottery process of 
the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S66 is satisfied. 

0211 Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S66). In the slot machine 1 of the first 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
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number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 

0212 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9)-(10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0213) If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S66: YES), the prob 
ability change mode is terminated (S67). After the probabil 
ity change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 

0214) Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S68). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0215. On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S66: NO), the 
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probability change mode is continued and the probability 
change mode changing proceSS is terminated. 
0216. As mentioned, in the slot machine 1 of the first 
embodiment, in a case that the Symbol combination Stopped 
and displayed through the variable display portions 21 to 25 
becomes three symbols “SARDINE’ which are stopped and 
displayed at the same time with no relation to the activated 
pay lines in the base game or the bonus game, or in a case 
that five symbols “WILD’ are stopped and displayed on the 
activated pay line, or in a case that the JP is won (S62: YES), 
the first reel Strip 101 Variably moving, Stopping and dis 
playing the Symbols on the variable display portion 21 is 
changed to the sixth reel strip 106 in which more the symbol 
“WILD" and the symbol “SARDINE" are included, till any 
one of the termination conditions is Satisfied from the next 
game, thereby the game State Shifts to the probability change 
mode in which the probability to win the winning symbol 
combination increases in comparison with the normal mode 
(S63). Therefore, the game state can be variously changed at 
the timing that the player cannot predict during the game and 
a wave in the payout of the game media can be produced. 
Thus, the game State of the slot machine 1 can be variegated 
and the player never loses interest for games. 
0217. And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JPsum display portion 11 (S64). Thereby, the player 
can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 
0218. Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP sum display portion 11 (S68). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

Second Embodiment 

0219. Next, the slot machine according to the second 
embodiment will be described with reference to FIGS. 23 to 
26. Here, in the explanation mentioned later, the Same signs 
used in the slot machine 1 of the first embodiment described 
on the basis of FIGS. 1 to 22 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the second embodiment. 

0220. The outline construction of the slot machine 
according to the Second embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the Second embodiment are 
Substantially as Same as those in the slot machine 1 of the 
first embodiment. 

0221) However, the slot machine in the second embodi 
ment is different from the slot machine 1 in the first 
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embodiment in following points. That is, in the slot machine 
1 of the first embodiment, when the symbols are controlled 
to stop on the variable display portions 21 to 25, five random 
numbers corresponding to each of the variable display 
portions 21 to 25 are sampled by the random number 
Sampling circuit 56, and based on the code NoS. determined 
by the sampled random numbers and the symbol lottery 
table 51A of FIG.10 and the first reel strip 101--the fifth reel 
strip 105 (in the probability change mode, the second reel 
strip 102-the sixth reel strip 106), the stop display symbols 
are determined (S21, S42), and further the winning symbol 
combination and the payout thereof are determined on the 
basis of the stop display symbols and the payout table 51C 
of FIG. 12. On the contrary, in the slot machine of the 
Second embodiment, the winning combination is directly 
determined based on the random number. 

0222 And in the slot machine 1 during the probability 
change mode, the Symbols are variably moved, Stopped and 
displayed on the variable display portion 21 by changing the 
first reel strip 101 to the sixth reel strip 106, thereby the 
probability to win the winning symbol combination 
increases. On the contrary, in the slot machine of the Second 
embodiment, the table used when the winning symbol 
combination is determined on the basis of the random 
number is changed instead of the reel Strip. Therefore, in the 
Slot machine of the Second embodiment, in order to increase 
the probability to win the winning symbol combination, it is 
not required to change the reel Symbols. Therefore, the 
Second embodiment can be adopted to not only the slot 
machine using vide reels explained hereinafter but also the 
Slot machine using mechanical reels. 
0223 First, in the slot machine of the second embodi 
ment, the lottery process executed in S2 of the main proceSS 
program will be described with reference to FIG. 23. FIG. 
23 is a flowchart of a lottery proceSS program executed in the 
Slot machine of the Second embodiment. Here, programs 
shown by flowcharts in FIGS. 23 and 24 are stored in the 
ROM 51 and RAM 52 provided in the slot machine of the 
second embodiment and are executed by the CPU 50. 
0224. In the lottery process, at first, a lottery process of 
the winning Symbol combination is conducted. Here, it is 
done by the CPU 50 the lottery of the winning symbol 
combination controlled to Stop on the variable display 
portions 21 to 25 in the base game by utilizing the winning 
symbol combination lottery table 51D and 51 E. And after 
the winning Symbol combination is determined, procedure 
returns to the main process program in FIG. 15 and shifts to 
the base game process in S3. Further, in the base game 
process, the Symbols are controlled to Stop based on the 
winning Symbol combination determined by the lottery. 
0225. Hereinafter, the winning symbol combination lot 
tery table 51D and 51E, which are utilized in the winning 
symbol combination lottery process in S71, will be 
described. 

0226. In the slot machine of the second embodiment, the 
winning symbol combination lottery table 51D which is 
utilized in the lottery of the winning symbol combination in 
the normal mode (game State other than the probability 
change mode) and the winning Symbol combination lottery 
table 51E which is utilized in the lottery of the winning 
Symbol combination in the probability change mode, are 
stored in the ROM 51. In the normal mode, the winning 
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Symbol combination is determined based on the winning 
symbol combination lottery table 51d for the normal mode, 
and in the probability change mode, the winning Symbol 
combination is determined based on the winning Symbol 
combination lottery table 51E for the probability change 
mode. 

0227. At first, with reference to FIG. 25, the winning 
symbol combination lottery table 51D for the normal mode 
utilized in the normal mode will be described. FIG. 25 is an 
explanatory view showing the winning Symbol combination 
lottery table for the normal mode in the second embodiment. 
0228. As shown in FIG. 25, random numbers utilized in 
the winning symbol combination lottery table 51D lie in the 
range of 0-11999. If the random number value sampled by 
the random number Sampling circuit 56 lies in the range of 
0-49, the trigger of the bonus game is won. In this case, 
more than four symbols “SARDINE” are stopped and dis 
played at the same time with no relation to the activated pay 
lines and the game State shifts to the bonus game. And if the 
random number value Sampled by the random number 
sampling circuit 56 lies in the range of 50-51, the winning 
symbol combination of “LOBSTER’ is won. And more than 
five symbols “LOBSTER" are stopped and displayed on the 
activated pay line. And if the random number value lies 
Sampled by the random number Sampling circuit 56 lies in 
the range of 52-57, the winning symbol combination of 
“SHARK" is won. In this case, five symbols “SHARK" are 
Stopped and displayed on the activated pay line. Similarly to 
the above, if the random number value lies in the range of 
58-97, the winning symbol combination of “FISH” is won. 
If the random number value lies in the range of 98-177, the 
winning symbol combination of “PUNK' is won. If the 
random number value lies in the range of 178-277, the 
winning symbol combination of “OCTOPUS” is won. If the 
random number value lies in the range of 278-477, the 
winning symbol combination of “CRAB' is won. If the 
random number value lies in the range of 478-777, the 
winning symbol combination of “WORM' is won. If the 
random number value lies in the range of 778-1177, the 
winning symbol combination of “A” is won. If the random 
number value lies in the range of 1178-1577, the winning 
symbol combination of “K” is won. If the random number 
value lies in the range of 1578-1977, the winning symbol 
combination of “O'” is won. If the random number value lies 
in the range of 1978-2377, the winning symbol combination 
of “J” is won. If the random number value lies in the range 
of 2378-2577, the winning symbol combination of “SAR 
DINE” is won. In this case, three symbols “SARDINE" are 
Stopped and displayed with no relation to the activated pay 
lines. If the random number value lies in the range of 
2578-2677, the winning symbol combination of “WILD" is 
won. In this case, five symbols “WILD’ are stopped and 
displayed on the activated pay line. 
0229. On the other hand, if the random number value lies 
in the range of 2678-11999, the winning symbol combina 
tion is lost. In this case, the Symbol combination other than 
the winning Symbol combination is stopped and displayed. 
0230. Next, with reference to FIG. 26, the winning 
symbol combination lottery table 51E for the probability 
change mode utilized in the probability change mode will be 
described. FIG. 26 is an explanatory view showing the 
winning symbol combination lottery table for the probability 
change mode in the Second embodiment. 
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0231. As shown in FIG. 26, random numbers utilized in 
the winning symbol combination lottery table 51E lie in the 
range of 0-11999, similar to the winning symbol combina 
tion lottery table 51D for the normal mode. If the random 
number value Sampled by the random number Sampling 
circuit 56 lies in the range of 0-74, the trigger of the bonus 
game is won. In this case, more than four Symbols “SAR 
DINE” are stopped and displayed at the same time with no 
relation to the activated pay lines and the game State Shifts 
to the bonus game. And if the random number value Sampled 
by the random number Sampling circuit 56 lies in the range 
of 75-77, the winning symbol combination of “LOBSTER” 
is won. And more than five symbols “LOBSTER" are 
Stopped and displayed on the activated pay line. And if the 
random number value lies Sampled by the random number 
sampling circuit 56 lies in the range of 78-86, the winning 
symbol combination of “SHARK' is won. In this case, five 
symbols “SHARK' are stopped and displayed on the acti 
vated pay line. Similarly to the above, if the random number 
value lies in the range of 87-146, the winning symbol 
combination of “FISH' is won. If the random number value 
lies in the range of 147-266, the winning symbol combina 
tion of “PUNK' is won. If the random number value lies in 
the range of 267-416, the winning symbol combination of 
“OCTOPUS is won. If the random number value lies in the 
range of 417-716, the winning symbol combination of 
“CRAB' is won. If the random number value lies in the 
range of 717-1016, the winning symbol combination of 
“WORM is won. If the random number value lies in the 
range of 1017-1616, the winning symbol combination of 
“A” is won. If the random number value lies in the range of 
1617-2216, the winning symbol combination of “K” is won. 
If the random number value lies in the range of 2217-2816, 
the winning symbol combination of “O'” is won. If the 
random number value lies in the range of 2817-3416, the 
winning symbol combination of “J” is won. If the random 
number value lies in the range of 3417-3616, the winning 
symbol combination of “SARDINE” is won. In this case, 
three symbols “SARDINE” are stopped and displayed with 
no relation to the activated pay lines. 
0232. On the other hand, if the random number value lies 
in the range of 3617-11999, the winning symbol combina 
tion is lost. In this case, the Symbol combination other than 
the winning Symbol combination is stopped and displayed. 
0233. Here, for example, the probability that the bonus 
trigger is won and more than four symbols “SARDINE” are 
stopped and displayed at the same time is 50/12000 in the 
normal mode and 75/12000 in the probability change mode. 
And the probability that the symbol combination of “LOB 
STER" is won and more than five symbols “LOBSTER" are 
stopped and displayed on the activated pay line is 2/12000 
in the normal mode and 3/12000 in the probability change 
mode. Similarly to the above, in the other winning symbol 
combinations, the probability to win the winning Symbol 
combination is made higher in the probability change mode 
than in the normal mode. Therefore, based on that the game 
State shifts to the probability change mode, the player can 
obtain more higher payout with the Same bet number than in 
the normal mode (payout rate increases). 
0234 Next, the bonus game process done in S5 in the slot 
machine of the second embodiment will be described with 
reference to FIG. 24. FIG. 24 is a flowchart of the bonus 
game process in the slot machine of the Second embodiment. 
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0235. In the bonus game process, at first, the game 
number N of the bonus game is set in S81. The game number 
of the bonus game is selected by the lottery among 10-25 
games, based on a random number value Sampled through 
the random number Sampling circuit 56. The game number 
N of the bonus game is stored in the RAM 52. 
0236 Next, in S82 it is conducted the winning symbol 
combination lottery process in the bonus game. Here, in the 
bonus game, a lottery of the winning Symbol combination 
controlled to stop on the variable display portions 21 to 25 
is executed by utilizing the winning Symbol combination 
lottery table through the CPU 50. Concretely, as mentioned, 
the random number is Sampled by the random number 
sampling circuit 56 and the lottery of the winning symbol 
combination is done in the normal mode based on the 
winning symbol combination lottery table 51D for the 
normal mode. And the lottery of the winning Symbol com 
bination is done in the probability change mode based on the 
winning symbol combination lottery table 51E for the prob 
ability change mode. 
0237 Further, in the winning symbol combination lottery 
process of S82, it is determined whether or not the trigger 
symbol combination to shift to the bonus game is won (S83). 
And if it is determined that the trigger Symbol combination 
for the bonus game is won (S83: YES), the repeat number of 
times n of the bonus game is newly determined by the lottery 
(S84). Thereby, if the bonus game is won during the bonus 
game, remaining repeat number of the bonus game is 
increased. Concretely speaking, for example, in a case that 
procedure shifts to the bonus game with 20 number of times 
for the first time and the bonus game with 17 number of 
times is won in the twelfth bonus game, the bonus games are 
conducted in 25 times (20 times-12 times+17 times) there 
after. On the other hand, if it is determined that the trigger 
symbol combination of the bonus game is not won (S83: 
NO), procedure shifts to S86. 
0238 And in the rotation process in S85, Scroll of the 
Symbols are automatically conducted on the variable display 
portions 21 to 25. 
0239 Further, in the stop control process in S86, scroll of 
the Symbols Scrolling on the variable display portions 21 to 
25 is stopped based on the lottery result of the winning 
symbol combination in S82. 
0240 And in the payout process in S87, credits corre 
sponding to the payout determined based on the payout table 
51C in FIG. 12 (however, the symbol “SHARK" is handled 
as the symbol “LOBSTER” in the bonus game) are paid out. 
0241 Thereafter, in S88, renewal process of the winning 
number of times of the winning Symbol combination deter 
mined on the basis of the lottery result in S82, the game 
number (including the base game and the bonus game) done 
by the player by the present time and the payout number of 
the credits paid out in the payout process of S87, is con 
ducted. Each value of the winning number of times, the 
game number and the payout number is accumulatively 
calculated by the CPU 50 according to continuity of the 
game and the calculated result is stored in the RAM 52. 
0242 Concretely, the credits obtained by the present 
player from Start of the game are counted and Such counted 
value is stored in the total credit counter 52B. And the game 
number according to which the present player conducts the 
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game from Start of the game is counted and Such counted 
value is stored in the total game number counter 52D. 
0243 Further, in addition to the above, if the slot machine 
1 is in the probability change mode at present, the number 
of times that the winning Symbol combination is won after 
the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the winning 
symbol combination counter 52A. The credits obtained after 
the game State shifts to the probability change mode are 
counted and Such counted value is Stored in the credit 
counter 52C. The game number of the games conducted 
after the game State shifts to the probability change mode is 
counted and Such counted value is Stored in the game 
number counter 52E. 

0244 Next, in S89, it is conducted the probability change 
mode changing process (S50, see FIG. 20) that the present 
game State in the slot machine 1 is changed between the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode). Thereafter, procedure 
Shifts to S90. 

0245. In S90, the CPU 50 reads out the game number N 
of the bonus game stored in the RAM 52 and subtracts “1” 
from the game number value read out. Further, the Sub 
tracted game number N is again stored in the RAM 52. 
0246 Thereafter, in S91, the CPU 50 determines whether 
or not the game number of times N of the bonus game 
reaches to the number of times determined in S81. Con 
cretely, this determination is done based on whether or not 
the game number N stored in the RAM 52 becomes “0”. If 
the game number N is not “0”, that is, if it is determined that 
the execution number of times of the bonus game does not 
reach to the number of times determined in S81 (S91: NO), 
procedure returns to S82 and the above procedures are 
repeated. On the other hand, if the game number N is “0”, 
that is, if the execution number of times of the bonus game 
reaches to the number of times determined in S81 (S91: 
YES), the bonus game process program is terminated. 
0247 As mentioned in the above, in the slot machine 1 of 
the Second embodiment, in a case that the Symbol combi 
nation Stopped and displayed through the variable display 
portions 21 to 25 becomes three symbols “SARDINE” 
which are stopped and displayed at the Same time with no 
relation to the activated pay lines in the base game or the 
bonus game, or in a case that five symbols “WILD’ are 
Stopped and displayed on the activated pay line, or in a case 
that the JP is won (S62: YES), the winning symbol combi 
nation lottery table utilized for lottery of the winning symbol 
combination in the winning Symbol combination lottery 
proceSS is changed from the winning Symbol combination 
lottery table 51D for the normal mode to the winning symbol 
combination lottery table 51E for the probability change 
mode, till any one of the termination conditions is Satisfied 
from the next game, thereby the game State shifts to the 
probability change mode in which the probability to win the 
winning Symbol combination increases in comparison with 
the normal mode (S63). Therefore, different from a case that 
the game State shifts to the bonus game, the game State can 
be variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
Slot machine 1 can be variegated and the player never loses 
interest for games. 
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Third Embodiment 

0248 Next, the slot machine according to the third 
embodiment will be described with reference to FIGS. 27 to 
29. Here, in explanation mentioned hereinafter, the same 
Signs used in the slot machine 1 of the first embodiment 
described on the basis of FIGS. 1 to 22 indicate the con 
Structive elements which are same as those or correspond to 
those in the slot machine 1 of the first embodiment. 

0249. The outline construction of the slot machine 
according to the third embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the third embodiment are Sub 
Stantially as Same as those in the slot machine 1 of the first 
embodiment. 

0250) However, the slot machine in the third embodiment 
is different from the slot machine 1 in the first embodiment 
in following points. That is, in the slot machine 1 of the first 
embodiment, thirteen kinds of conditions are Set as the 
termination condition of the probability change mode and 
when any one of Such conditions is Satisfied, the probability 
change mode at present is terminated. On the contrary, in the 
Slot machine of the third embodiment, one condition is 
Selected among thirteen termination conditions and the 
probability change mode is terminated by utilizing the 
Selected termination condition. 

0251 Next, the probability change mode changing pro 
cess executed in the slot machine of the third embodiment 
will be described with reference to FIG. 27. FIG. 27 is a 
flowchart of the probability change mode changing process 
program in the slot machine of the third embodiment. Here, 
program shown by the flowchart in FIG. 27 is stored in the 
ROM 51 or the RAM 52 provided in the slot machine of the 
third embodiment and is executed by the CPU 50. 
0252) In the probability change mode changing process, 
at first, the CPU 50 determines in S101 whether or not the 
Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0253) If the slot machine is not in the probability change 
mode at present (S101: NO), it is determined whether or not 
the winning symbol combination determined in S22 or S43 
becomes the trigger Symbol combination to shift to the 
probability change mode (S101). In the slot machine of the 
third embodiment, as mentioned, the game State shifts to the 
probability change mode (1) if three symbols “SARDINE” 
are stopped and displayed at the Same time with no relation 
to the activated pay lines, (2) if five symbols “WILD" are 
Stopped on the activated pay line, (3) if the game is started 
with the MAXbet (the state that all of twenty-five pay lines 
are activated and the bet number is set to 8 for each of the 
activated pay lines) and five symbols “LOBSTER" are 
Successively Stopped and displayed on the activated pay line 
through the variable display portions 21 to 25. Therefore, it 
is determined whether or not the winning Symbol combina 
tion Satisfying one of the above conditions (1)-(3) is won. 
0254 And in a case that the winning symbol combination 
is won (S102: YES), the game state shifts to the probability 
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change mode in S103. If the game state shifts to the 
probability change mode, the reel Strip displaying the Sym 
bols on the variable display portions 21 is changed from the 
first reel strip 101 to the sixth reel strip 106 (see FIG. 13), 
and the Symbols are variably moved, Stopped and displayed 
on the variable display portions 21 to 25 by utilizing the 
second reel strip 102 the sixth reel strip 106 from the next 
game. Here, in the sixth reel strip 106, the symbol “WILD’ 
and “SARDINE” are more included as shown in FIG. 14, in 
comparison with the first reel strip 101, thereby the prob 
ability to win the winning symbol combination shown in 
FIG. 12 increases. Therefore, based on that the game state 
shifts to the probability change mode, the player can obtain 
more payout than that in the normal mode, with the same bet 
number (payout rate increases). 
0255. On the other hand, if it is determined that the 
winning symbol combination is not won (S102: NO), the 
probability change mode changing proceSS is terminated. 
0256 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S104). Thereby, it can be notified to the player that the 
probability change mode is realized. 
0257 Next, in S105, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the third embodi 
ment, there are set beforehand 13 kinds of the termination 
conditions as the conditions to terminate the probability 
change mode. Concretely, Such conditions are: (1) if three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines; (2) if five symbols “WILD" are 
stopped on the pay line; (3) if the JP is won; (4) if any of the 
winning Symbol combinations is won in fifteen times after 
the game state shifts to the probability change mode; (5) if 
coins obtained by the player from Start of the game become 
more than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0258 And in the slot machine of the third embodiment, 
one condition is Selected among the above 13 termination 
conditions Set in the above and Such Selected termination 
condition is made as the termination condition to terminate 
the probability change mode. 
0259. In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
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through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 
0260. As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12'b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 
0261 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line. If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game State 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12”, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0262 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S106). FIG. 
29 is a front view showing the lower liquid crystal display 
4 on which the termination condition is displayed. 
0263. In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 



US 2006/0030390 A1 

number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S105. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 

0264. On the other hand, if the game state at present is in 
the probability change mode (S101: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S107). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S108 is satisfied. 

0265 Next, it is determined whether or not one termina 
tion condition selected in S105 is satisfied among the 
conditions (1)-(13) (S108). Concretely, the termination con 
ditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 
0266). If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S108: YES), the probabil 
ity change mode is terminated (S109). After the probability 
change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101 the fifth reel strip 105 from the next game. 
0267 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S110). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 
0268. On the other hand, if it is determined that the 
selected termination condition is not satisfied (S108: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 
0269. As mentioned in the above, in the slot machine 1 
according to the third embodiment, in a case that the Symbol 
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combination Stopped and displayed through the variable 
display portions 21 to 25 becomes three symbols “SAR 
DINE’ which are stopped and displayed at the same time 
with no relation to the activated pay lines in the base game 
or the bonus game, or in a case that five symbols “WILD’ 
are stopped and displayed on the activated pay line, or in a 
case that the JP is won (S102: YES), the first reel strip 101 
variably moving, Stopping and displaying the Symbols on 
the variable display portion 21 is changed to the Sixth reel 
strip in which more the symbol “WILD’ and the symbol 
“SARDINE’ are included, till the termination condition 
determined by the lottery (S105) is satisfied from the next 
game, thereby the game State Shifts to the probability change 
mode in which the probability to win the winning symbol 
combination increases in comparison with the normal mode 
(S103). Therefore, the game state can be variously changed 
at the timing that the player cannot predict during the game 
and a wave in the payout of the game media can be 
produced. Thus, the game State of the Slot machine 1 can be 
variegated and the player never loses interest for games. 
Further, Since the termination condition to terminate the 
probability change mode is changed according to the lottery 
which is conducted every time the game State shifts to the 
probability change mode (S105), a game pattern is increased 
and game characteristic is improved. And Since the termi 
nation condition is displayed on the lower liquid crystal 
display 4 (S106), the player conducting the game can 
acknowledge that the probability change mode is terminated 
and intention of the player is increased. Further, Strategy for 
games is improved. 

Fourth Embodiment 

0270. Next, the slot machine according to the fourth 
embodiment will be described with reference to FIGS. 30 
and 31. Here, in the explanation mentioned later, the same 
Signs used in the slot machine 1 of the first embodiment 
described on the basis of FIGS. 1 to 22 indicate the con 
Structive elements which are same as those or correspond to 
those in the slot machine 1 of the fourth embodiment. 

0271 The outline construction of the slot machine 
according to the fourth embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the fourth embodiment are 
Substantially as Same as those in the slot machine 1 of the 
first embodiment. 

0272. However, the slot machine in the fourth embodi 
ment is different from the slot machine 1 in the first 
embodiment in the following point. That is, in the slot 
machine 1 of the first embodiment, if a predetermined 
condition (one of the conditions that three of the symbol 
“SARDINE” are stopped and displayed at the same time, 
five of the symbol “WILD’ are stopped on the pay line and 
the JP is won, with no relation to the pay lines) is realized, 
the game State Shifts to the probability change mode in 
which the probability to win the winning combination (see 
FIG. 12) becomes higher than the normal mode. On the 
contrary, in the Slot machine of the fourth embodiment, in a 
case that any of the winning Symbol combinations is won in 
30 times, or the number of coins obtained by the player from 
start of the game exceeds 1000 coins or 5000 coins (credits 
of the player exceed 1000 credits or 5000 credits) or the 
number of games conducted by the player exceeds 100 
games or 300 games, the game State shifts to the probability 
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change mode in which the probability that the winning 
Symbol combination is stopped So as to align on the pay line 
increases. 

0273) In order to realize the above, in the RAM 52 of the 
Slot machine according to the fourth embodiment, in addi 
tion to the winning symbol combination counter 52A, the 
total credit counter 52B, the credit counter 52C for counting 
credits obtained after the game state shifts to the probability 
change mode in a case of the probability change mode, the 
total game number counter 52D, the game number counter 
52E, the JP Sum storing area 52F, the bet credit counter 52G, 
each being as Same as those shown in FIG. 9, a total winning 
number of times counter 52H is provided. This total winning 
number of times counter 52H counts the number of times 
according to which the winning Symbol combinations are 
won after the game is started. 

0274 And in the slot machine 1 according to the fourth 
embodiment, if a predetermined condition is realized during 
the base game and the bonus game, the game State Shifts to 
the probability change mode. Here, the probability change 
mode means a special game mode which is realized if any 
of the winning symbol combination is won in 30 times, if the 
number of coins obtained by the player from start of the 
game exceeds 1000 coins or 5000 coins (credits of the player 
exceed 1000 credits or 5000 credits) or if the number of 
games conducted by the player exceeds 100 games or 300 
gameS. 

0275 If one of the above conditions is satisfied, the game 
state shifts to the probability change mode in which the 
probability to win the winning combination (see FIG. 12) 
becomes higher than the normal game State till a predeter 
mined termination condition is Satisfied from the next game 
(here, one game means a time till variable display of the 
Symbols is started on each of the variable display portions 21 
to 25, thereafter the Symbols are Stopped and displayed 
thereon). And it is determined whether or not Such condition 
is satisfied, based on that a predetermined number (winning 
number of times of the winning Symbol combination, credit 
number obtained, game number conducted) concerning with 
game conducted from a time that the player conducting 
games with the Slot machine at present starts to play games. 
Here, each of count values is accumulatively counted in the 
RAM 52 and it is stored in the total credit counter 52B the 
credits obtained by the present player Since the game is 
Started. And it is Stored in the total game number counter 
52D the game number conducted by the present player Since 
the game is Started. Further, it is Stored in the total winning 
number counter 52H the winning number of times that the 
present player wins the winning Symbol combination Since 
the game is started. And the CPU 50 determines that the 
count value stored in the RAM 52 reaches to a predeter 
mined value, thereby the game State shifts to the probability 
change mode in which the probability to win the winning 
combination (see FIG. 12) becomes higher than the normal 
game State till a predetermined termination condition is 
Satisfied from the next game (here, one game means a time 
till variable display of the symbols is started on each of the 
variable display portions 21 to 25, thereafter the symbols are 
Stopped and displayed thereon). 
0276 Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
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to FIG. 31. FIG.31 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
fourth embodiment. 

0277. In the probability change mode changing process, 
at first, the CPU 50 determines in S161 whether or not the 
Slot machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode). And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0278 If the slot machine 1 is not in the probability 
change mode at present (S161: NO), each of count values in 
the total credit counter 52B, the total game number counter 
52D and the total winning number counter 52H of the RAM 
52 is obtained (S162). 
0279. Thereafter, the CPU 50 determines whether or not 
the obtained count value is a predetermined value (S163). 
Here, in the slot machine of the fourth embodiment, the 
game State shifts to the probability change mode if any of the 
winning symbol combination is won in 30 times, if the 
number of coins obtained by the player from start of the 
game exceeds 1000 coins or 5000 coins (credits of the player 
exceed 1000 credits or 5000 credits) or if the number of 
games conducted by the player exceeds 100 games or 300 
gameS. 

0280. Therefore, the CPU 50 determines whether the 
count value of the total winning number counter 52H is 30 
or not, the count value of the total credit counter 52B is 1000 
or 5000 and the count value of the total game number 
counter 52D is 100 or 300. 

0281 And if it is determined that the obtained count 
value is the predetermined value mentioned above (S163: 
YES), the game state shifts to the probability change mode 
in S164. After the game state shifts to the probability change 
mode, the reel Strip displaying the Symbols on the variable 
display portions 21 is changed from the first reel strip 101 to 
the sixth reel strip 106 (see FIG. 13), and the symbols are 
variably moved, Stopped and displayed on the variable 
display portions 21 to 25 by utilizing the Second reel Strip 
102-the sixth reel strip 106 from the next game. Here, in the 
sixth reel strip 106, the symbol “WILD" and “SARDINE” 
are more included as shown in FIG. 14, in comparison with 
the first reel strip 101, thereby the probability to win the 
winning symbol combination shown in FIG. 12 increases. 
Therefore, based on that the game state shifts to the prob 
ability change mode, the player can obtain more payout than 
that in the normal mode, with the same bet number (payout 
rate increases). 
0282. On the other hand, if it is determined that the 
obtained count value is not the predetermined value men 
tioned above (S163: NO), the probability change mode 
changing proceSS is terminated. 
0283. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
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(S165). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 
0284. On the other hand, if the game state at present is in 
the probability change mode (S161: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S166). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0”“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S167 is satisfied. 

0285) Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S167). In the slot machine 1 of the fourth 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 
0286 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9)-(10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
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counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0287) If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S167: YES), the 
probability change mode is terminated (S168). After the 
probability change mode is terminated, the reel Strip to 
display the symbols on the variable display portion 21 is 
changed form the sixth reel strip 106 to the first reel strip 101 
and the symbols of the variable display portions 21 to 25 are 
variably moved, Stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
0288 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S169). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0289 On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S167: NO), the 
probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0290. As mentioned, in the slot machine 1 of the fourth 
embodiment, during the base game or the bonus game, in a 
case that any of the winning Symbol combination is won in 
30 times, or in a case that the number of coins obtained by 
the player from start of the game exceeds 1000 coins or 5000 
coins or in a case that the number of games conducted by the 
player exceeds 100 games or 300 games (S163: YES), the 
first reel Strip 101 variably moving, Stopping and displaying 
the Symbols on the variable display portion 21 is changed to 
the sixth reel strip 106 in which more the symbol “WILD’ 
and the symbol “SARDINE” are included, till any one of the 
termination conditions is Satisfied from the next game, 
thereby the game State shifts to the probability change mode 
in which the probability to win the winning symbol com 
bination increases in comparison with the normal mode 
(S164). Therefore, the game State can be variously changed 
at the timing that the player cannot predict during the game 
and a wave in the payout of the game media can be 
produced. Thus, the game State of the Slot machine 1 can be 
variegated and the player never loses interest for games. 
0291 And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP Sum display portion 11 (S165). Thereby, the 
player can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 

0292 Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
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and the JPsum display portion 11 (S169). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

Fifth Embodiment 

0293 Next, the slot machine according to the fifth 
embodiment will be described with reference to FIG. 32. 
Here, in explanation mentioned hereinafter, the same signs 
used in the slot machine 1 of the fourth embodiment 
described on the basis of FIGS. 30 and 31 indicate the 
constructive elements which are same as those or correspond 
to those in the slot machine 1 of the fourth embodiment. 

0294 The outline construction of the slot machine 
according to the fifth embodiment is Substantially as Same as 
that of the slot machine 1 in the fourth embodiment. And 
various control processes in the fifth embodiment are Sub 
Stantially as Same as those in the slot machine 1 of the fourth 
embodiment. 

0295). However, the slot machine in the fifth embodiment 
is different from the slot machine in the fourth embodiment 
in following points. That is, in the slot machine of the fourth 
embodiment, thirteen kinds of conditions are Set as the 
termination condition of the probability change mode and 
when any one of Such conditions is Satisfied, the probability 
change mode at present is terminated. On the contrary, in the 
slot machine of the fifth embodiment, one condition is 
Selected among thirteen termination conditions and the 
probability change mode is terminated by utilizing the 
Selected termination condition. 

0296) Next, the probability change mode changing pro 
cess executed in the slot machine of the fifth embodiment 
will be described with reference to FIG. 32. FIG. 32 is a 
flowchart of the probability change mode changing proceSS 
program in the slot machine of the fifth embodiment. Here, 
program shown by the flowchart in FIG. 32 is stored in the 
ROM 51 or the RAM 52 provided in the slot machine of the 
fifth embodiment and is executed by the CPU 50. 
0297. In the probability change mode changing process, 
at first, the CPU 50 determines in S201 whether or not the 
Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game as mentioned, and in addition, 
each of the base game and the bonus game has two game 
modes of the probability change mode and the normal mode 
(the game state (including the base game and the bonus 
game) other than the probability change mode). And if a 
predetermined condition is Satisfied, each mode is mutually 
changed. 

0298 If the slot machine is not in the probability change 
mode at present (S201: NO), each of count values in the total 
credit counter 52B, the total game number counter 52D and 
the total winning number counter 52H of the RAM 52 is 
obtained (S202). 
0299 Thereafter, it is determined whether or not the 
obtained count value is the predetermined value (S203). 
Here, in the slot machine of the fifth embodiment, the game 
state shifts to the probability change mode if any of the 
winning symbol combination is won in 30 times, if the 
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number of coins obtained by the player from start of the 
game exceeds 1000 coins or 5000 coins or if the number of 
games conducted by the player exceeds 100 games or 300 
gameS. 

0300. Therefore, the CPU 50 determines whether the 
count value of the total winning number counter 52H is 30 
or not, the count value of the total credit counter 52B is 1000 
or 5000 and the count value of the total game number 
counter 52D is 100 or 300. 

0301 And if it is determined that the obtained count 
value is the predetermined value mentioned in the above 
(S203: YES), the game state shifts to the probability change 
mode in S204. If the game state shifts to the probability 
change mode, the reel Strip displaying the Symbols on the 
variable display portions 21 is changed from the first reel 
strip 101 to the sixth reel strip 106 (see FIG. 13), and the 
Symbols are variably moved, Stopped and displayed on the 
variable display portions 21 to 25 by utilizing the second reel 
strip 102-the sixth reel strip 106 from the next game. Here, 
in the sixth reel strip 106, the symbol “WILD" and “SAR 
DINE” are more included as shown in FIG. 14, in compari 
son with the first reel strip 101, thereby the probability to 
win the winning symbol combination shown in FIG. 12 
increases. Therefore, based on that the game State shifts to 
the probability change mode, the player can obtain more 
payout than that in the normal mode, with the same bet 
number (payout rate increases). 
0302) On the other hand, if it is determined that the 
obtained count value is not the predetermined value men 
tioned in the above (S203: NO), the probability change 
mode changing proceSS is terminated. 
0303. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S205). Thereby, it can be notified to the player that the 
probability change mode is realized. 
0304) Next, in S206, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the third embodi 
ment, there are set beforehand 13 kinds of the termination 
conditions as the conditions to terminate the probability 
change mode. Concretely, Such conditions are: (1) if three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines; (2) if five symbols “WILD" are 
stopped on the pay line; (3) if the JP is won; (4) if any of the 
winning Symbol combinations is won in fifteen times after 
the game state shifts to the probability change mode; (5) if 
coins obtained by the player from Start of the game become 
more than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
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if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0305 And in the slot machine of the fifth embodiment, 
one condition is Selected among the above 13 termination 
conditions Set in the above and Such Selected termination 
condition is made as the termination condition to terminate 
the probability change mode. 

0306 In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 

0307 As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12"b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 

0308 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line, If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game State 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
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the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12”, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0309 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S207). FIG. 
29 is a front view showing the lower liquid crystal display 
4 on which the termination condition is displayed. 
0310. In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 
number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S106. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 

0311. On the other hand, if the game state at present is in 
the probability change mode (S201: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S208). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S209 is satisfied. 

0312 Next, it is determined whether or not one termina 
tion condition selected in S105 is satisfied among the 
conditions (1)-(13) (S209). Concretely, the termination con 
ditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 
0313) If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S209: YES), the probabil 
ity change mode is terminated (S210). After the probability 
change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, Stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
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0314. Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S211). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 
0315. On the other hand, if it is determined that the 
selected termination condition is not satisfied (S209: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 
0316. As mentioned in the above, in the slot machine 1 
according to the fifth embodiment, during the base game or 
the bonus game, in a case that the Symbol combination 
Stopped and displayed through the variable display portions 
21 to 25 is won in 30 times since the player starts to play the 
game, or in a case that the number of coins obtained by the 
player from start of the game exceeds 1000 coins or 5000 
coins or in a case that the number of games conducted by the 
player exceeds 100 games or 300 games (S203: YES), the 
first reel Strip 101 variably moving, Stopping and displaying 
the Symbols on the variable display portion 21 is changed to 
the sixth reel strip in which more the symbol “WILD’ and 
the symbol “SARDINE” are included, till the termination 
condition determined by the lottery (S205) is satisfied from 
the next game, thereby the game State Shifts to the prob 
ability change mode in which the probability to win the 
winning Symbol combination increases in comparison with 
the normal mode (S204). Therefore, the game state can be 
variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
Slot machine 1 can be variegated and the player never loses 
interest for games. Further, Since the termination condition 
to terminate the probability change mode is changed accord 
ing to the lottery which is conducted every time the game 
state shifts to the probability change mode (S205), a game 
pattern is increased and game characteristic is improved. 
And Since the termination condition is displayed on the 
lower liquid crystal display 4 (S206), the player conducting 
the game can acknowledge that the probability change mode 
is terminated and intention of the player is increased. Fur 
ther, Strategy for games is improved. 

Sixth Embodiment 

0317 Next, the slot machine according to the sixth 
embodiment will be described with reference to FIGS. 33 
and 34. Here, in the explanation mentioned later, the same 
Signs used in the slot machine 1 of the first embodiment 
described on the basis of FIGS. 1 to 22 indicate the con 
Structive elements which are same as those or correspond to 
those in the slot machine 1 of the sixth embodiment. 

0318. The outline construction of the slot machine 
according to the Sixth embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the Sixth embodiment are Sub 
Stantially as Same as those in the Slot machine 1 of the first 
embodiment. 

03.19. However, the slot machine in the sixth embodiment 
is different from the slot machine 1 in the first embodiment 
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in the following point. That is, in the slot machine 1 of the 
first embodiment, if a predetermined condition (one of the 
conditions that three of the symbol “SARDINE” are stopped 
and displayed at the same time, five of the symbol “WILD’ 
are Stopped on the pay line and the JP is won, with no 
relation to the pay lines) is realized, the game State shifts to 
the probability change mode in which the probability to win 
the winning combination (see FIG. 12) becomes higher than 
the normal mode. On the contrary, in the slot machine of the 
Sixth embodiment, in a case that the time becomes a time to 
open the game arcade (9:00 PM in the sixth embodiment), 
12 o'clock and 21 o'clock, the game State shifts to the 
probability change mode in which the probability that the 
winning Symbol combination is stopped So as align on the 
pay line increases. Here, each of times mentioned is counted 
by the timer 87 (see FIG. 6) which can count the time since 
the game arcade is opened. 
0320 And in the slot machine 1 according to the sixth 
embodiment, if a predetermined condition is realized during 
the base game and the bonus game, the game State Shifts to 
the probability change mode. Here, the probability change 
mode means a special game mode which is realized if the 
time becomes the opening time of the game arcade (in the 
sixth embodiment, 9:00 AM) or if the time becomes 12 
o'clock or if the time becomes 21 o'clock. And it is 
determined whether or not Such conditions are realized 
based on the time count information from the timer 87 
connected to the CPU 50. Here, the timer 87 is a device 
counting the time from the opening of the game arcade and 
the CPU 50 determines that the time transmitted from the 
timer 87 becomes the opening time (9 o'clock), 12 o'clock 
(three hours elapse) and 21 o'clock (twelve hours elapse), 
thereby the game State shifts to the probability change mode 
in which the probability to win the winning combination 
(see FIG. 12) becomes higher than the normal game state till 
a predetermined termination condition is Satisfied from the 
next game (here, one game means a time till variable display 
of the symbols is started on each of the variable display 
portions 21 to 25, thereafter the symbols are stopped and 
displayed thereon). 
0321) Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
to FIG.33. FIG.33 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
sixth embodiment. 

0322. In the probability change mode changing process, 
at first, the CPU 50 determines in S361 whether or not the 
Slot machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0323 If the slot machine 1 is not in the probability 
change mode at present (S361: NO), the CPU 50 obtains the 
time counted by the timer 87. 
0324) Thereafter, the CPU 50 determines whether or not 
the counted time is a predetermined time (S363). Here, in the 
Slot machine of the Sixth embodiment, the game State Shifts 
to the probability change mode when the counted time 



US 2006/0030390 A1 

becomes the opening time of the game arcade, the present 
time becomes 12 o'clock or 21 o'clock. 

0325 Therefore, the CPU 50 determines whether or not 
the time counted by the timer 87 from the opening of the 
game arcade becomes the opening time right after the game 
arcade is opened (9 o'clock), three hours elapse from start of 
counting of the time (12 o'clock) and twelve hours elapse 
from start of counting of the time (21 o'clock). 
0326 And if it is determined that the time becomes the 
predetermined time based on the counted time (S363: YES), 
the game state shifts to the probability change mode in S364. 
If the game State shifts to the probability change mode, the 
reel Strip displaying the Symbols on the variable display 
portions 21 is changed from the first reel strip 101 to the 
sixth reel strip 106 (see FIG. 13), and the symbols are 
variably moved, Stopped and displayed on the variable 
display portions 21 to 25 by utilizing the Second reel Strip 
102-the sixth reel strip 106 from the next game. Here, in the 
sixth reel strip 106, the symbol “WILD" and “SARDINE” 
are more included as shown in FIG. 14, in comparison with 
the first reel strip 101, thereby the probability to win the 
winning symbol combination shown in FIG. 12 increases. 
Therefore, based on that the game state shifts to the prob 
ability change mode, the player can obtain more payout than 
that in the normal mode, with the same bet number (payout 
rate increases). 
0327. On the other hand, if it is determined that the 
winning symbol combination is not won (S363: NO), the 
probability change mode changing proceSS is terminated. 

0328. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S365). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 

0329. On the other hand, if the game state at present is in 
the probability change mode (S361: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S366). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S367 is satisfied. 

0330 Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S367). In the slot machine 1 of the first 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
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played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 

0331 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9)-(10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0332) If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S367. YES), the 
probability change mode is terminated (S368). After the 
probability change mode is terminated, the reel Strip to 
display the symbols on the variable display portion 21 is 
changed from the sixth reel strip 106 to the first reel strip 101 
and the symbols of the variable display portions 21 to 25 are 
variably moved, Stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 

0333. Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S369). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0334. On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S367: NO), the 
probability change mode is continued and the probability 
change mode changing proceSS is terminated. 
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0335). As mentioned, in the slot machine 1 of the first 
embodiment, during the base game or the bonus game, in a 
case that the present time becomes any one of 9 o'clock, 12 
o'clock and 21 o'clock (S363: YES), the first reel strip 101 
variably moving, Stopping and displaying the Symbols on 
the variable display portion 21 is changed to the Sixth reel 
strip 106 in which more the symbol “WILD" and the symbol 
“SARDINE” are included, till any one of the termination 
conditions is Satisfied from the next game, thereby the game 
state shifts to the probability change mode in which the 
probability to win the winning symbol combination 
increases in comparison with the normal mode (S364). 
Therefore, the game State can be variously changed at the 
timing that the player cannot predict during the game and a 
wave in the payout of the game media can be produced. 
Thus, the game State of the slot machine 1 can be variegated 
and the player never loses interest for games. And by 
changing the game State to the probability change mode at 
9 o'clock AM right after the game arcade is opened, leSS 
players coming to the game arcade, there occurs difference 
from the other game arcade, thereby Such game arcade can 
collect many customers. 
0336 And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP Sum display portion 11 (S365). Thereby, the 
player can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 
0337. Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JPsum display portion 11 (S369). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

Seventh Embodiment 

0338 Next, the slot machine according to the seventh 
embodiment will be described with reference to FIG. 34. 
Here, in explanation mentioned hereinafter, the same signs 
used in the slot machine 1 of the sixth embodiment described 
on the basis of FIGS. 33 indicate the constructive elements 
which are same as those or correspond to those in the Slot 
machine 1 of the sixth embodiment. 

0339. The outline construction of the slot machine 
according to the Seventh embodiment is Substantially as 
same as that of the slot machine 1 in the sixth embodiment. 
And various control processes in the Seventh embodiment 
are Substantially as Same as those in the slot machine 1 of the 
sixth embodiment. 

0340 However, the slot machine in the seventh embodi 
ment is different from the slot machine in the sixth embodi 
ment in following points. That is, in the slot machine of the 
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Sixth embodiment, thirteen kinds of conditions are set as the 
termination condition of the probability change mode and 
when any one of Such conditions is Satisfied, the probability 
change mode at present is terminated. On the contrary, in the 
Slot machine of the Seventh embodiment, one condition is 
Selected among thirteen termination conditions and the 
probability change mode is terminated by utilizing the 
Selected termination condition. 

0341 Next, the probability change mode changing pro 
ceSS eXecuted in the slot machine of the Seventh embodiment 
will be described with reference to FIG. 34. FIG. 34 is a 
flowchart of the probability change mode changing process 
program in the slot machine of the Seventh embodiment. 
Here, program shown by the flowchart in FIG. 34 is stored 
in the ROM 51 or the RAM 52 provided in the slot machine 
of the seventh embodiment and is executed by the CPU 50. 
0342. In the probability change mode changing process, 
at first, the CPU 50 determines in S401 whether or not the 
Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game as mentioned, and in addition, 
each of the base game and the bonus game has two game 
modes of the probability change mode and the normal mode 
(the game state (including the base game and the bonus 
game) other than the probability change mode). And if a 
predetermined condition is Satisfied, each mode is mutually 
changed. 

0343 And if it is determined that the present time is not 
the probability change mode (S401: NO), the CPU 50 
obtains the time counted by the timer 87 (S402). 
0344) Thereafter, the CPU 50 determines whether or not 
the obtained time is the predetermined time (S403). In the 
Slot machine of the Seventh embodiment, the game State 
shifts to the probability change mode when the time 
becomes the opening time right after the game arcade is 
opened, the present time becomes 12 o'clock or 21 o'clock. 
The CPU 50 determines whether or not the time counted by 
the timer 87 from the opening of the game arcade becomes 
the opening time right after the game arcade is opened (9 
o'clock), three hours elapse from start of counting of the 
time (12 o'clock) and twelve hours elapse from start of 
counting of the time (21 o'clock). 
0345 And if it is determined that the counter time is the 
predetermined time (S403: YES), the game state shifts to the 
probability change mode in S404. If the game state shifts to 
the probability change mode, the reel Strip displaying the 
Symbols on the variable display portions 21 is changed from 
the first reel strip 101 to the sixth reel strip 106 (see FIG. 
13), and the Symbols are variably moved, stopped and 
displayed on the variable display portions 21 to 25 by 
utilizing the second reel strip 102-the sixth reel strip 106 
from the next game. Here, in the sixth reel strip 106, the 
symbol “WILD" and “SARDINE” are more included as 
shown in FIG. 14, in comparison with the first reel strip 101, 
thereby the probability to win the winning symbol combi 
nation shown in FIG. 12 increases. Therefore, based on that 
the game State shifts to the probability change mode, the 
player can obtain more payout than that in the normal mode, 
with the same bet number (payout rate increases). 
0346. On the other hand, if it is determined that the 
obtained count value is not the predetermined value men 
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tioned in the above (S403: NO), the probability change 
mode changing proceSS is terminated. 

0347. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S405). Thereby, it can be notified to the player that the 
probability change mode is realized. 

0348 Next, in S406, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the Seventh 
embodiment, there are set beforehand 13 kinds of the 
termination conditions as the conditions to terminate the 
probability change mode. Concretely, Such conditions are: 
(1) if three symbols “SARDINE” are stopped and displayed 
during the probability change mode at the Same time with no 
relation to the activated pay lines; (2) if five symbols 
“WILD" are stopped on the pay line; (3) if the JP is won; (4) 
if any of the winning Symbol combinations is won in fifteen 
times after the game State shifts to the probability change 
mode; (5) if coins obtained by the player from start of the 
game become more than 10,000 coins (if the obtained credits 
of the player exceed 10,000 credits); (6) if coins obtained by 
the player exceed 1,000 coins after the game State Shifts to 
the probability change mode (if the obtained credits exceed 
1,000 credits); (7) if the game number done by the player 
from start of the game exceeds 500 games; (8) if the game 
number exceeds 20 games after the game State shifts to the 
probability change mode; (9) if the present time becomes 
any of 10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0349 And in the slot machine of the seventh embodi 
ment, one condition is Selected among the above 13 termi 
nation conditions Set in the above and Such Selected termi 
nation condition is made as the termination condition to 
terminate the probability change mode. 
0350. In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 

0351. As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12"b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 
0352 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
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symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line. If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game State 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12”, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0353 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S407). FIG. 
29 is a front view showing the lower liquid crystal display 
4 on which the termination condition is displayed. 
0354) In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 
number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S406. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 

0355 On the other hand, if the game state at present is in 
the probability change mode (S401: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S408). The termination lottery process 
of the probability change mode is executed by conducting a 
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lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S409 is satisfied. 

0356. Next, it is determined whether or not one termina 
tion condition selected in S406 is satisfied among the 
conditions (1)-(13) (S409). Concretely, the termination con 
ditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 
0357) If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S409: YES), the probabil 
ity change mode is terminated (S410). After the probability 
change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
0358. Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S411). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0359 On the other hand, if it is determined that the 
selected termination condition is not satisfied (S409: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0360. As mentioned in the above, in the slot machine 1 
according to the Seventh embodiment, during the base game 
or the bonus game, in a case that the present time becomes 
any one of 9 o'clock, 12 o'clock and 21 o'clock (S403: 
YES), the first reel strip 101 variably moving, stopping and 
displaying the Symbols on the variable display portion 21 is 
changed to the Sixth reel Strip in which more the Symbol 
“WILD" and the symbol “SARDINE” are included, till the 
termination condition determined by the lottery (S405) is 
Satisfied from the next game, thereby the game State shifts to 
the probability change mode in which the probability to win 
the winning Symbol combination increases in comparison 
with the normal mode (S404). Therefore, the game state can 
be variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
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Slot machine 1 can be variegated and the player never loses 
interest for games. And by changing the game State to the 
probability change mode at 9 o'clock AM right after the 
game arcade is opened, less players coming to the game 
arcade, there occurs difference from the other game arcade, 
thereby Such game arcade can collect many customers. 
0361 Further, since the termination condition to termi 
nate the probability change mode is changed according to 
the lottery which is conducted every time the game State 
shifts to the probability change mode (S405), a game pattern 
is increased and game characteristic is improved. And Since 
the termination condition is displayed on the lower liquid 
crystal display 4 (S406), the player conducting the game can 
acknowledge that the probability change mode is terminated 
and intention of the player is increased. Further, Strategy for 
games is improved. 

Eight Embodiment 
0362 Next, the slot machine according to the eighth 
embodiment will be described with reference to FIGS. 35 to 
38. Here, in the explanation mentioned later, the Same signs 
used in the slot machine 1 of the first embodiment described 
on the basis of FIGS. 1 to 22 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the eighth embodiment. 
0363 The outline construction of the slot machine 
according to the eighth embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the eighth embodiment are 
Substantially as Same as those in the slot machine 1 of the 
first embodiment. 

0364. However, the slot machine in the eighth embodi 
ment is different from the slot machine 1 in the first 
embodiment in the following point. That is, in the slot 
machine 1 of the first embodiment, if a predetermined 
condition (one of the conditions that three of the symbol 
“SARDINE” are stopped and displayed at the same time, 
five of the symbol “WILD’ are stopped on the pay line and 
the JP is won, with no relation to the pay lines) is realized, 
the game State Shifts to the probability change mode in 
which the probability to win the winning combination (see 
FIG. 12) becomes higher than the normal mode. On the 
contrary, in the slot machine of the eighth embodiment, after 
one game (here, one game means a time till variable display 
of the symbols is started on each of the variable display 
portions 21 to 25, thereafter the symbols are stopped and 
displayed thereon) is terminated, it is conducted a lottery 
whether or not the game State shifts to the probability change 
mode in which the probability that the winning symbol 
combination is stopped So as align on the pay line increases 
from the next game. AS the lottery result, if it is determined 
that the game State shifts to the probability change mode, the 
game State becomes the probability change mode in the 
game till any of the termination conditions is Satisfied from 
the next game. 
0365. In order to realize the above, as shown in FIG. 35, 
in the ROM 51 of the slot machine according to the eighth 
embodiment, a probability change mode shift lottery table 
51D is provided, in addition to various programs, the symbol 
lottery table 51A for determining symbols stopped and 
displayed in each of the stop symbol areas 211-213, 
221-223, 231-233,241-243, 251-253 (see FIG. 2) of the 
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variable display portions 21 to 25 based on random numbers, 
the lottery table 51B to determine whether or not the 
probability change mode is terminated every one game is 
finished if the game State is in the probability change mode 
and the payout table 51C in which the winning symbol 
combinations Stopped and displayed on each of the Stop 
display areas and payouts thereof are Stored. Here, the 
probability change mode shift lottery table 51D is utilized 
for conducting a lottery to determine whether or not the 
probability change mode is to be started in case that the 
game State is not the probability change mode. 
0366 And in the slot machine of the eighth embodiment, 
during the base game and the bonus game, the game State 
shifts to the probability change mode if a predetermined 
condition is Satisfied. Here, the probability change mode is 
a special game mode which is determined to be shifted or 
not, based on a lottery result obtained by a lottery conducted 
on the basis of a random number Sampled through the 
random number Sampling circuit 56 every one game is 
terminated. Here, the lottery is executed by utilizing the 
probability change mode shift lottery table 51D stored in the 
ROM 51. FIG. 36 is an explanatory view showing the 
probability change mode shift lottery table. 
0367 As shown in FIG. 36, the probability change mode 
shift lottery table 51D is a lottery table by which a lottery is 
executed based on the random numbers “0” -“9” sampled 
through the random number Sampling circuit 56 every one 
game is terminated in the normal mode. And it is determined 
by the CPU 50 whether the game state is not shifted to the 
probability change mode based on the obtained random 
number, thereby the game is continues in the normal mode 
or the game State is shifted to the probability change mode. 
0368 Concretely, if the random number lies in the range 
of “0” -“8”, the game state does not shift to the probability 
change mode and the game is continued in the normal mode. 
On the other hand, if the random number is “9”, the game 
State shifts to the probability change mode after the present 
game is terminated. And if the game State shifts to the 
probability change mode, the probability to win the winning 
symbol combination (see FIG. 13) becomes higher than in 
the normal mode till a predetermined termination condition 
is Satisfied from the next game (here, one game means a time 
till variable display of the symbols is started on each of the 
variable display portions 21 to 25, thereafter the symbols are 
Stopped and displayed thereon). 
0369 Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
to FIG. 37. FIG.37 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
eighth embodiment. 
0370. In the probability change mode changing process, 
at first, the CPU 50 determines in S561 whether or not the 
Slot machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0371) If the slot machine 1 is not in the probability 
change mode at present (S561: NO), it is conducted the 
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probability change mode shift lottery process in which it is 
determined whether or not the game State shifts to the 
probability change mode (S.562). In the probability change 
mode shift process, the lottery is conducted based on the 
random number Sampled through the random number Sam 
pling circuit 56 by utilizing the probability change mode 
shift lottery table 51D (see FIG. 36). 
0372. Thereafter, the CPU 50 determines whether or not 
the game State Si Shifted to the probability change mode 
based on the lottery result obtained in S562 (S.563). Con 
cretely, if the random number Sampled is “9, the game Sate 
shifts to the probability change mode and if the random 
number sampled lies in the range of “0” -“8”, the game state 
does not shift to the probability change mode and the game 
is continued in the normal mode (see FIG. 36). 
0373 And in a case that it is determined that the game 
state is shifted to the probability change mode (S.563: YES), 
the game state shifts to the probability change mode in S564. 
If the game State shifts to the probability change mode, the 
reel Strip displaying the Symbols on the variable display 
portions 21 is changed from the first reel strip 101 to the 
sixth reel strip 106 (see FIG. 13), and the symbols are 
variably moved, Stopped and displayed on the variable 
display portions 21 to 25 by utilizing the Second reel Strip 
102-the sixth reel strip 106 from the next game. Here, in the 
sixth reel strip 106, the symbol “WILD" and “SARDINE” 
are more included as shown in FIG. 14, in comparison with 
the first reel strip 101, thereby the probability to win the 
winning symbol combination shown in FIG. 12 increases. 
Therefore, based on that the game state shifts to the prob 
ability change mode, the player can obtain more payout than 
that in the normal mode, with the same bet number (payout 
rate increases). 
0374. On the other hand, if it is determined that the 
winning symbol combination is not won (S363: NO), the 
probability change mode changing proceSS is terminated. 

0375. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S365). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 

0376 On the other hand, if the game state at present is in 
the probability change mode (S561: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S.566). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S567 is satisfied. 

0377 Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S567). In the slot machine 1 of the first 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
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are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 
0378 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9) (10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0379 If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S567. YES), the 
probability change mode is terminated (S568). After the 
probability change mode is terminated, the reel Strip to 
display the symbols on the variable display portion 21 is 
changed from the sixth reel strip 106 to the first reel strip 101 
and the symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
0380 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S.569). 
Thereby, it can be notified to the player that the probability 
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change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 
0381. On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S567: NO), the 
probability change mode is continued and the probability 
change mode changing proceSS is terminated. 
0382 As mentioned, in the slot machine 1 of the eighth 
embodiment, during the base game or the bonus game, it is 
conducted the lottery to determine whether or not the game 
state shifts to the probability change mode (S562) and as the 
lottery result, it is determined that the game State is shifted 
to the probability change mode (S.563: YES), the first reel 
Strip 101 Variably moving, Stopping and displaying the 
Symbols on the variable display portion 21 is changed to the 
sixth reel strip 106 in which more the symbol “WILD" and 
the symbol “SARDINE” are included, till any one of the 
termination conditions is Satisfied from the next game, 
thereby the game State shifts to the probability change mode 
in which the probability to win the winning symbol com 
bination increases in comparison with the normal mode 
(S564). Therefore, the game state can be variously changed 
at the timing that the player cannot predict during the game 
and a wave in the payout of the game media can be 
produced. Thus, the game State of the Slot machine 1 can be 
variegated and the player never loses interest for games. 
0383 And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP Sum display portion 11 (S.565). Thereby, the 
player can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 
0384 Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JPsum display portion 11 (S.569). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

Ninth Embodiment 

0385) Next, the slot machine according to the ninth 
embodiment will be described with reference to FIG. 38. 
Here, in explanation mentioned hereinafter, the same signs 
used in the slot machine 1 of the eighth embodiment 
described on the basis of FIGS. 35 to 37 indicate the 
constructive elements which are same as those or correspond 
to those in the slot machine 1 of the eighth embodiment. 
0386 The outline construction of the slot machine 
according to the ninth embodiment is Substantially as Same 
as that of the slot machine 1 in the eighth embodiment. And 
various control processes in the ninth embodiment are 
Substantially as Same as those in the slot machine 1 of the 
eighth embodiment. 
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0387 However, the slot machine in the ninth embodi 
ment is different from the slot machine in the eighth embodi 
ment in following points. That is, in the slot machine of the 
eighth embodiment, thirteen kinds of conditions are Set as 
the termination condition of the probability change mode 
and when any one of Such conditions is Satisfied, the 
probability change mode at present is terminated. On the 
contrary, in the slot machine of the ninth embodiment, one 
condition is Selected among thirteen termination conditions 
and the probability change mode is terminated by utilizing 
the Selected termination condition. 

0388 Next, the probability change mode changing pro 
ceSS executed in the Slot machine of the ninth embodiment 
will be described with reference to FIG. 38. FIG. 38 is a 
flowchart of the probability change mode changing proceSS 
program in the slot machine of the ninth embodiment. Here, 
program shown by the flowchart in FIG. 38 is stored in the 
ROM 51 or the RAM 52 provided in the slot machine of the 
ninth embodiment and is executed by the CPU 50. 
0389. In the probability change mode changing process, 
at first, the CPU 50 determines in S601 whether or not the 
Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game as mentioned, and in addition, 
each of the base game and the bonus game has two game 
modes of the probability change mode and the normal mode 
(the game state (including the base game and the bonus 
game) other than the probability change mode). And if a 
predetermined condition is Satisfied, each mode is mutually 
changed. 

0390 And if it is determined that the slot machine is not 
in the probability change mode at present (S601: NO), it is 
executed the probability change mode shift lottery process in 
which it is determined whether or not the game State is to be 
shifted to the probability change mode (S602). In the prob 
ability change mode shift lottery, the lottery is executed 
based on the random numbers of “O'-'9” sampled through 
the random number Sampling circuit 56 by utilizing the 
probability change mode shift lottery table 51D (see FIG. 
35). 
0391 Thereafter, the CPU 50 determines whether or not 
the game State is to be shifted to the probability change mode 
based on the lottery result obtained in S602 (S603). Con 
cretely, if the random number Sampled is “9, the game State 
shifts to the probability change mode and if the random 
number sampled lies in the range of “0” -“8”, the game state 
does not shift to the probability change mode and the game 
is continues in the normal mode (see FIG. 35). 
0392 And if it is determined that the game state shifts to 
the probability change mode (S603: YES), the game state 
shifts to the probability change mode in S604. If the game 
State shifts to the probability change mode, the reel Strip 
displaying the Symbols on the variable display portions 21 is 
changed from the first reel strip 101 to the sixth reel strip 106 
(see FIG. 13), and the symbols are variably moved, stopped 
and displayed on the variable display portions 21 to 25 by 
utilizing the second reel strip 102-the sixth reel strip 106 
from the next game. Here, in the sixth reel strip 106, the 
symbol “WILD" and “SARDINE” are more included as 
shown in FIG. 14, in comparison with the first reel strip 101, 
thereby the probability to win the winning symbol combi 
nation shown in FIG. 12 increases. Therefore, based on that 
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the game State shifts to the probability change mode, the 
player can obtain more payout than that in the normal mode, 
with the same bet number (payout rate increases). 
0393) On the other hand, if it is determined that the 
obtained count value is not the predetermined value men 
tioned in the above (S603: NO), the probability change 
mode changing proceSS is terminated. 

0394 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S605). Thereby, it can be notified to the player that the 
probability change mode is realized. 

0395) Next, in S606, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the ninth embodi 
ment, there are set beforehand 13 kinds of the termination 
conditions as the conditions to terminate the probability 
change mode. Concretely, Such conditions are: (1) if three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines; (2) if five symbols “WILD" are 
stopped on the pay line; (3) if the JP is won; (4) if any of the 
winning Symbol combinations is won in fifteen times after 
the game state shifts to the probability change mode; (5) if 
coins obtained by the player from start of the game become 
more than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0396 And in the slot machine of the ninth embodiment, 
one condition is Selected among the above 13 termination 
conditions Set in the above and Such Selected termination 
condition is made as the termination condition to terminate 
the probability change mode. 

0397. In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 

0398 As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12'b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
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change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 

0399 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line. If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game state 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0400 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S607). FIG. 
29 is a front view showing the lower liquid crystal display 
4 on which the termination condition is displayed. 

04.01. In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 
number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S606. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 
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0402. On the other hand, if the game state at present is in 
the probability change mode (S601: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S608). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S609 is satisfied. 

0403) Next, it is determined whether or not one termina 
tion condition selected in S406 is satisfied among the 
conditions (1)-(13) (S609). Concretely, the termination con 
ditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 
0404 If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S609: YES), the probabil 
ity change mode is terminated (S610). After the probability 
change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, Stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
04.05 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S611). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0406. On the other hand, if it is determined that the 
selected termination condition is not satisfied (S609: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0407 AS mentioned in the above, in the slot machine 1 
according to the ninth embodiment, during the base game or 
the bonus game, it is executed the lottery to determine 
whether or not the game State shifts to the probability change 
mode (S620) and as the lottery result, if it is determined that 
the game State is to be shifted to the probability change mode 
(S603: YES), the first reel strip 101 variably moving, 
Stopping and displaying the Symbols on the variable display 
portion 21 is changed to the Sixth reel Strip in which more 
the symbol “WILD" and the symbol “SARDINE" are 
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included, till the termination condition determined by the 
lottery (S605) is satisfied from the next game, thereby the 
game State shifts to the probability change mode in which 
the probability to win the winning symbol combination 
increases in comparison with the normal mode (S604). 
Therefore, the game State can be variously changed at the 
timing that the player cannot predict during the game and a 
wave in the payout of the game media can be produced. 
Thus, the game State of the slot machine 1 can be variegated 
and the player never loses interest for games. And by 
changing the game State to the probability change mode at 
9 o'clock AM right after the game arcade is opened, leSS 
players coming to the game arcade, there occurs difference 
from the other game arcade, thereby Such game arcade can 
collect many customers. 
0408 Further, since the termination condition to termi 
nate the probability change mode is changed according to 
the lottery which is conducted every time the game State 
shifts to the probability change mode (S605), a game pattern 
is increased and game characteristic is improved. And Since 
the termination condition is displayed on the lower liquid 
crystal display 4 (S606), the player conducting the game can 
acknowledge that the probability change mode is terminated 
and intention of the player is increased. Further, Strategy for 
games is improved. 

Tenth Embodiment 

04.09 Next, the slot machine according to the tenth 
embodiment will be described with reference to FIG. 39. 
Here, in the explanation mentioned later, the same signs 
used in the slot machine 1 of the first embodiment described 
on the basis of FIGS. 1 to 22 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the tenth embodiment. 

0410 The outline construction of the slot machine 
according to the tenth embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the tenth embodiment are 
Substantially as Same as those in the slot machine 1 of the 
first embodiment. 

0411. However, the slot machine in the tenth embodiment 
is different from the slot machine 1 in the first embodiment 
in the following point. That is, in the slot machine 1 of the 
first embodiment, if a predetermined condition (one of the 
conditions that three of the symbol “SARDINE” are stopped 
and displayed at the same time, five of the symbol “WILD’ 
are Stopped on the pay line and the JP is won, with no 
relation to the pay lines) is realized, the game State shifts to 
the probability change mode in which the probability to win 
the winning combination (see FIG. 12) becomes higher than 
the normal mode. On the contrary, in the slot machine of the 
tenth embodiment, if the payout rate (rate of credits paid out 
against the credit number betted by the player) of the slot 
machine becomes less than 85%, the game State shifts to the 
probability change mode in which the probability that the 
winning Symbol combination is Stopped So as to align on the 
pay line increases. Here, the payout rate is calculated by the 
CPU 50 based on the count values stored in the total credit 
counter 52B and the bet credit counter 52G of the RAM 52 
at present. 

0412. In order to realize the above, in the slot machine of 
the tenth embodiment, during the base game and the bonus 
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game, the game State shifts to the probability change mode 
if a predetermined condition is satisfied. Here, the probabil 
ity change mode is a special game mode which is determined 
to be shifted or not, in a case that the payout rate of credits 
paid out against the credit number betted by the player) of 
the slot machine becomes less than 85%. And Such condition 
is calculated by the CPU 50 based on the count values stored 
in the total credit counter 52B and the bet credit counter 52G 
of the RAM 52 at present. Here, the total credit counter 52B 
counts the total credits obtained by the player at present and 
the bet credit counter 52G counts the total credit number 
betted by the player by the present time. 
0413 And the CPU 50 determines that the payout rate 
becomes less than 85%, thereby the game state shifts to the 
probability change mode that the probability to win the 
winning symbol combination (see FIG. 12) becomes higher 
than in the normal mode till a predetermined termination 
condition is Satisfied from the next game (here, one game 
means a time till variable display of the Symbols is started 
on each of the variable display portions 21 to 25, thereafter 
the Symbols are stopped and displayed thereon). 
0414. Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
to FIG. 39. FIG. 39 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
tenth embodiment. 

0415. In the probability change mode changing process, 
at first, the CPU 50 determines in S761 whether or not the 
Slot machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0416) If the slot machine 1 is not in the probability 
change mode at present (S761: NO), the count values stored 
in the total credit counter 52B and the bet credit counter 52G 
of the RAM 52 are obtained and the payout rate (rate of 
credits paid out against the credit number betted by the 
player) at present in the slot machine is calculated (S762). 
Here, concretely, the payout rate is calculated according to 
“the count value of the total credit counter 52B the count 
value of the bet credit counter 52G”. 

0417. Thereafter, the CPU 50 determines whether or not 
the payout rate calculated is a predetermined rate (S763). 
Here, in the Slot machine of the tenth embodiment, the game 
State shifts to the probability change mode when the payout 
rate of the slot machine becomes less than 85%. 

0418. Therefore, the CPU 50 determines whether or not 
the payout rate calculated in S762 becomes less than 85%. 
0419 And in a case that it is determined that the payout 
rate obtained becomes less than 85% (S763: YES), the game 
state shifts to the probability change mode in S764. If the 
game State shifts to the probability change mode, the reel 
Strip displaying the Symbols on the variable display portions 
21 is changed from the first reel strip 101 to the sixth reel 
strip 106 (see FIG. 13), and the symbols are variably moved, 
Stopped and displayed on the variable display portions 21 to 
25 by utilizing the second reel strip 102 the sixth reel strip 
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106 from the next game. Here, in the sixth reel strip 106, the 
symbol “WILD" and “SARDINE” are more included as 
shown in FIG. 14, in comparison with the first reel strip 101, 
thereby the probability to win the winning symbol combi 
nation shown in FIG. 12 increases. Therefore, based on that 
the game State shifts to the probability change mode, the 
player can obtain more payout than that in the normal mode, 
with the same bet number (payout rate increases). 
0420. On the other hand, if it is determined that the 
payout rate is not less than 85% (S763: NO), the probability 
change mode changing proceSS is terminated. 

0421 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S765). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 

0422. On the other hand, if the game state at present is in 
the probability change mode (S761: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S766). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S567 is satisfied. 

0423) Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S767). In the slot machine 1 of the first 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
Start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
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present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 

0424 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9)-(10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0425) If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S767. YES), the 
probability change mode is terminated (S768). After the 
probability change mode is terminated, the reel Strip to 
display the symbols on the variable display portion 21 is 
changed form the sixth reel strip 106 to the first reel strip 101 
and the symbols of the variable display portions 21 to 25 are 
variably moved, Stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 

0426 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S769). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0427. On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S767: NO), the 
probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0428 AS mentioned, in the slot machine 1 of the tenth 
embodiment, during the base game or the bonus game, in a 
case that the payout rate of the slot machine at present 
becomes less than 85% (S763: YES), the first reel strip 101 
variably moving, Stopping and displaying the Symbols on 
the variable display portion 21 is changed to the Sixth reel 
strip 106 in which more the symbol “WILD" and the symbol 
“SARDINE” are included, till any one of the termination 
conditions is Satisfied from the next game, thereby the game 
state shifts to the probability change mode in which the 
probability to win the winning symbol combination 
increases in comparison with the normal mode (S764). 
Therefore, the game State can be variously changed at the 
timing that the player cannot predict during the game and a 
wave in the payout of the game media can be produced. 
Thus, the game State of the slot machine 1 can be variegated 
and the player never loses interest for games. And by 
shifting the game State to the probability change mode for 
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the player who is a beginner having a lower payout rate, the 
game arcade can get repeaters, thereby Such game arcade 
can collect many customers. 
0429 And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP Sum display portion 11 (S765). Thereby, the 
player can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 
0430. Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JPsum display portion 11 (S769). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

Eleventh Embodiment 

0431. Next, the slot machine according to the eleventh 
embodiment will be described with reference to FIG. 40. 
Here, in explanation mentioned hereinafter, the same signs 
used in the slot machine 1 of the tenth embodiment 
described on the basis of FIG. 39 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the tenth embodiment. 

0432. The outline construction of the slot machine 
according to the eleventh embodiment is Substantially as 
same as that of the slot machine 1 in the tenth embodiment. 
And various control processes in the eleventh embodiment 
are Substantially as Same as those in the slot machine 1 of the 
tenth embodiment. 

0433. However, the slot machine in the eleventh embodi 
ment is different from the slot machine in the tenth embodi 
ment in following points. That is, in the slot machine of the 
tenth embodiment, thirteen kinds of conditions are Set as the 
termination condition of the probability change mode and 
when any one of Such conditions is Satisfied, the probability 
change mode at present is terminated. On the contrary, in the 
Slot machine of the eleventh embodiment, one condition is 
Selected among thirteen termination conditions and the 
probability change mode is terminated by utilizing the 
Selected termination condition. 

0434) Next, the probability change mode changing pro 
ceSS executed in the slot machine of the eleventh embodi 
ment will be described with reference to FIG. 40. FIG. 40 
is a flowchart of the probability change mode changing 
proceSS program in the Slot machine of the eleventh embodi 
ment. Here, program shown by the flowchart in FIG. 40 is 
stored in the ROM 51 or the RAM 52 provided in the slot 
machine of the eleventh embodiment and is executed by the 
CPU 50. 

0435. In the probability change mode changing process, 
at first, the CPU 50 determines in S801 whether or not the 
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Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game as mentioned, and in addition, 
each of the base game and the bonus game has two game 
modes of the probability change mode and the normal mode 
(the game state (including the base game and the bonus 
game) other than the probability change mode). And if a 
predetermined condition is Satisfied, each mode is mutually 
changed. 

0436 And if it is determined that the slot machine is not 
in the probability change mode at present (S801: NO), the 
count values stored in the total credit counter 52B and the 
bet credit counter 52G of the RAM 52 are obtained and the 
payout rate (rate of credits paid out against the credit number 
betted by the player) of the slot machine at present is 
calculated based on two count values (S802). Here, the 
payout rate is calculated according to “the count value of the 
total credit counter 52B the count value of the bet credit 
counter 52G'. 

0437. Thereafter, the CPU 50 determines whether or not 
the payout rate calculated is the predetermined rate (S803). 
Here, in the slot machine of the eleventh embodiment, the 
game State shifts to the probability change mode when the 
payout rate of the slot machine becomes less than 85%. 
0438. Therefore, the CPU 50 determines whether or not 
the payout rate calculated in S802 becomes less than 85%. 
0439 And if it is determined that the payout rate obtained 
becomes 85% (S803: YES), the game state shifts to the 
probability change mode in S804. If the game state shifts to 
the probability change mode, the reel Strip displaying the 
Symbols on the variable display portions 21 is changed from 
the first reel strip 101 to the sixth reel strip 106 (see FIG. 
13), and the Symbols are variably moved, stopped and 
displayed on the variable display portions 21 to 25 by 
utilizing the second reel strip 102 the sixth reel strip 106 
from the next game. Here, in the sixth reel strip 106, the 
symbol “WILD" and “SARDINE” are more included as 
shown in FIG. 14, in comparison with the first reel strip 101, 
thereby the probability to win the winning symbol combi 
nation shown in FIG. 12 increases. Therefore, based on that 
the game State shifts to the probability change mode, the 
player can obtain more payout than that in the normal mode, 
with the same bet number (payout rate increases). 
0440 On the other hand, if it is determined that the 
payout rate obtained is not less than 85% (S803: NO), the 
probability change mode changing proceSS is terminated. 

0441 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S805). Thereby, it can be notified to the player that the 
probability change mode is realized. 
0442 Next, in S806, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the eleventh 
embodiment, there are set beforehand 13 kinds of the 
termination conditions as the conditions to terminate the 
probability change mode. Concretely, Such conditions are: 
(1) if three symbols “SARDINE” are stopped and displayed 
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during the probability change mode at the Same time with no 
relation to the activated pay lines; (2) if five symbols 
“WILD" are stopped on the pay line; (3) if the JP is won; (4) 
if any of the winning Symbol combinations is won in fifteen 
times after the game State shifts to the probability change 
mode; (5) if coins obtained by the player from start of the 
game become more than 10,000 coins (if the obtained credits 
of the player exceed 10,000 credits); (6) if coins obtained by 
the player exceed 1,000 coins after the game State Shifts to 
the probability change mode (if the obtained credits exceed 
1,000 credits); (7) if the game number done by the player 
from start of the game exceeds 500 games; (8) if the game 
number exceeds 20 games after the game State shifts to the 
probability change mode; (9) if the present time becomes 
any of 10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0443 And in the slot machine of the eleventh embodi 
ment, one condition is Selected among the above 13 termi 
nation conditions Set in the above and Such Selected termi 
nation condition is made as the termination condition to 
terminate the probability change mode. 

0444. In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 

0445. As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12"b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 
0446 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line. If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
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random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game State 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12”, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 

0447 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S807). FIG. 
29 is a front view showing the lower liquid crystal display 
4 on which the termination condition is displayed. 

0448. In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 
number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S606. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 

0449 On the other hand, if the game state at present is in 
the probability change mode (S801: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S808). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S809 is satisfied. 

0450 Next, it is determined whether or not one termina 
tion condition selected in S406 is satisfied among the 
conditions (1)-(13) (S809). Concretely, the termination con 
ditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
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condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 

0451) If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S809: YES), the probabil 
ity change mode is terminated (S810). After the probability 
change mode is terminated, the reel Strip to display the 
Symbols on the variable display portion 21 is changed from 
the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 

0452 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP Sum display portion 11 (S811). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0453) On the other hand, if it is determined that the 
selected termination condition is not satisfied (S809: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0454. As mentioned in the above, in the slot machine 1 
according to the eleventh embodiment, during the base game 
or the bonus game, in a case that the payout rate of the Slot 
machine at present becomes less than 85% (S803: YES), the 
first reel Strip 101 variably moving, Stopping and displaying 
the Symbols on the variable display portion 21 is changed to 
the sixth reel strip in which more the symbol “WILD’ and 
the symbol “SARDINE” are included, till the termination 
condition determined by the lottery (S805) is satisfied from 
the next game, thereby the game State Shifts to the prob 
ability change mode in which the probability to win the 
winning Symbol combination increases in comparison with 
the normal mode (S804). Therefore, the game state can be 
variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
Slot machine 1 can be variegated and the player never loses 
interest for games. And by shifting the game State to the 
probability change mode for the player who is a beginner 
having a lower payout rate, the game arcade can get repeat 
ers, thereby Such game arcade can collect many customers. 

0455 Further, since the termination condition to termi 
nate the probability change mode is changed according to 
the lottery which is conducted every time the game State 
shifts to the probability change mode (S805), a game pattern 
is increased and game characteristic is improved. And Since 
the termination condition is displayed on the lower liquid 
crystal display 4 (S806), the player conducting the game can 
acknowledge that the probability change mode is terminated 
and intention of the player is increased. Further, Strategy for 
games is improved. 
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Twelfth Embodiment 

04.56 Next, the slot machine according to the twelfth 
embodiment will be described with reference to FIG. 41. 
Here, in the explanation mentioned later, the same signs 
used in the slot machine 1 of the first embodiment described 
on the basis of FIGS. 1 to 22 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the twelfth embodiment. 

0457. The outline construction of the slot machine 
according to the twelfth embodiment is Substantially as Same 
as that of the slot machine 1 in the first embodiment. And 
various control processes in the twelfth embodiment are 
Substantially as Same as those in the slot machine 1 of the 
first embodiment. 

0458. However, the slot machine in the twelfth embodi 
ment is different from the slot machine 1 in the first 
embodiment in the following point. That is, in the slot 
machine 1 of the first embodiment, if a predetermined 
condition (one of the conditions that three of the symbol 
“SARDINE” are stopped and displayed at the same time, 
five of the symbol “WILD’ are stopped on the pay line and 
the JP is won, with no relation to the pay lines) is realized, 
the game State Shifts to the probability change mode in 
which the probability to win the winning combination (see 
FIG. 12) becomes higher than the normal mode. On the 
contrary, in the slot machine of the twelfth embodiment, if 
the credit number of the JP (Jack Pot) that 10% of the credit 
number betted by operation of 20 slot machines including 
the slot machine of the twelfth embodiment is accumulated, 
is less than 100000 credits, the game state shifts to the 
probability change mode in which the probability that the 
winning Symbol combination is Stopped So as to align on the 
pay line increases. Here, although the credit number of the 
JP is accumulatively added by repeating betting operation, 
when anyone among the players playing with 20 Slot 
machines wins the JP, the credits corresponding to the credit 
number accumulated in the present JP are paid out together. 
At that time, the sum of the JP is reset to “0” and is again 
accumulatively added. 

0459 And the sum of the present JP is stored in the JP 
sum storing area 52F of the RAM 52 and is displayed in the 
JP Sum display portion 11. 

0460. In order to realize the above, in the slot machine of 
the twelfth embodiment, during the base game and the bonus 
game, the game State shifts to the probability change mode 
if a predetermined condition is satisfied. Here, the probabil 
ity change mode is a Special game mode to which the game 
State is shifted, in a case that the credit number accumulated 
as the JP is less than 100000 credits. The credit number of 
the JP corresponds to the credit number obtained by accu 
mulating 10% of the credit number betted in 20 slot 
machines till any one of the players playing with 20 Slot 
machines including the slot machine of the twelfth embodi 
ment wins the JP. The present credit number of the JP is 
stored in the JP sum storing area 52F of the RAM 52. 

0461) And if the CPU 50 determines that the JPsum read 
out from the JP Sum storing area 52F is less than 100000 
credits, the game State shifts to the probability change mode 
that the probability to win the winning symbol combination 
(see FIG. 12) becomes higher than in the normal mode till 
a predetermined termination condition is Satisfied from the 
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next game (here, one game means a time till variable display 
of the symbols is started on each of the variable display 
portions 21 to 25, thereafter the symbols are stopped and 
displayed thereon). 
0462 Next, the probability change mode changing pro 
cess done in S35 and S50 will be described with reference 
to FIG. 41. FIG. 41 is a flowchart of the probability change 
mode changing process in the Slot machine according to the 
twelfth embodiment. 

0463. In the probability change mode changing process, 
at first, the CPU 50 determines in S961 whether or not the 
Slot machine 1 at present is in the probability change mode. 
Here, the slot machine 1 has two gaming States of the base 
game and the bonus game, and in addition, each of the base 
game and the bonus game has two game modes of the 
probability change mode and the normal mode (the game 
State (including the base game and the bonus game) other 
than the probability change mode. And if a predetermined 
condition is Satisfied, each mode is mutually changed. 
0464) If the slot machine 1 is not in the probability 
change mode at present (S961: NO), the credit number of the 
present JP stored in the JP Sum storing area 52F of the RAM 
52 is obtained (S962). The JP sum is accumulatively added 
every game in the JP and the bet number addition process in 
S14 corresponding to the credit number betted in S13. 
0465. Thereafter, the CPU 50 determines whether or not 
the JP sum obtained is less than 100000 credits (S963). And 
if it is determined that the JP Sum is less than 100000 credits 
(S963: YES), the game state shifts to the probability change 
mode in S964. If the game state shifts to the probability 
change mode, the reel Strip displaying the Symbols on the 
variable display portions 21 is changed from the first reel 
strip 101 to the sixth reel strip 106 (see FIG. 13), and the 
Symbols are variably moved, Stopped and displayed on the 
variable display portions 21 to 25 by utilizing the second reel 
strip 102-the sixth reel strip 106 from the next game. Here, 
in the sixth reel strip 106, the symbol “WILD" and “SAR 
DINE” are more included as shown in FIG. 14, in compari 
son with the first reel strip 101, thereby the probability to 
win the winning symbol combination shown in FIG. 12 
increases. Therefore, based on that the game State shifts to 
the probability change mode, the player can obtain more 
payout than that in the normal mode, with the same bet 
number (payout rate increases). 
0466 On the other hand, if it is determined that the JP 
sum obtained is not less than 100000 credits (S963: NO), the 
probability change mode changing proceSS is terminated. 
0467 Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S965). Thereby, it can be notified to the player that the 
probability change mode is realized. Thereafter, the prob 
ability change mode changing process is terminated. 
0468. On the other hand, if the game state at present is in 
the probability change mode (S961: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S966). The termination lottery process 
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of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S967 is satisfied. 

0469 Next, it is determined whether or not any one of the 
termination conditions to terminate the probability change 
mode is satisfied (S967). In the slot machine 1 of the first 
embodiment, as the termination conditions mentioned in the 
above, there are set cases: (1) if three symbols “SARDINE” 
are Stopped and displayed during the probability change 
mode at the same time with no relation to the activated pay 
lines; (2) if five symbols “WILD" are stopped on the pay 
line; (3) if the game is started with the MAX bet (the state 
that all of twenty-five pay lines are activated and the bet 
number is set to 8 for each of the activated pay lines) and five 
symbols “LOBSTER'' are successively stopped and dis 
played on the activated pay line through the variable display 
portions 21 to 25; (4) if any of the winning symbol combi 
nations shown in FIG. 12 is won in fifteen times after the 
game State shifts to the probability change mode; (5) if coins 
obtained by the player from Start of the game become more 
than 10,000 coins (if the obtained credits of the player 
exceed 10,000 credits); (6) if coins obtained by the player 
exceed 1,000 coins after the game state shifts to the prob 
ability change mode (if the obtained credits exceed 1,000 
credits); (7) if the game number done by the player from 
start of the game exceeds 500 games; (8) if the game number 
exceeds 20 games after the game State shifts to the prob 
ability change mode; (9) if the present time becomes any of 
10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. And if such termination 
condition is Satisfied, the probability change mode is termi 
nated in Such game. 
0470 Concretely, the termination conditions of (1)-(3) 
are determined based on the winning Symbol combination 
determined in S22 or S43. And the termination conditions of 
(4)-(8) are determined based on the count value stored in 
each of the winning symbol counter 52A of the RAM 52, the 
total credit counter 52B, the credit counter 52C, the total 
game number counter 52D and the game number counter 
52E. And the termination conditions of (9)-(10) are deter 
mined based on the measured value of the timer 87 con 
nected to the CPU 50. And the termination condition of (11) 
is determined based on the termination lottery result of the 
probability change mode in S65. And the termination con 
dition (12) is determined based on the payout rate calculated 
according to the total credit counter 52B and the bet credit 
counter 52G. Further, the termination condition (13) is 
determined based on the JP Sum stored in the JP Sum storing 
area 52F of the RAM 52. 

0471) If it is determined by the CPU 50 that any one of 
the termination conditions is satisfied (S967. YES), the 
probability change mode is terminated (S968). After the 
probability change mode is terminated, the reel Strip to 
display the symbols on the variable display portion 21 is 
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changed from the sixth reel strip 106 to the first reel strip 101 
and the symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 

0472. Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JP sum display portion 11 (S969). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0473. On the other hand, if it is determined that any one 
of the termination conditions is not satisfied (S967: NO), the 
probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0474 As mentioned, in the slot machine 1 of the twelfth 
embodiment, during the base game or the bonus game, in a 
case that the JP Sum of the slot machine at present is less than 
100000 credits (S963: YES), the first reel strip 101 variably 
moving, Stopping and displaying the Symbols on the variable 
display portion 21 is changed to the sixth reel strip 106 in 
which more the symbol “WILD" and the symbol “SAR 
DINE” are included, till any one of the termination condi 
tions is satisfied from the next game, thereby the game State 
shifts to the probability change mode in which the probabil 
ity to win the winning Symbol combination increases in 
comparison with the normal mode (S964). Therefore, the 
game State can be variously changed at the timing that the 
player cannot predict during the game and a wave in the 
payout of the game media can be produced. Thus, the game 
State of the slot machine 1 can be variegated and the player 
never loses interest for games. And by shifting the game 
State to the probability change mode for the player who is a 
beginner having a lower payout rate, the game arcade can 
get repeaters, thereby Such game arcade can collect many 
CuStOmerS. 

0475 And after the game state shifts to the probability 
change mode, the characters 90 showing “PROBABILITY 
CHANGE MODE IS REALIZED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JP sum display portion 11 (S965). Thereby, the 
player can acknowledge during the game that the probability 
change mode is realized, thus expectation for games can be 
raised. And in the probability change mode, Strategy for 
games to increase the bet number and the like can be 
improved. 

0476 Further, after the probability change mode is ter 
minated, the characters 91 showing “PROBABILITY 
CHANGE MODE IS TERMINATED!!” are displayed for 5 
Seconds on the display area of the lower liquid crystal 
display 4 other than the variable display portions 21 to 25 
and the JPsum display portion 11 (S969). Thereby, it can be 
notified to the player that the probability change mode is 
terminated. Therefore, the player can acknowledge that the 
probability change mode is terminated, thus after the prob 
ability change mode is terminated, Strategy for games to 
reduce the bet number and the like can be improved. 

42 
Feb. 9, 2006 

Thirteenth Embodiment 

0477 Next, the slot machine according to the thirteenth 
embodiment will be described with reference to FIG. 42. 
Here, in explanation mentioned hereinafter, the same signs 
used in the slot machine 1 of the twelfth embodiment 
described on the basis of FIG. 41 indicate the constructive 
elements which are same as those or correspond to those in 
the slot machine 1 of the twelfth embodiment. 

0478. The outline construction of the slot machine 
according to the thirteenth embodiment is Substantially as 
same as that of the slot machine 1 in the twelfth embodi 
ment. And various control processes in the eleventh embodi 
ment are Substantially as Same as those in the slot machine 
1 of the twelfth embodiment. 

0479. However, the slot machine in the thirteen embodi 
ment is different from the slot machine in the twelfth 
embodiment in following points. That is, in the slot machine 
of the twelfth embodiment, thirteen kinds of conditions are 
Set as the termination condition of the probability change 
mode and when any one of Such conditions is Satisfied, the 
probability change mode at present is terminated. On the 
contrary, in the slot machine of the thirteenth embodiment, 
one condition is Selected among thirteen termination con 
ditions and the probability change mode is terminated by 
utilizing the Selected termination condition. 
0480. Next, the probability change mode changing pro 
cess executed in the slot machine of the thirteenth embodi 
ment will be described with reference to FIG. 42. FIG. 42 
is a flowchart of the probability change mode changing 
process program in the slot machine of the thirteenth 
embodiment. Here, program shown by the flowchart in FIG. 
42 is stored in the ROM 51 or the RAM 52 provided in the 
slot machine of the thirteenth embodiment and is executed 
by the CPU 50. 
0481. In the probability change mode changing process, 
at first, the CPU 50 determines in S1001 whether or not the 
Slot machine at present is in the probability change mode. 
Here, the slot machine has two gaming States of the base 
game and the bonus game as mentioned, and in addition, 
each of the base game and the bonus game has two game 
modes of the probability change mode and the normal mode 
(the game state (including the base game and the bonus 
game) other than the probability change mode). And if a 
predetermined condition is Satisfied, each mode is mutually 
changed. 

0482 And if it is determined that the slot machine is not 
in the probability change mode at present (S1101: NO), the 
credit number of the present JP stored in the JP Sum storing 
area 52F of the RAM 52 is obtained (S1102). The JP sum is 
accumulatively added every game in the JP and the bet 
number addition process in S14 corresponding to the credit 
number betted in S13. 

0483 Thereafter, the CPU 50 determines whether or not 
the JP sum obtained is less than 100000 credits (S1103). And 
if it is determined that the JP Sum is less than 100000 credits 
(S1103: YES), the game state shifts to the probability change 
mode in S1104. If the game state shifts to the probability 
change mode, the reel Strip displaying the Symbols on the 
variable display portions 21 is changed from the first reel 
strip 101 to the sixth reel strip 106 (see FIG. 13), and the 
Symbols are variably moved, Stopped and displayed on the 
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variable display portions 21 to 25 by utilizing the second reel 
strip 102-the sixth reel strip 106 from the next game. Here, 
in the sixth reel strip 106, the symbol “WILD" and “SAR 
DINE” are more included as shown in FIG. 14, in compari 
son with the first reel strip 101, thereby the probability to 
win the winning symbol combination shown in FIG. 12 
increases. Therefore, based on that the game State shifts to 
the probability change mode, the player can obtain more 
payout than that in the normal mode, with the same bet 
number (payout rate increases). 
0484. On the other hand, if it is determined that the JP 
sum is not less than 100000 credits (S1103: NO), the 
probability change mode changing proceSS is terminated. 
0485. Further, after the game state shifts to the probabil 
ity change mode, as shown in FIG. 21, characters 90 
showing “PROBABILITY CHANGE MODE IS REAL 
IZED!!” are displayed for 5 seconds on the display area of 
the lower liquid crystal display 4 other than the variable 
display portions 21 to 25 and the JP Sum display portion 11 
(S1105). Thereby, it can be notified to the player that the 
probability change mode is realized. 
0486 Next, in S1106, the termination condition lottery 
process to conduct a lottery of the termination condition is 
executed. In the slot machine according to the thirteenth 
embodiment, there are set beforehand 13 kinds of the 
termination conditions as the conditions to terminate the 
probability change mode. Concretely, Such conditions are: 
(1) if three symbols “SARDINE” are stopped and displayed 
during the probability change mode at the Same time with no 
relation to the activated pay lines; (2) if five symbols 
“WILD" are stopped on the pay line; (3) if the JP is won; (4) 
if any of the winning Symbol combinations is won in fifteen 
times after the game State shifts to the probability change 
mode; (5) if coins obtained by the player from start of the 
game become more than 10,000 coins (if the obtained credits 
of the player exceed 10,000 credits); (6) if coins obtained by 
the player exceed 1,000 coins after the game State Shifts to 
the probability change mode (if the obtained credits exceed 
1,000 credits); (7) if the game number done by the player 
from start of the game exceeds 500 games; (8) if the game 
number exceeds 20 games after the game State shifts to the 
probability change mode; (9) if the present time becomes 
any of 10 o'clock and 45 minutes (10:45), 13 o'clock and 15 
minutes (13:15) and 21 o'clock and 45 minutes (21:45); (10) 
if three minutes elapse after the game State shifts to the 
probability change mode; (11) if termination of the prob 
ability change mode is determined in the lottery done every 
one game; (12) if the payout rate exceeds 90% and (13) if the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0487. And in the slot machine of the thirteenth embodi 
ment, one condition is Selected among the above 13 termi 
nation conditions Set in the above and Such Selected termi 
nation condition is made as the termination condition to 
terminate the probability change mode. 
0488. In a termination condition display process, a lottery 
is executed based on random numbers “0” -“12” sampled 
through the random number Sampling circuit 56 by utilizing 
a termination condition lottery table 51F shown in FIG. 28. 
FIG. 28 is an explanatory view showing a termination 
condition lottery table utilized in the termination condition 
lottery process. 
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0489. As shown in FIG. 28, the termination condition 
lottery table 51F is a lottery table to conduct a lottery of the 
termination condition based on the random numbers 
“0” -“12'b sampled through the random number sampling 
circuit 56 when the game state shifts to the probability 
change mode. And the termination condition to terminate the 
probability change mode is determined based on the 
obtained random number by the CPU 50. 
0490 Concretely, if the random number is “0”, the ter 
mination condition is set to the condition that (1) three 
symbols “SARDINE” are stopped and displayed during the 
probability change mode at the same time with no relation 
to the activated pay lines. If the random number is “1”, the 
termination condition is set to the condition that (2) five 
symbols “WILD’ are stopped on the pay line. If the random 
number is “2, the termination condition is set to the 
condition that (3) the JP is won. If the random number is “3”, 
the termination condition is set to the condition that (4) any 
of the winning Symbol combinations is won in fifteen times 
after the game State shifts to the probability change mode. If 
the random number is “4”, the termination condition is set 
to the condition that (5) coins obtained by the player from 
start of the game become more than 10,000 coins (if the 
obtained credits of the player exceed 10,000 credits). If the 
random number is “5”, the termination condition is set to the 
condition that (6) coins obtained by the player exceed 1,000 
coins after the game State shifts to the probability change 
mode (if the obtained credits exceed 1,000 credits). If the 
random number is “6”, the termination condition is set to the 
condition that (7) the game number done by the player from 
Start of the game exceeds 500 games. If the random number 
is “7”, the termination condition is set to the condition that 
(8) the game number exceeds 20 games after the game State 
shifts to the probability change mode. If the random number 
is “8”, the termination condition is set to the condition that 
(9) the present time becomes any of 10 o'clock and 45 
minutes (10:45), 13 o'clock and 15 minutes (13:15) and 21 
o'clock and 45 minutes (21:45). If the random number is 
"9", the termination condition is set to the condition that (10) 
three minutes elapse after the game State shifts to the 
probability change mode. If the random number is “10”, the 
termination condition is set to the condition that (11) termi 
nation of the probability change mode is determined in the 
lottery done every one game. If the random number is “11”, 
the termination condition is set to the condition that (12) the 
payout rate exceeds 90%. And If the random number is “12”, 
the termination condition is set to the condition that (13) the 
present credit number displayed in the JP Sum display 
portion 11 exceeds 100,000 credits. 
0491 And after the lottery of the termination condition is 
executed, the termination condition Selected based on the 
lottery result is displayed on the display area other than the 
variable display portions 21 to 25 and the JP Sum display 
portion 11 on the lower liquid crystal display 4 (S1107). 
FIG. 29 is a front view showing the lower liquid crystal 
display 4 on which the termination condition is displayed. 
0492. In FIG. 29, it is displayed a case that the termina 
tion condition becomes the condition that (8) the game 
number exceeds 20 games after the game State shifts to the 
probability change mode in the termination condition lottery 
process of S1106. As shown in FIG. 29, based on that 
characters 92 showing the termination condition displayed 
on the lower liquid crystal display 4 are displayed, the 
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termination condition during the game can be notified to the 
player. Therefore, the player conducting the game can 
acknowledge that the probability change mode is terminated 
based on which condition. 

0493. On the other hand, if the game state at present is in 
the probability change mode (S1101: YES), a termination 
lottery process of the probability change mode, which is one 
of the termination conditions of the probability change 
mode, is conducted (S1108). The termination lottery process 
of the probability change mode is executed by conducting a 
lottery based on the random numbers of “0” -“9” sampled 
through the random number Sampling circuit 56 in use of the 
termination lottery table 51B (see FIG. 11) of the probability 
change mode. And if the random number is “9, one of the 
termination conditions in S1109 is satisfied. 

0494 Next, it is determined whether or not one termina 
tion condition selected in S1106 is satisfied among the 
conditions (1)-(13) (S1109). Concretely, the termination 
conditions of (1)-(3) are determined based on the winning 
symbol combination determined in S22 or S43. And the 
termination conditions of (4)-(8) are determined based on 
the count value Stored in each of the winning Symbol counter 
52A of the RAM 52, the total credit counter 52B, the credit 
counter 52C, the total game number counter 52D and the 
game number counter 52E. And the termination conditions 
of (9)-(10) are determined based on the measured value of 
the timer 87 connected to the CPU 50. And the termination 
condition of (11) is determined based on the termination 
lottery result of the probability change mode in S107. And 
the termination condition (12) is determined based on the 
payout rate calculated according to the total credit counter 
52B and the bet credit counter 52G. Further, the termination 
condition (13) is determined based on the JP Sum stored in 
the JP Sum storing area 52F of the RAM 52. 

0495. If it is determined by the CPU 50 that the selected 
termination condition is satisfied (S1109: YES), the prob 
ability change mode is terminated (S1110). After the prob 
ability change mode is terminated, the reel Strip to display 
the Symbols on the variable display portion 21 is changed 
from the sixth reel strip 106 to the first reel strip 101 and the 
symbols of the variable display portions 21 to 25 are 
variably moved, stopped and displayed by utilizing the first 
reel strip 101--the fifth reel strip 105 from the next game. 
0496 Further, after the probability change mode is ter 
minated, as shown in FIG. 22, characters 91 showing 
“PROBABILITY CHANGE MODE IS TERMINATED 
are displayed for 5 Seconds on the display area of the lower 
liquid crystal display 4 other than the variable display 
portions 21 to 25 and the JPsum display portion 11 (S1111). 
Thereby, it can be notified to the player that the probability 
change mode is terminated. Thereafter, the probability 
change mode changing proceSS is terminated. 

0497. On the other hand, if it is determined that the 
selected termination condition is not satisfied (S1109: NO), 
the probability change mode is continued and the probability 
change mode changing proceSS is terminated. 

0498 As mentioned in the above, in the slot machine 1 
according to the eleventh embodiment, during the base game 
or the bonus game, in a case that the JP Sum of the Slot 
machine at present is less than 100000 credits (S1103: YES), 
the first reel Strip 101 Variably moving, Stopping and dis 
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playing the Symbols on the variable display portion 21 is 
changed to the sixth reel strip 106 in which more the symbol 
“WILD" and the symbol “SARDINE” are included, till the 
termination condition determined by the lottery (S805) is 
Satisfied from the next game, thereby the game State shifts to 
the probability change mode in which the probability to win 
the winning Symbol combination increases in comparison 
with the normal mode (S804). Therefore, the game state can 
be variously changed at the timing that the player cannot 
predict during the game and a wave in the payout of the 
game media can be produced. Thus, the game State of the 
Slot machine 1 can be variegated and the player never loses 
interest for games. 
0499 Further, since the termination condition to termi 
nate the probability change mode is changed according to 
the lottery which is conducted every time the game State 
shifts to the probability change mode (S1105), a game 
pattern is increased and game characteristic is improved. 
And Since the termination condition is displayed on the 
lower liquid crystal display 4 (S1106), the player conducting 
the game can acknowledge that the probability change mode 
is terminated and intention of the player is increased. Fur 
ther, Strategy for games is improved. 
0500 Here, the present invention is not limited to the 
above embodiments and various improvements and modi 
fications can be done within the Scope of the present 
invention. 

0501) For example, although, in the first to the thirteenth 
embodiments, the game State Shifts to the probability change 
mode by satisfying the start condition thereof in both the 
base game and the bonus game, the game State may shift to 
the probability change mode by Satisfying the Start condition 
thereof in only the base game or in only the bonus game. 
0502 And as for the termination condition (1), although 

it is required that three symbols “SARDINE, each of which 
is the Scatter Symbol, are Stopped and displayed at the same 
time, Such termination condition (1) may be satisfied in a 
case that three other Symbols (for example, the Symbol 
“FISH') are stopped and displayed at the same time. 
0503 And it may be conceivable that it is provided an 
operation device to change the Start condition and the 
termination condition and Such conditions can be changed 
by the operation device at the game arcade Side For example, 
although, in the first to the third embodiments, it becomes 
one of the termination conditions that any of the winning 
Symbol combinations is won in 15 times after the game State 
shifts to the probability change mode, it may be conceivable 
that the termination condition can be changed to the condi 
tion that any of the winning Symbol combinations is won in 
20 times after the game State shifts to the probability change 
mode. 

0504 And although, in the first to the thirteenth embodi 
ments, when the terminations condition is Satisfied the 
probability change mode at present is certainly terminated, 
it may be conceivable that the lottery is further conducted 
when the termination condition is Satisfied and it is Selected 
whether the probability change mode is continued or termi 
nated based on the lottery result. 
0505 And although, in the third, fifth, seventh, ninth, 
eleventh and thirteenth embodiments, similar to the first 
embodiment, the probability to win the winning symbol 
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combination is increased by changing the first reel Strip 101 
to the sixth reel strip 106, both reel strips displaying the 
Symbols on the variable display portion 21, when the game 
State shifts to the probability change mode, it may be 
conceivable that the probability to win the winning symbol 
combination is increased by changing the lottery table 
utilized for the lottery of the winning symbol combination 
based on the random number value, Similar to the Second 
embodiment. 

0506. In the slot machine 1 of the second embodiment, in 
a case that the Symbol combination Stopped and displayed 
through the variable display portions 21 to 25 becomes three 
symbols “SARDINE’ which are stopped and displayed at 
the same time with no relation to the activated pay lines in 
the base game or the bonus game, or in a case that five 
symbols “WILD’ are stopped and displayed on the activated 
pay line, or in a case that the JP is won (S62: YES), the 
winning symbol combination lottery table utilized for lottery 
of the winning Symbol combination in the winning Symbol 
combination lottery process is changed from the winning 
symbol combination lottery table 51D for the normal mode 
to the winning symbol combination lottery table 51E for the 
probability change mode, thereby the game State shifts to the 
probability change mode in which the probability to win the 
winning Symbol combination increases in comparison with 
the normal mode (S63). 
0507 However, the second embodiment may be modified 
as follows. That is, based on the same condition in the fourth 
embodiment, in a case that any of the winning Symbol 
combination is won in 30 times, or in a case that the number 
of coins obtained by the player from Start of the game 
exceeds 1000 coins or 5000 coins or in a case that the 
number of games conducted by the player exceeds 100 
games or 300 games (S163: YES), the winning symbol 
combination lottery table utilized for lottery of the winning 
Symbol combination in the winning Symbol combination 
lottery proceSS may be changed from the winning Symbol 
combination lottery table 51D for the normal mode to the 
winning symbol combination lottery table 51E for the prob 
ability change mode. 
0508 And based on the same condition in the sixth 
embodiment, in a case that the present time becomes any one 
of 9 o'clock, 12 o'clock and 21 o'clock (S363: YES), the 
winning symbol combination lottery table utilized for lottery 
of the winning Symbol combination in the winning Symbol 
combination lottery proceSS may be changed from the win 
ning symbol combination lottery table 51D for the normal 
mode to the winning symbol combination lottery table 51E 
for the probability change mode. 
0509 Further, based on the same condition in the eighth 
embodiment, it is conducted the lottery to determine 
whether or not the game State shifts to the probability change 
mode (S562) and as the lottery result, it is determined that 
the game State is shifted to the probability change mode 
(S563: YES), thereby the winning symbol combination 
lottery table utilized for lottery of the winning symbol 
combination in the winning Symbol combination lottery 
proceSS may be changed from the winning Symbol combi 
nation lottery table 51D for the normal mode to the winning 
symbol combination lottery table 51E for the probability 
change mode. 
0510 And based on the same condition in the tenth 
embodiment, in a case that the payout rate of the Slot 
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machine at present becomes less than 85% (S763: YES), the 
winning symbol combination lottery table utilized for lottery 
of the winning Symbol combination in the winning Symbol 
combination lottery proceSS may be changed from the win 
ning symbol combination lottery table 51D for the normal 
mode to the winning symbol combination lottery table 51E 
for the probability change mode. 
0511 Further, based on the same condition in the twelfth 
embodiment, in a case that the JP Sum of the slot machine 
at present is less than 100000 credits (S963: YES), the 
winning symbol combination lottery table utilized for lottery 
of the winning Symbol combination in the winning Symbol 
combination lottery proceSS may be changed from the win 
ning symbol combination lottery table 51D for the normal 
mode to the winning symbol combination lottery table 51E 
for the probability change mode. 
0512 For example, within the slot machine 1 according 
to the fourth and fifth embodiments, although it is provided 
the count device for counting the game number according to 
which the player conducts games, the credit number paid 
out, the winning number of times to win the winning Symbol 
combination, respectively, Such count device may be pro 
vided out of the slot machine. Hereinafter, it will be 
described a modification in which the count device is 
provided out of the slot machine. 
0513. In the modification in which the count device is 
provided out of the slot machine 1, a plurality of slot 
machines 1 installed the game arcade are connected to a 
Server through a network. And each slot machine 1 is 
constructed So as to transmit and receive various information 
between the server through the network. 
0514. Here, the server controls plural slot machines 
installed in the game arcade and a specific discriminative 
number is respectively given to each of the Slot machines 1, 
thereby the Server judges a release Source of data transmitted 
from each of the Slot machines 1 based on the Specific 
discriminative number. And in a case that data are transmit 
ted form the server to the slot machine 1, the slot machine 
1 to which data are transmitted is directed by the specific 
discriminative number. 

0515) And the CPU 50 of the slot machine 1 transmits to 
the Server through the interface circuit provided in the Slot 
machine 1 a signal indicating that the game is started in the 
Slot machine 1 when the game is started. And if it is 
determined that the Symbols Stopped and displayed corre 
sponds to any of the winning Symbol combination, a signal 
indicating that the winning Symbol combination is won is 
transmitted to the Server through the interface circuit pro 
vided in the slot machine 1. Further, if the credit is paid out 
according to that the winning Symbol combination is won, a 
Signal indicating the credit number paid out is transmitted to 
the Server through the interface circuit provided in the Slot 
machine 1. 

0516 And among signals transmitted form the slot 
machine 1, a direct Signal to direct the slot machine 1, that 
is, data indicating which slot machine 1 among plural Slot 
machines 1 controlled by the server are attached to the 
Signal. For example, in a case that the Specific discriminative 
number “005” is allotted to the slot machine 1 among plural 
Slot machines 1 controlled by the Server and the Signal 
indicating that the game is Started is “1”, the Signal Such as 
“005-1” is transmitted to the server when the game is started 
in the slot machine 1. 
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0517. On the other hand, based on the signal transmitted 
from the slot machine 1, the Server Stores the game number 
of times, the winning number of times of the winning 
Symbol combination and the credit number paid out in the 
memory provided in the server every each of the slot 
machines 1. And if it is determined by the CPU in the server 
that each of the game number of times, the winning number 
of times of the winning Symbol combination and the credit 
number paid out, each being Stored in the memory, reaches 
to a predetermine value (for example, 100 games for the 
game number of times, 30 times for the winning number of 
times of the winning symbol combination, 1000 credits for 
the credit number paid out), a signal indicating that each of 
the above numbers reaches to the predetermined value is 
transmitted to the slot machine 1 corresponding thereto 
through the interface circuit. Thereafter, the slot machine 
receiving Such signal conducts a process to shift the game 
State to the probability change mode from the next game. 

0518. As mentioned, in the modification in which it is 
provided the count device for counting the game number and 
the like in the Server existing out of the slot machine 1, plural 
Slot machines 1 can be controlled together, thereby gaming 
machines Such as Slot machines in the game arcade can be 
easily controlled. 
0519 For example, within the slot machine 1 according 
to the Sixth and Seventh embodiments, although it is pro 
Vided the time count device for counting a time from the 
predetermined time, Such time count device may be pro 
vided out of the slot machine. Hereinafter, it will be 
described a modification in which the time count device is 
provided out of the slot machine. 

0520. In the modification in which the time count device 
is provided out of the slot machine 1, a plurality of Slot 
machines 1 installed the game arcade are connected to a 
Server through a network. And each slot machine 1 is 
constructed So as to transmit and receive various information 
between the server through the network. 
0521. Here, the server controls plural slot machines 
installed in the game arcade and a specific discriminative 
number is respectively given to each of the Slot machines 1, 
thereby the Server judges a release Source of data transmitted 
from each of the slot machines 1 based on the Specific 
discriminative number. And in a case that data are transmit 
ted form the server to the slot machine 1, the slot machine 
1 to which data are transmitted is directed by the specific 
discriminative number. 

0522) And the CPU 50 of the slot machine 1 transmits to 
the Server through the transmission interface circuit pro 
Vided in the slot machine 1 a signal indicating that a main 
power is turned on when the main power of the slot machine 
1 is turned on. 

0523 And among signals transmitted form the slot 
machine 1, a direct Signal to direct the slot machine 1, that 
is, data indicating which slot machine 1 among plural Slot 
machines 1 controlled by the server are attached to the 
Signal. For example, in a case that the Specific discriminative 
number “005” is allotted to the slot machine 1 among plural 
Slot machines 1 controlled by the Server and the Signal 
indicating that the main power is turned on is “1”, the Signal 
Such as “005-1' is transmitted to the server when the main 
power in the slot machine 1 is turned on. 
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0524. On the other hand, based on the signal transmitted 
from the slot machine 1, the Server Starts to count the 
elapsing time Since the game arcade is opened by the timer 
having time counting function provided in the Server. And if 
it is determined by the CPU in the server that the time 
elapsed counted by the timer Since the game arcade is 
opened reaches to a predetermined time (for example, three 
hours) or if it is determined that the present time indicated 
by the time counting function of the timer reaches to a 
predetermined time (for example, nine o'clock PM), the 
Signal indicating the above is transmitted through the inter 
face circuit to the slot machine 1 corresponding thereto. 
Thereafter, in the slot machine receiving the Signal, the game 
state shifts to the probability change mode from the next 
game. 

0525. As mentioned, in the modification in which it is 
provided the time count device in the Server existing out of 
the slot machine 1, plural Slot machines 1 can be controlled 
together, thereby gaming machines Such as Slot machines in 
the game arcade can be easily controlled. 
0526 In the sixth and seventh embodiments, although it 
is required a condition that the present time becomes a 
predetermined time (for example, nine o'clock, twelve 
o'clock, 21 o'clock) as the start condition to shift the game 
State to the probability change mode during the base game 
or the bonus game, Such start condition may be changed to 
a condition that day and time become a predetermined day 
of the week (for example, Monday, Thursday) and a prede 
termined time (nine o'clock, twelve o'clock, 21 o'clock). 
0527. For example, within the slot machine 1 according 
to the tenth and eleventh embodiments, although it is pro 
Vided the payout rate measurement device for measuring the 
payout, Such payout rate measurement device may be pro 
vided out of the slot machine. Hereinafter, it will be 
described a modification in which the payout rate measure 
ment device is provided out of the slot machine. 
0528. In the modification in which the payout rate mea 
Surement device is provided out of the slot machine 1, a 
plurality of slot machines 1 installed the game arcade are 
connected to a Server through a network. And each Slot 
machine 1 is constructed So as to transmit and receive 
various information between the Server through the network. 
0529 Here, the server controls plural slot machines 
installed in the game arcade and a specific discriminative 
number is respectively given to each of the Slot machines 1, 
thereby the Server judges a release Source of data transmitted 
from each of the Slot machines 1 based on the Specific 
discriminative number. And in a case that data are transmit 
ted form the server to the slot machine 1, the slot machine 
1 to which data are transmitted is directed by the specific 
discriminative number. 

0530 And the CPU 50 of the slot machine 1 transmits to 
the Server through the interface circuit provided in the Slot 
machine 1 a signal indicating the credit number betted when 
the game is started. And when the winning Symbol combi 
nation is won and the payout thereof is paid out, a signal 
indicating the credit number paid out is transmitted to the 
Server through the transmission interface circuit. 
0531 And among signals transmitted form the slot 
machine 1, a direct Signal to direct the slot machine 1, that 
is, data indicating which slot machine 1 among plural Slot 
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machines 1 controlled by the server are attached to the 
Signal. For example, in a case that the Specific discriminative 
number “005” is allotted to the slot machine 1 among plural 
Slot machines 1 controlled by the Server and the Signal 
indicating that 60 credits are betted and the game is started 
is “060”, the signal such as “005-060" is transmitted to the 
Server when the game is Started in the slot machine 1. 

0532. On the other hand, based on the signal transmitted 
from the slot machine 1, the Server accumulatively Stores the 
credit number betted, the credit number paid out in the 
memory provided in the Server every Slot machine 1. And 
the payout rate is calculated by the CPU in the server based 
on the credit number betted by the present time and the 
credit number paid out, and if it is determined that the 
calculated payout rate reaches to a value less than a prede 
termined rate (for example, 80%), the signal indicating the 
above is transmitted through the interface circuit to the Slot 
machine 1 corresponding thereto. Thereafter, the game State 
shifts to the probability change mode from the next game. 

0533. As mentioned, in the modification in which it is 
provided the payout rate measurement device in the Server 
existing out of the Slot machine 1, plural slot machines 1 can 
be controlled together, thereby gaming machines Such as Slot 
machines in the game arcade can be easily controlled. 
0534 For example, within the slot machine 1 according 
to the twelfth and thirteenth embodiments, although it is 
provided the accumulative Storing device for Storing the JP 
credit number, Such accumulative Storing device may be 
provided out of the slot machine 1. Hereinafter, it will be 
described a modification in which the accumulative Storing 
device is provided out of the slot machine 1. 

0535 In the modification in which the accumulative 
Storing device is provided out of the Slot machine 1, a 
plurality of slot machines 1 installed the game arcade are 
connected to a Server through a network. And each Slot 
machine 1 is constructed So as to transmit and receive 
various information between the Server through the network. 

0536 Here, the server controls plural slot machines 
installed in the game arcade and a specific discriminative 
number is respectively given to each of the Slot machines 1, 
thereby the Server judges a release Source of data transmitted 
from each of the slot machines 1 based on the Specific 
discriminative number. And in a case that data are transmit 
ted form the server to the slot machine 1, the slot machine 
1 to which data are transmitted is directed by the specific 
discriminative number. 

0537 And the CPU 50 of the slot machine 1 transmits to 
the Server through the transmission interface circuit pro 
Vided in the slot machine 1 a signal indicating the credit 
number betted when the game is started. 

0538 And among signals transmitted form the slot 
machine 1, a direct Signal to direct the slot machine 1, that 
is, data indicating which slot machine 1 among plural Slot 
machines 1 controlled by the server are attached to the 
Signal. For example, in a case that the Specific discriminative 
number “005” is allotted to the slot machine 1 among plural 
Slot machines 1 controlled by the Server and the Signal 
indicating that 60 credits are betted and the game is started 
is “060”, the signal such as “005-060" is transmitted to the 
Server when the game is Started in the slot machine 1. 
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0539. On the other hand, based on the signal transmitted 
from the slot machine 1, the Server accumulatively Stores in 
the memory provided in the server the credit number with a 
predetermined rate (for example, 10%) among the credit 
number betted in all slot machines connected thereto, as the 
JP credit number. And if it is determined by the CPU in the 
server that the JP credit number reaches to a predetermined 
sum (for example, 100000 credits), the signal indicating the 
above is transmitted through the interface circuit to the Slot 
machine 1 corresponding thereto. Thereafter, the Slot 
machine receiving Such Signal conducts a process to shift the 
game State to the probability change mode from the next 
game. 

0540 AS mentioned, in the modification in which it is 
provided the accumulative Storing device for Storing the JP 
credit number in the Server existing out of the slot machine 
1, plural slot machines 1 can be controlled together, thereby 
gaming machines Such as slot machines in the game arcade 
can be easily controlled. 
0541 And in the twelfth and thirteenth embodiments, 
although the JP (Jack Pot) accumulatively adds 10% of the 
credits betted in 20 Slot machines including the slot machine 
1, 10% of the credit betted in only one slot machine may be 
accumulatively added. 
What is claimed is: 

1. A gaming machine comprising: 
a display device having a plurality of variable display 

portions in each of which plural kinds of Symbols are 
Variably displayed; 

a stop control device for conducting Stop control of the 
Symbols which are stopped and displayed in each of the 
Variable display portions, 

a payout device for paying out a predetermined number of 
game media when a Symbol combination formed by the 
Symbols Stopped and displayed in each of the variable 
display portions becomes a predetermined winning 
Symbol combination; and 

a shift device for shifting a game State to a special game 
mode in which a probability according to which the 
predetermined winning Symbol combination is Stopped 
and displayed through the variable display portions by 
the Stop control device increases, 

wherein the shift device retains the Special game mode till 
a predetermined termination condition is Satisfied in a 
case that the winning Symbol combination Satisfies a 
predetermined Start condition. 

2. The gaming machine according to claim 1, wherein the 
Stop control device comprises: 

a random number generation device for generating ran 
dom numbers, 

a Symbol combination determination device for determin 
ing the Symbol combination corresponding to the ran 
dom numbers generated by the random number gen 
eration device; 

wherein the Stop control device conducts the Stop control 
of the Symbols So as to be stopped and displayed in 
each of the variable display portions corresponding to 
the symbol combination determined by the symbol 
determination device. 



US 2006/0030390 A1 

3. The gaming machine according to claim 1, further 
comprising: 

a notification device for notifying that the game State is 
shifted to the Special game mode by the shift device. 

4. The gaming machine according to claim 1, wherein the 
predetermined termination condition is Set to a condition 
that the Symbols Stopped and displayed in each of the 
variable display portions constructs a predetermined Symbol 
combination after the game State shifts to the Special game 
mode. 

5. The gaming machine according to claim 4, further 
comprising: 

a termination condition Selection device for Selecting the 
termination condition among plural conditions, 

wherein the notification device notifies the termination 
condition Selected by the termination Selection device. 

6. The gaming machine according to claim 5, wherein the 
notification device notifies that the termination condition is 
Satisfied. 

7. The gaming machine according to claim 1, wherein a 
game in which the Symbols are variably displayed and 
Stopped in each of the variable display portions is repeated 
and continued. 

8. The gaming machine according to claim 7, further 
comprising: 

a count device for accumulatively counting a predeter 
mined number concerning with the game correspond 
ing to that the game are continued; 

wherein the shift device shifts the game State to the Special 
game mode when a count result counted by the count 
device becomes a predetermined value. 

9. The gaming machine according to claim 8, wherein the 
count device accumulatively counts a number of the game 
media paid out by the payout device. 

10. The gaming machine according to claim 8, wherein 
the count device accumulatively counts a number of games 
executed in the gaming machine. 

11. The gaming machine according to claim 8, wherein 
the predetermined termination condition is Set to a condition 
that the count result counted by the count device becomes a 
predetermined value after the game State shifts to the Special 
game mode. 
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12. The gaming machine according to claim 7, further 
comprising: 

a time count device for counting a time elapsing from a 
Standard time; 

wherein the shift device shifts the game State to the Special 
game mode when the time counted by the time count 
device becomes a predetermined time. 

13. The gaming machine according to claim 7, further 
comprising: 

a lottery device for conducting a lottery whether or not the 
game State shifts to the Special game mode correspond 
ing to that the game is continued; 

wherein the shift device shifts the game State to the Special 
game mode when it is determined that the game State is 
shifted based on a lottery result by the lottery device. 

14. The gaming machine according to claim 7, further 
comprising: 

a payout rate measurement device for measuring a payout 
rate corresponding to that the game is continued; 

wherein the shift device shifts the game State to the Special 
game mode when the payout rate measured by the 
payout rate measurement device becomes a predeter 
mined rate. 

15. The gaming machine according to claim 7, further 
comprising: 

an accumulative Storing device for accumulatively storing 
the game media with a predetermined rate among the 
game media betted in plural gaming machines corre 
sponding to that the game is continued; 

wherein the payout device pays out the game media 
corresponding to a number Stored in the accumulative 
Storing device when a predetermined condition is Sat 
isfied, and 

wherein the shift device shifts the game State to the Special 
game mode when the number of the game media Stored 
in the accumulative Storing device becomes a prede 
termined number. 


