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(57) ABSTRACT 

In the gaming system 100 constructed from plural slot 
machines 1, the slot machine 1 is provided with the trans 
mission device 90, thereby the match can be conducted 
through mutual transmission. The winning combination lot 
tery table used in the match game over plural slot machines 
1 has the winning combination through which points corre 
sponding to obtaining of the winning combination are given 
to the player's own slot machine and the winning combi 
nation through which points corresponding to obtaining of 
the winning combination by the player's own slot machine 
are given to the other slot machine of opponent. And even 
if the winning combination is won by the player's won slot 
machine, there occurs a case that points are given to the 
opponent, thereby variability occurs in the match result. 
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FIG.5 
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GAMING SYSTEM 

CROSS-REFERENCE TO THE RELATED 
APPLICATIONS(S) 

0001. This application is based upon and claims a priority 
from the prior Japanese Patent Application No. 2004-357611 
filed on Dec. 10, 2004, the entire contents thereof are 
incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0002) 1. Field of the Invention 
0003. The present invention relates to a gaming system, 
and particularly to a gaming system capable of providing a 
match over a network, and to a gaming machine used in the 
gaming System. 

0004 2. Description of Related Art 
0005 Gaming systems that enable a match between a 
plurality of players are now popular. A configuration is 
generally adopted in a gaming system capable of this type of 
match in which an award is provided to the winner of the 
match game based on the results of the match game played 
between a plurality of gaming machines. 
0006 For example, Japanese Unexamined Patent Publi 
cation No. 2001-104539 describes a gaming machine 
capable of the type of match described above, and a method 
for displaying a gaming state in the gaming machine. This 
gaming machine is a so-called Japanese pachi-slot gaming 
machine in which a player designates another player, and 
both players are transferred to a bonus game, whereby a 
match-style game can be executed between the player and 
the other player. 
0007. However, in the gaming machine described in 
Japanese Unexamined Patent Publication No. 2001-104539, 
a bonus game is performed as the match game. The winner 
is also determined based on the number of medals acquired 
during the bonus game, the number of 15-pay symbols, and 
the number of 10-pay symbols. 
0008 Since the gaming machine described in Japanese 
Unexamined Patent Publication No. 2001-104539 is a Japa 
nese pachi-slot gaming machine, the number of medals 
acquired, the number of 15-pay symbols, and the number of 
10-pay symbols increase with the skill of the player. There 
fore, the player who is proficient at the Japanese pachi-slot 
machine game can enjoy the pleasure of winning along with 
the interest of match-style play. 
0009. A loser is also present, and this player who loses 
the game can execute the match-style game, but experiences 
the humiliation of defeat. 

0010. In a case that a player who is inexperienced in 
techniques for the Japanese pachi-slot game, matches a 
player who is well-experienced in techniques for the Japa 
nese pachi-slot machine, the former experiences the humili 
ation of defeat with high possibility in the match game. As 
a result, the inexperienced player concludes to avoid the 
match game in the gaming machine, thus there is a problem 
that the match game becomes an object of interest which 
only a part of well-experienced players can enjoy. 

0011 Further, as mentioned in the above, if it occurs 
situation that the match game is occupied by a part of 
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well-experienced players, players having desire to newly 
participate in the match game hesitate to participate in the 
match game. Therefore, all of players cannot enjoy interest 
of the match game. 

SUMMARY OF THE INVENTION 

0012. In order to dissolve the above problems, the present 
invention has been done and has an object to provide a 
gaming system in which variability of a match result is given 
to the match game, thereby all of players can enjoy interest 
for the match game and to provide a gaming machine 
utilized in the gaming system. 
0013 In order to accomplish the above object, according 
to one aspect of the present invention, it is provided a 
gaming system comprising a plurality of gaming machines, 
each of the gaming machines comprising: 

0014 a communication device for communicating with 
another gaming machine constructing the gaming System; 
00.15 a lottery device for conducting a lottery of an 
outcome in which an award and an object gaming machine 
to which the award is given are corresponded; and 

0016 a game control device for giving the award to the 
object gaming machine based on a lottery result by the 
lottery device 
0017 According to the gaming system, in which a plu 
rality of gaming machines are provided, since the lottery 
device conducts a lottery of an outcome in which an award 
and an object gaming machine to which the award is given 
are corresponded, the award is not always given to the 
gaming machine when the outcome is won. Therefore, it will 
occur a case that the award is given to another gaming 
machine. Thus, variability can occur in a game result, and 
even if a skill-less player plays the game, interest in the 
game can be enjoyed. 

0018. 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 

0019. The accompanying drawings, which are incorpo 
rated in and constitute a part of this specification illustrate 
embodiments of the invention and, together with the 
description, serve to explain the objects, advantages and 
principles of the invention. 

0020 
0021 FIG. 1 is an external perspective view of the 
gaming system according to the embodiment; 

In the drawings, 

0022 FIG. 2 is an external perspective view of a slot 
machine constituting the gaming system according to the 
embodiment; 

0023 FIG. 3 is a diagram showing an example of the 
symbols drawn on the peripherals of the reels in the slot 
machine according to the embodiment; 
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0024 FIG. 4 is a block diagram showing the control 
system for the slot machine according to the embodiment; 
0.025 FIG. 5 is a block diagram of the liquid crystal drive 
circuit of the slot machine according to the embodiment; 
0026 FIG. 6 is a flowchart of the main processing 
program of the slot machine according to the embodiment; 
0027 FIG. 7 shows the communication routine program 
of the slot machine according to the embodiment; 
0028 FIG. 8 is a flowchart of the start receiving routine 
program of the slot machine according to the embodiment; 

0029 FIG. 9 is a flowchart of the match routine program 
of the slot machine according to the embodiment; 
0030 FIG. 10 is a flowchart of the match completion 
condition monitoring program of the slot machine according 
to the embodiment; 

0031 FIG. 11 is a flowchart of the lottery routine pro 
gram of the slot machine according to the embodiment; 
0032 FIGS. 12 (a) and (b) are diagrams showing the 
winning combination lottery tables used in the match game 
in the slot machine according to the embodiment, FIG. 12 
(a) shows the winning combination lottery table used in slot 
machine (red); and FIG. 12 (b) shows the winning combi 
nation lottery table used in slot machine (blue); 

0033 FIG. 13 is a flowchart of the match game routine 
program of the slot machine according to the embodiment; 
0034 FIG. 14 is a flowchart of the winning award 
provision routine program of the slot machine according to 
the embodiment; 

0035 FIG. 15 is a diagram of the winning award deter 
mination table used during the match game in the slot 
machine according to the embodiment; 
0.036 FIG. 16 is a diagram of the winning combination 
lottery table used in a single-player normal game in the slot 
machine according to the embodiment; and 
0037 FIG. 17 is a flowchart of the game routine program 
of the single-player normal game in the slot machine accord 
ing to the embodiment. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

0038. The gaming system of the present invention will be 
described in detail hereinafter with reference to the drawings 
based on the embodiment in which a slot machine is used as 
a specific example of the gaming machine constituting the 
gaming System. 

0.039 First, the gaming system 100 according to the 
embodiment, and the schematic structure of a slot machine 
used in the gaming system 100 will be described based on 
FIGS. 1 and 2. FIG. 1 is a diagram showing an example of 
the structure of the gaming system according to the present 
embodiment; and FIG. 2 is a perspective view of the slot 
machine constituting the gaming system. 
0040. The gaming system 100 according to the present 
invention can be configured using multiple slot machines 1, 
but a gaming system 100 configured using two slot machines 
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1 will be described as a specific example in order to more 
clearly describe the present invention. 
0041. The arrangement of the slot machines 1 of the 
gaming system according to the present invention is not 
particularly limited, and the embodiment will be described 
using a configuration in which two slot machines 1 are 
placed against each other back-to-back. 
0042. The two slot machines 1 each have a communica 
tion device 90 described hereinafter, and are configured so 
as to be capable of a network match-style game via the 
communication device 90. These slot machines 1 also have 
the same basic structure. 

0043. The slot machines 1 according to the embodiment 
each have a color designated for indicating the slot machine 
1. In the embodiment, “red' is set for the slot machine 1 
placed on the near side in FIG. 1, and “blue” is set for the 
slot machine 1 placed on the opposite side. 
0044) The cabinets 2 constituting the slot machines 1 are 
colored in the colors indicating the slot machines 1, and a 
player can identify the color indicating the slot machine 1 he 
or she is using from the appearance of the slot machine 1. 
0045. The slot machines 1 constituting the gaming sys 
tem 100 according to the embodiment will be described with 
reference to FIGS. 2 through 4 using the slot machine 1 (for 
which the color indicating the slot machine is set to “red') 
placed at the front in FIG. 1 as an example. 
0046) The slot machine 1 according to the embodiment is 
a so-called slant-type slot machine which is a gaming 
machine that can be used by a seated player. The slot 
machine 1 has a cabinet 2 for forming its overall shape, and 
a front panel 6 is formed at the top of the cabinet 2. Speakers 
80 for issuing sound effects and the like relating to the slot 
machine 1 game are also mounted to the left and right of the 
front panel 6. The form of the outcome relating to the slot 
machine 1 and a display of points that can be obtained 
according to the outcome are formed in the center portion of 
the front panel 6. 
0047 A liquid crystal display 4 is mounted to the front of 
the cabinet 2 as shown in the center of the slant face. This 
liquid crystal display 4 is composed of a so-called transpar 
ent liquid crystal display, and is basically used as the gaming 
area for the game in the slot machine 1. As shown in FIGS. 
1 and 2, three variable displays 22, 23, and 24 are formed 
in the center portion of the liquid crystal display 4. 
0048. An operating table 5 gradually tilted forward is 
provided at the lower part of the liquid crystal display 4. A 
payout button 7 and a help button 8 are placed rearwards in 
the operating table 5, and a coin insertion slot 9 is provided 
on the right side of the help button 8. A match button 10, a 
1-BET button 11, a spin (SPIN/REPEAT BET) button 12, 
and a MAX-BET button 13 are placed on the frontward side 
of the operating table 5. 
0049. The payout button 7 is a button that is pushed when 
the match game described hereinafter is completed, and 
when the payout button 7 is pushed, coins remaining as 
credit at the time the match game is completed are paid out 
from a payout opening 15. 

0050. The match game in the embodiment is a game in 
which outcomes are obtained within a certain period of time, 
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and a win is determined by the amount of the total value of 
the points acquired. Credit as an award is provided to the 
winning player of the match game according to the differ 
ence between his or her own total point and the total point 
of the match opponent. 
0051. Therefore, at the end of the match game, the payout 
button 7 is pushed in order to convert the credit into coin. A 
payout switch 63 described hereinafter is attached to the 
payout button 7, and a switch signal is outputted to the CPU 
50 based on the pushing of the payout button 7. 
0.052 The help button 8 is a button pushed when the 
operating method or the like of the game is unclear, and 
when the help button 8 is pushed, various types of help 
information are displayed on the liquid crystal display 4. A 
help switch 64 described hereinafter is attached to the help 
button 8, and a switch signal is outputted to the CPU 50 from 
the help switch 64 based on the pushing of the help button 
8. 

0053 A coin sensor 65 described hereinafter is placed in 
the coin insertion slot 9, and when a coin is inserted into the 
coin insertion slot 9, a coin detection signal is outputted to 
the CPU 50 via the coin Sensor 65. 

0054 The match button 10 in the gaming system 100 
according to the embodiment is a button pushed when a 
match-style game is performed with another slot machine 1. 
A match switch 57 described hereinafter is attached to the 
match button 10. When the match button 10 is pushed, a 
signal is issued based on this pushing from the match Switch 
57 to the CPU 50, and a match flag is stored in RAM 52. 
0055. The 1-BET button 11 is a button whereby a bet is 
placed each time the button is pushed. A 1-BET switch 59 
described hereinafter is attached to this 1-BET button 11, 
and when the 1-BET button 11 is pushed, a switch signal is 
outputted based on this pushing from the 1-BET switch 59 
to the CPU 50. 

0056. In the same manner, the MAX-BET button 13 is a 
button for performing a game for the maximum number of 
bets (three bets in the embodiment) that can be placed with 
a single operation of the bet button in the slot machine 1 
according to the embodiment. A 3-BET switch 60 is attached 
to the MAX-BET button 13. The 3-BET switch 60 outputs 
a switch signal to the CPU 50 based on the pushing of the 
MAX-BET button 13. 

0057 The spin button 12 is a button for initiating the 
variable displays of symbols in the variable displays 22 
through 24 of the liquid crystal display 4 in order to start a 
game based on the pushing of the spin button 12 according 
to the present bet amount and the previous bet amount. A 
spin switch 58 described hereinafter is attached to the spin 
button 12, and when the spin button 12 is pushed, a switch 
signal is outputted based on this pushing from the spin 
Switch 58 to the CPU 50. 

0.058 An armrest 14 having a substantially horizontal 
face is formed on the frontward side of the operating table 
5. This armrest 14 is configured so that when a player seated 
in a chair (not shown in the diagram) is playing the game, 
the player can rest his or her arms on the armrest 14 and 
easily operate the operating table 5. 
0059. The payout opening 15 is provided at the bottom of 
the cabinet 2. A coin detector 73 described hereinafter 

Jun. 15, 2006 

composed of a sensor or the like is mounted inside the 
payout opening 15, and the coin detector 73 detects the 
number of coins paid out from the payout opening 15. 

0060. The liquid crystal display 4 is mounted in the 
center of the front face of the cabinet 2 of the slot machine 
1, and variable displays 22 through 24 are formed therein, as 
previously described. The variable displays 22 through 24 
are configured as transparent areas in which the visibility 
with respect to the inside of the cabinet 2 is maintained. 

0061 Three reels R are mounted inside the cabinet 2 
behind the liquid crystal display 4. These three reels R are 
mounted in parallel inside the cabinet 2, and each reel is 
supported so as to be able to rotate independently. The reels 
R are also mounted so as to face the variable displays 22 
through 24. 

0062 Specifically, the liquid crystal display 4 is designed 
so that the three reels R are positioned facing forward, and 
the symbol columns 41 through 43 drawn on the peripheral 
faces of the reels R are visible via the variable displays 22 
through 24. In the slot machine 1 according to the embodi 
ment, a single-player normal game described hereinafter and 
a match game with a slot machine 1 used by another player 
are performed using the three reels R. 

0063) The active pay line L (see FIGS. 1 and 2) of the 
slot machine 1 is drawn in the center portion of the variable 
displays 22 through 24. 

0064. The reels R will be described. Among the three 
reels R, the reel R on the left side as viewed from the front 
of the slot machine 1 faces the variable display 22 (see FIG. 
2) formed in the liquid crystal display 4, and the center reel 
R faces the variable display 23 (see FIG. 2) formed in the 
liquid crystal display 4 in the same manner. The reel R on the 
right side faces the variable display 24 (see FIG. 2) formed 
in the liquid crystal display 4. 

0065 Various types of symbols (see FIG. 3) used in the 
single-player normal game and two-player match game 
described hereinafter are formed on the peripheral faces of 
the reels R. In this arrangement, the symbol columns 41 is 
a series of symbols drawn on the peripheral face of the reel 
R on the left side that can be variably displayed in the 
variable display 22, the symbol column 42 is a series of 
symbols drawn on the peripheral face of the reel R in the 
center that can be variably displayed in the variable display 
23, and the symbol column 43 is a series of symbols drawn 
on the peripheral face of the reel R on the right side that can 
be variably displayed in the variable display 24. 

0066. The symbol columns 41 through 43 have the same 
series of symbols, and these symbol columns are formed 
from eleven symbols consisting of a triple BAR 91, a double 
BAR 93, a red seven 94, a single BAR 95, a blank 96, and 
a blue seven 97 in an arbitrary combination. The blank 96 is 
an area in which there is no symbol present. 

0067. When the symbol columns 41 through 43 scrolling 
in the variable displays 22 through 24 are stopped, three 
symbols are each stopped and displayed in the center 
portions of their respective variable displays. Various types 
of winning combinations are set in advance in the slot 
machine 1 based on a plurality of types of combinations of 
the symbols, and points (hereinafter referred to as points) in 
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the game are added when a combination of symbols corre 
sponding to a winning combination stops on the active pay 
line L. 

0068 The method of forming the various symbols on the 
peripheral faces of the reels R generally involves printing 
various symbols on an elongated reel sheet having the same 
width and length dimensions as the reel R, an affixing a reel 
sheet to the peripheral face of each reel R, but the symbols 
may, of course, be formed by another method. 

0069. A communication device 90 used for performing a 
match-style game between slot machine 1 and another slot 
machine 1 is mounted inside the cabinet 2. This communi 
cation device 90 is capable of sending and receiving data 
from a communication device 90 mounted in another slot 
machine 1, and performs wireless transmission and recep 
tion of data in the embodiment. 

0070. In the embodiment, sending and receiving of data 
by the communication device 90 is performed wirelessly, but 
an embodiment is also possible in which the slot machines 
1 are connected by a cable or the like, and data are 
transmitted and received over a wire. 

0071. The structure of the control system of the slot 
machine 1 will next be described based on FIG. 4. FIG. 4 
is a schematic block diagram of the control system of the slot 
machines. 

0072. In FIG. 4, the control system of the slot machine 1 
is basically structured around the CPU 50, and ROM 51 and 
RAM 52 are connected to the CPU 50. The main routine 
program, the normal game routine program, the match 
routine program, various effect programs for creating vari 
ous effects in the liquid crystal display 4 as the game 
progresses, and the lottery table for performing a lottery of 
the stopped display symbols of the normal game described 
hereinafter, as well as various programs, data tables, and the 
like necessary for controlling the slot machine 1 are stored 
in the ROM 51. The RAM 52 is memory for temporarily 
storing flags and various types of data computed by the CPU 
SO. 

0073. A clock pulse generation circuit 53 for generating 
a reference clock pulse and a divider 54 are connected to the 
CPU 50, and a random number generator 55 and random 
number sampling circuit 56 are also connected thereto. A 
random number sampled via the random number sampling 
circuit 56 is used for various type lotteries for determining 
winning combinations, effects, and the like. The match 
switch 57 attached to the match button 10, the spin switch 
58 attached to the spin button 12, the 1-BET switch 59 
attached to the 1-BET button 11, the 3-BET switch 60 
attached to the MAX-BET button 13, the payout switch 63 
attached to the payout button 7, and the help switch 64 
attached to the help button 8 are each connected to the CPU 
50. The CPU 50 performs control in order to execute various 
operations corresponding to each button based on the Switch 
signal outputted from each Switch when the corresponding 
button is pushed. 

0074. A timer 74 for measuring a predetermined period of 
time (three minutes, for example), in a match game to 
determine which player acquires the most points in a pre 
determined period of time is also connected to the CPU 50. 
This timer 74 begins measuring time simultaneously with 
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the timer 74 of the match opponent slot machine 1 based on 
a timer synchronization signal described hereinafter. 

0075 Three stepping motors 68 for rotating the reels R 
via a motor drive circuit 67 are connected to the CPU 50, and 
a reel position detection circuit 69 is also connected thereto. 
When a motor drive signal is outputted from the CPU 50 to 
the motor drive circuit 67, the stepping motors 68 are 
rotationally driven by the motor drive circuit 67. The reels 
Rare thereby rotated. 

0076. At this time, after the reels R have begun to rotate, 
the number of drive pulses fed to each of the stepping motors 
68 is calculated, and the calculated values are written in a 
predetermined area of the RAM 52. A reset pulse is output 
ted from each reel R for each rotation thereof, and the reset 
pulses are inputted to the CPU 50 via the reel position 
detection circuit 69. When a reset pulse is inputted to the 
CPU 50 in this manner, the calculated value written in the 
RAM 52 is cleared to “0” and the CPU 50 recognizes the 
rotational position of the symbol in each reel R based on the 
calculated value corresponding to the rotational position in 
the range of a single rotation of each reel R and a symbol 
table in which the rotational position of each reel R stored 
in the ROM 51 is correlated with the symbol formed on the 
peripheral face of each reel R. 
0077. The coin sensor 65 disposed in the coin insertion 
slot 9 is also connected to the CPU 50. The coin Sensor 65 
detects coins inserted from the coin insertion slot 9, and the 
CPU 50 computes the number of coins deposited based on 
the coin detection signal outputted from the coin sensor 65. 
The number of coins thus computed is converted into credit 
used for the single-player normal game and match-style 
game in the slot machine 1. 
0078. A hopper 71 is also connected to the CPU 50 via a 
hopper drive circuit 70. When a drive signal is outputted 
from the CPU 50 to the hopper drive circuit 70, the hopper 
71 pays out a predetermined number of coins from the 
payout opening 15. 

0079 A coin detector 73 is connected to the CPU 50 via 
a payment completion signal circuit 72. The coin detector 73 
is disposed inside the payout opening 15, and when it is 
detected that the predetermined number of coins have been 
paid out from the payout opening 15, a coin payment 
detection signal is outputted from the coin detector 73 to the 
payment completion signal circuit 72, and the payment 
completion signal circuit 72 outputs a payment completion 
signal to the CPU 50 based on this signal. The liquid crystal 
display 4 is connected to the CPU 50 via a liquid crystal 
drive circuit 75, and the liquid crystal display 4 is controlled 
by the CPU 50. 
0080. As shown in FIG. 5, the liquid crystal drive circuit 
75 is composed of program ROM 81, image ROM 82, an 
image control CPU 83, working RAM 84, a VDP (Video 
Display Processor) 85, video RAM 86, and the like. An 
image controlling program or various selection tables relat 
ing to what is displayed in the liquid crystal display 4 are 
stored in the program ROM 81. Dot data for forming an 
image displayed on the liquid crystal display 4 are stored in 
the image ROM 82. The image control CPU 83 determines 
the image displayed on the liquid crystal display 4 based on 
a parameter set by the CPU 50 from the dot data stored in 
advance in the image ROM82 according to an image control 
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program stored in advance in the program ROM 81. The 
working RAM 84 is configured as a temporary storage 
means for when the image control program is executed by 
the image control CPU 83. The VDP 85 forms an image 
according to the display content determined by the image 
control CPU 83 and outputs the image to the liquid crystal 
display 4. The video RAM 86 is configured as a temporary 
storage means for when the image is formed by the VDP 85. 

0081. An LED 78 is also connected to the CPU 50 via an 
LED drive circuit 77. Numerous LED 78 are mounted in the 
front face of the slot machine 1, and the lighting thereof is 
controlled by the LED drive circuit 77 based on a drive 
signal from the CPU 50 when various effects are displayed. 
An audio output circuit 79 and the speakers 80 are connected 
to the CPU 50, and the speakers 80 generate various sound 
effects to create various effects based on the output signal 
from the audio output circuit 79. 
0082 The communication device 90 is connected to the 
CPU 50. The communication device 90 wirelessly transmits 
results computed by the CPU 50 to the other slot machine 1 
(the slot machine 1 on the “blue' side in the embodiment) 
constituting the gaming system 100, and wirelessly receives 
the computation results of the other slot machine 1. When 
computation results are received from the other slot machine 
1, the CPU 50 stores the computed results in the RAM 52, 
and uses the results to control the receiving slot machine 1 
(the slot machine 1 on the “red side). 
0083) The lottery table used to determine all of the 
symbols that are stopped and displayed on the active pay line 
L; specifically, the winning combination, when a game is 
performed using the three variable displays 22 through 24 in 
the slot machine 1 will be briefly described based on FIG. 
12. FIG. 12 is a diagram showing the winning combination 
lottery table and the award points thereof when a match 
style game is performed. 

0084. In the slot machine 1 according to the embodiment, 
the winning combination, the points provided when the 
winning combination is obtained, and the slot machine to 
which the points are provided are correlated in the winning 
combination lottery table. The winning combination in the 
embodiment is configured so that a total of five types of 
winning combinations are present, and when a winning 
combination is won, award points are provided according to 
the particular winning combination. 

0085. The five types of winning combinations will be 
described. When the outcome “7-7-7 (red) is won, three 
“red seven 94' symbols are stopped and displayed on the 
active pay line L, and “100 award points are provided. 
When the outcome “7-7-7 (blue) is won, three “blue seven 
97 symbols are stopped and displayed on the active pay line 
L. In the same manner, when the outcomes “triple bar, 
'double bar,” and “single bar are won, the symbols “triple 
bar 91,”“double bar 93,” and “single bar 95,” are respec 
tively stopped and displayed in threes of the same type on 
the active pay line L. 
0.086 As shown in FIG. 12, the range of the random 
number used in the winning combination lottery table is 0 to 
2047, and a random number value is assigned for each type 
of outcome (winning combinations and miss). A random 
number value is determined by the random number sampling 
circuit 56 described hereinafter, and the winning combina 
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tion lottery table is referenced based on the random number 
value thus determined, whereby success or failure to win a 
winning combination is determined. 
0087. In the gaming system according to the embodi 
ment, a different winning combination lottery table is pro 
vided for each slot machine 1 constituting the gaming 
system. Specifically, a winning combination lottery table 
(see FIG. 12 (a)) for the slot machine 1 on the red side 
(hereinafter referred to as slot machine (red)) is stored in slot 
machine (red), and a winning combination lottery table (see 
FIG. 12 (b)) for the slot machine 1 on the blue side 
(hereinafter referred to as slot machine (blue)) is stored in 
slot machine (blue). 
0088. The difference between the winning combination 
lottery table for slot machine (red) and the winning combi 
nation lottery table for slot machine (blue) will be described 
with reference to FIGS. 12 (a) and 12 (b). 
0089. As shown in FIGS. 12 (a) and 12 (b), the random 
number value range, the award points, and the object to 
which the points are provided are the same for the “triple 
bar outcome, the “double bar outcome, and the “single 
bar outcome. 

0090 The difference between the winning combination 
lottery table for slot machine (red) and the winning combi 
nation lottery table for slot machine (blue) is in the “red 
seven' and “blue seven outcomes. 

0091 As shown in FIG. 12 (a), in the winning combi 
nation lottery table for slot machine (red), the random 
number value range is 0 to 20 for the “red seven outcome, 
and the object to which the points are provided is set to 
“player'; specifically, slot machine (red). For the “blue 
seven outcome, the random number value range is 21 to 31, 
and the object to which the points are provided is set to 
“match opponent'; specifically, slot machine (blue). 
0092. Therefore, when a match-style game is performed 
in slot machine (red), when the value of the random number 
sampled by the random number sampling circuit 56 is in the 
range of 0 to 20, the “red seven outcome is won, and 100 
points are provided to the same slot machine 1. When the 
sampled random number value is 21 to 31, the “blue seven” 
outcome is won, but the object to which the points are 
provided is set to “match opponent' this time, so 100 points 
are provided to slot machine (blue), which is the match 
opponent. 

0093. As shown in FIG. 12 (b), when a match game is 
performed in slot machine (blue), when the value of the 
random number sampled by the random number sampling 
circuit 56 is in the range of 0 to 20, the “blue seven outcome 
is won, and 100 points are provided to the same slot machine 
1. When the sampled random number value is 21 to 31, the 
“red seven outcome is won, but the points this time are 
provided to “match opponent,” meaning that 100 points are 
provided to slot machine (red). 
0094. As described above, in the gaming system accord 
ing to the embodiment, points corresponding to the winning 
combination can be acquired by a player who obtains a 
seven outcome having the same color as the slot machine he 
or she is using. When a seven outcome having a different 
color from that of the player's own slot machine is won, 
points are provided to the slot machine that corresponds to 
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that outcome regardless of the player's own winning. There 
fore, variability occurs in the process until the winner of the 
match-style game is determined, and variability also occurs 
in the match results. 

0.095 A seven outcome having a different color from that 
of the player's slot machine will be referred to hereinafter as 
a “special outcome.” 
0096. In the slot machine 1 according to the embodiment, 
the winning combination lottery table used during execution 
of the match-style game is described, but the slot machine 1 
may also perform a normal game that is played indepen 
dently. 
0097. In the case of a normal game played by a player 
independently, the winning combination lottery table shown 
in FIG. 16 is used. FIG. 16 is a diagram showing the 
winning combination lottery table when a normal game is 
performed using slot machine (red). 
0.098 As shown in FIG. 16, in the normal game, the 
“blue seven outcome in which the object to which the 
points are provided is set to “match opponent' in the match 
game is changed so that points are provided to player.' 
0099] The object to which the points are provided is thus 
set to "player for all outcomes, whereby the normal game 
can be smoothly executed. 
0100. The main routine program executed in the slot 
machine 1 will be described based on FIG. 6. FIG. 6 is a 
flowchart of the main routine program. A case will be 
described in which slot machine (red) is used, but the same 
procedure applies when slot machine (blue) is used. 
0101 First, in step (hereinafter abbreviated “S”) 1, the 
start receive routine of FIG. 8 described hereinafter is 
performed. In this start receive routine (S1), the coins that 
become the necessary credit for performing the game in the 
slot machine 1 are received, and selection of either the 
single-player normal game or the match game played by a 
plurality of players is performed for the game executed in 
the slot machine 1. The process proceeds to S2 after the start 
receive routine (S1) is completed. 
0102) In S2, it is determined in the player's own slot 
machine 1 (slot machine (red)) and in the match opponents 
slot machine 1 (slot machine (blue)) whether a match flag is 
present in the RAM 52 that indicates the desire to execute a 
match game. At this time, whether a match flag is present in 
the RAM 52 of the match opponents slot machine 1 is 
determined based on a signal transmitted from the match 
opponents slot machine 1 by the communication routine 
program described hereinafter. 
0103) When a match flag is present in the player's own 
slot machine 1, and a match flag is also present in the match 
opponents slot machine 1, since both players desire a match 
game, the process proceeds to the match routine (S3) for 
executing the match game. 
0104. In S3, the match game is performed, the match 
results between the slot machines 1 are determined, and the 
award is provided based on the match results. After these 
routines are completed, the main routine program is com 
pleted. 

0105. When one of the players has not selected the match 
game, or when one of the players has selected the match 
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mode, but the opponent player has not selected the match 
mode (S2: NO), since a single-player normal game is 
executed, the process proceeds to S4. This normal game is 
a game in which players compete for the highest total 
number of points provided based on winning combinations. 
0106. In S4, a lottery of winning combinations in the 
single-player normal game is performed (S4). The reels R 
are stopped and displayed according to the lottery results, 
and adding of points and other game routines are performed 
(S5). After such routines (S4, S5) pertaining to this single 
player normal game are completed, the main routine pro 
gram is completed. 
0.107. In the slot machine 1 according to the embodiment, 
mutual communication between the player's own slot 
machine 1 and the other slot machine 1 is performed via the 
communication device 90 during execution of the main 
routine program. The communication routine program 
according to communication control between these slot 
machines 1 will be described with reference to FIG. 7. 

0108) As previously described, execution of the commu 
nication routine program shown in FIG. 7 is initiated in the 
CPU 50 together with initiation of the main routine program, 
and is executed while interrupt processing with respect to 
the main routine program is performed at predetermined 
time intervals. 

0.109. In the slot machine 1 according to the embodiment, 
signals from the other slot machine 1 are continually 
received via the communication device 90 and the received 
content is stored in the RAM 52 during execution of the 
communication routine program. 
0110. When the communication routine program is initi 
ated, first, it is determined in S101 whether a match flag is 
present in the RAM 52. The match flag is a flag stored in the 
RAM 52 when a match game is desired in the start receive 
routine (S1); specifically, when the match button 10 is 
operated. 
0111. When a match flag is present in the RAM 52 of the 
slot machine 1 (S101: YES), the process proceeds to S102. 
and a match potential signal indicating that the slot machine 
1 desires a match game is transmitted to the other slot 
machine 1 (S102). 
0112 Consequently, in the aforementioned S2, the pres 
ence of a match flag can be recognized on the match 
opponent side by receiving this match potential signal by 
means of the communication device 90. 

0113. When a match flag is not present in the RAM 52 of 
the slot machine 1 (S101: NO), execution of the communi 
cation routine program is completed without transmission of 
a match potential signal. And after a predetermined time 
interval elapses, the communication routine program is 
again executed. 
0114. In S103, a timer synchronization signal is trans 
mitted with respect to all of the slot machines 1 constituting 
the gaming system 100. This timer synchronization signal is 
a signal for synchronizing the start of timing by the afore 
mentioned timer 74. After the timer synchronization signal 
is transmitted to the other slot machine 1, the process 
proceeds to S104. 
0.115. In S104, it is determined whether a match comple 
tion flag is present in the RAM 52 of the slot machine 1 



US 2006/0128459 A1 

executing the match game. The match completion flag is a 
flag stored in the RAM 52 so that the match game is ended 
when a predetermined condition is satisfied during the match 
game in this gaming system 100. 
0116. When a match completion flag is present in the 
RAM 52 (S104: YES), a match completion signal for 
generating a match completion flag is transmitted to the 
other slot machine 1 (S105). After the match completion 
signal is transmitted, the process proceeds to S106. When a 
match completion flag is not present (S104: NO), the process 
proceeds as it is to S106. 
0117. In S105, the match completion signal transmitted to 
the other slot machine 1 is received by the other slot machine 
1 that is constantly in a signal receiving state. The CPU 50 
of the slot machine 1 that receives the match completion 
signal generates a match completion flag based on the match 
completion signal and stores the flag in the RAM 52. 
0118. In S106, it is determined whether a special outcome 
has been won. As described above, the “special outcome is 
a seven outcome having a different color from that of the 
player's slot machine, and is an outcome for which the 
object to which the points are provided is set to “match 
opponent. 

0119 When a “special outcome' is won, specifically, 
when a special outcome flag described hereinafter is stored 
in the RAM 52 (S106: YES), award content is transmitted 
based on the winning combination lottery table so that the 
points corresponding to the special outcome are provided to 
the object, which is “match opponent' (S107). After the 
award content is transmitted to the slot machine 1 of the 
match opponent, the process proceeds to S108. When the 
“special outcome' is not won (S106: NO), the process 
proceeds as it is to S108. 
0120 More specifically, in S106 according to the 
embodiment, a “special outcome' win is determined to have 
occurred when the “blue seven outcome is won using slot 
machine (red), and award content for providing 100 points 
is transmitted to the match opponent slot machine (blue). 
0121. A “special outcome' win is determined to have 
occurred when the “red seven outcome is won using slot 
machine (blue), and award content for providing 100 points 
is transmitted to the match opponent slot machine (red). 
0122) In S108, the point information according to total 
points obtained during the match game by the player's slot 
machine is transmitted to the other slot machine joining in 
the match game. 

0123 Based on that the above point information is trans 
mitted and received among the slot machines 1 joining in the 
match game together, the player's point information and the 
match opponent's point information are displayed on the 
liquid crystal display 4 of the slot machine 1. And after the 
match game is completed, by referring the point information 
of the players joining the match game, the winner determi 
nation of the match game is performed. After the point 
information is transmitted to the slot machines 1 joining in 
the match game, the communication routine program is 
completed. After a predetermined time elapses from this 
completion, the communication routine program is again 
executed while interrupt processing with respect to the main 
routine program is performed. 
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0.124. In the slot machine 1 constituting the gaming 
system 100 of the embodiment thus configured, the com 
munication routine program mentioned above is executed 
while interrupt processing with respect to the main routine 
program is performed at predetermined time intervals. By 
this arrangement, comfortable gaming can be provided with 
out time discrepancies between players occurring in the 
initiation and progress of the match game. 
0.125 Each routine constituting the main routine program 
will be described in sequence with reference to the drawings. 
The start receive routine (S1) of the main routine program 
will first be described with reference to FIG. 8. 

0.126 When execution of the main routine program is 
initiated, and the process proceeds to the start receive routine 
(S1), clearing of the RAM 52 and other initialization rou 
tines (S11) are first performed. 
0127. After the initialization routine (S11) is completed, 
the credit addition routine (S12) is performed in S12. In the 
credit addition routine (S12), the coins inserted from the 
coin insertion slot 9 are detected by the coin detector 73, and 
the number of credits is increased according to the number 
of coins inserted. Credit is spent by making any bet on the 
active pay line L during a single-player normal game and a 
match-style game. 

0128. After the credit addition routine (S12) is com 
pleted, it is determined in S13 whether the current number 
of credits is 20 or higher. In the gaming system according to 
the embodiment, the number of credits must be 20 or higher 
in order to execute a match game. By setting a credit number 
of 20 or higher as a condition in this manner, a match game 
can be prevented from ending in a short time, and the match 
game can be enjoyed for a certain period of time. 
0129. When the current number of credits is 20 or higher 
(S13: YES), the input of the match button 10 is enabled, and 
the process proceeds to S14. At this time, it becomes 
possible for the player to select a single-player normal game 
or a match-style game. 

0130. When the number of credits is 20 or lower (S13: 
NO), the start receive routine (S1) is ended with the input of 
the match button 10 disabled. Consequently, in this case, use 
of the slot machine 1 is limited to the single-player normal 
game. 

0.131. In S14, which occurs when the number of credits is 
20 or higher, it is determined whether a match mode is 
selected. Specifically, this determination is made based on 
whether there is an input from the match button 10, and 
when there is an input from the match button 10 (S14: YES), 
the CPU 50 generates a match flag and stores it in the RAM 
52 (S15). After the match flag is stored in the RAM 52, the 
start receive routine (S1) is completed, and the process 
proceeds to S2. 

0.132. When there is no input from the match button 10 
(S14: NO), it is determined that the player desires a single 
player normal game, the start receive routine (S1) is com 
pleted without generation of a match flag, and the process 
proceeds to S2. 
0.133 The match routine program will next be described 
with reference to FIG. 9. This match routine program is a 
program executed in the match routine (S3), performed 
when there is a plurality of players who desire a match game. 
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0134) When the process proceeds to the match routine 
(S3), the timer 74 synchronization routine in S21 is first 
performed. In the timer synchronization routine (S21), a 
routine is performed for synchronizing the start of timing by 
the timer 74 between the slot machines 1 performing the 
match game based on the timer Synchronization signal 
received in the aforementioned communication routine pro 
gram. Specifically, the timer synchronization signal trans 
mitted from the match opponent slot machine 1 is compared 
with the players own timer 74 data, and the time difference 
between the two machines is determined. The start of timing 
by both timers 74 is synchronized by causing processing to 
wait according to the time difference of whichever timer 74 
is ahead. 

0135) In S22, processing is put on standby according to 
the time difference derived from the timer synchronization 
signal, as described previously. Therefore, in S22, process 
ing is put on standby for a predetermined time according to 
the time difference only when the timer 74 is ahead. 

0136. When the predetermined time has elapsed, and the 
timers 74 of the slot machines 1 performing the match game 
are synchronized, measurement of the match game time 
limit (three minutes, for example) is initiated (S23). 

0137 In the present embodiment, the timer 74 is syn 
chronized by causing processing to stand by according to the 
time difference, but the timer 74 may also be synchronized 
by simultaneously resetting both the timers 74. 

0138. In S24, it is determined whether a match comple 
tion flag is present. The match completion flag is a flag 
stored in the RAM 52 based on a match completion condi 
tion monitoring program described hereinafter. When a 
match completion flag is present (S24: YES), the process 
proceeds to the winning award provision routine (S27), and 
the match game is completed. When there is no match 
completion flag (S24: NO), the process proceeds to S25, and 
the match game is continued. 

0.139. In S25, the lottery routine is performed. In the 
lottery routine (S25), the player determines the bet amount 
of one game constituting the match game, and a lottery of the 
outcome of that game is performed. This lottery routine will 
be described in detail hereinafter with reference to the 
drawings. 

0140. After the lottery routine (S25) is completed, the 
process proceeds to the match game routine (S26). The 
match game routine is a routine for initiating rotation of the 
reels R, controlling stoppage thereof based on the lottery 
results in S25, computing points based on a winning com 
bination, and performing other tasks. This match game 
routine will be described hereinafter with reference to the 
drawings. 

0141 After the match game routine (S26) is completed, 
the process returns to S24, and the match game is continued. 

0142. As previously described, when a match completion 
flag is present (S24: YES), the process proceeds to the 
winning award provision routine (S27). This winning award 
provision routine (S27) is a routine for comparing the 
number of points between the slot machines 1 that per 
formed the match game, and providing an award to the 
winner having the most points according to the number of 
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points acquired. This winning award provision routine will 
be described in detail hereinafter with reference to the 
drawings. 

0.143. After the winning award provision routine (S27) is 
completed, the match routine program ends, and the process 
returns to the main routine program. 
0144. In the slot machine 1 according to the embodiment 
thus configured, a plurality of programs are executed while 
interrupt processing with respect to the match routine pro 
gram is performed at predetermined time intervals. The 
match completion condition monitoring program, which is 
one of the abovementioned plurality of programs and which 
relates to completion of the match routine program, will be 
described with reference to FIG. 10. 

0145 The match game according to the embodiment is 
forced to end when any one of two conditions is satisfied. 
The ending conditions for the match game are the following 
two conditions: “the number of credits in any one of the slot 
machines 1 participating in the match game becomes Zero.' 
and “the time limit (three minutes) of the match game has 
elapsed.” 

0146 By this match completion condition monitoring 
program, the slot machine 1 is monitored whether any of the 
abovementioned two conditions is satisfied during a match 
game. 

0147 Therefore, the process proceeds to the match rou 
tine (S3), execution of the match completion condition 
monitoring program is initiated by the CPU 50, and pro 
cessing is performed at predetermined time intervals. First, 
in S31, it is determined whether the number of credits of the 
slot machine 1 is zero. When the number of credits is not 
Zero (S31: NO), the process proceeds to S32. In S32, it is 
determined whether the time period elapsed since the start of 
the match game has reached the time limit (three minutes in 
the embodiment). When the results of referencing the timer 
74 show that the time limit has not elapsed (S32: NO), the 
process returns to S31 and the above processes are repeated 
till the match game is completed. 

0.148 When the number of credits of the slot machine 1 
has reached Zero (S31: YES), or in the subsequent S33 to 
which the process proceeds when the predetermined time 
(three minutes) has elapsed (S32: YES), the CPU 50 gen 
erates a match completion flag based on the match comple 
tion condition being satisfied, and stores the match comple 
tion flag in the RAM 52. 
0.149 After the match completion flag is stored in the 
RAM 52 (S33), the match game and the match completion 
condition monitoring program are both ended. 
0150. As described above, the match completion flag 
generated by the match completion condition monitoring 
program is used in S24 during the match routine, and leads 
the slot machine 1 towards the routine relating to completion 
of the match game. 
0151. The lottery routine program executed in the lottery 
routine (S25) in the match routine program (see FIG.9) will 
first be described with reference to FIG. 11. 

0152. In the lottery routine program as shown in FIG. 11, 
first, in S41, it is determined whether the spin button 12 or 
the like has been operated. In other words, in S41, the player 
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performs the operation for determining the number of credits 
bet with respect to the active pay line L. using the 1-BET 
button 11, the MAX-BET button 13, and the like, and 
performs the operation for initiating rotation of the reels R 
by the input of the spin button 12. 
0153. When the spin button 12 or the like is not operated 
(S41: NO), processing stands by until the spin button 12 or 
the like is operated. When the spin button 12 or the like is 
operated, the bet amount with respect to the active pay line 
L is determined, and the operation for initiating rotation of 
the reels R is performed (S41: YES), the process proceeds to 
S42 and the lottery of winning combination in the present 
game is executed. 
0154) In the outcome lottery routine (S42), the lottery of 
outcomes is performed using the winning combination lot 
tery table shown in FIGS. 12 (a), 12 (b) and the random 
number sampling circuit 56. Specifically, it is determined to 
which random number range corresponding to each outcome 
of the winning combination lottery table (see FIGS. 12 (a), 
12 (b)) a random number sampled by the random number 
generator 55 and the random number sampling circuit 56 
belongs, and the lottery results are determined based on this 
determination. 

0155 In S43, a symbol determination routine is per 
formed for determining how the combination of symbols 
constituting the winning combination determined by the 
outcome lottery routine (S42) is formed from the symbols 
formed on the peripheral faces of the reels R. When a 
winning combination is won, all the same symbols are 
stopped and displayed. Therefore, when a “miss’ is selected, 
at least one of the symbols stopped on the active pay line L. 
in the reels R is different from the others. 

0156. At this time, there is no case in which the stopped 
and displayed symbols consist only of a mixture of “red 
seven 94' and “blue seven 97. In other words, there is no 
stopped display such as “red seven 94.”“red seven 94.” and 
“blue seven 97 on the active pay line L, which appears as 
if a seven outcome is won. This is to prevent the player from 
confusing such an outcome with a winning combination of 
“Sevens.’ 

0157. After the symbol determination routine (S43) is 
completed, the lottery routine program is ended, and the 
process proceeds to S26 of the match routine program. 

0158. The match game routine program executed in S26 
of the match routine program will be described with refer 
ence to FIG. 13. 

0159. When the transition to the match game routine 
program is made, first, in S51, the rotation routine for 
initiating rotation of the reels R is performed. After the reels 
R have been rotated for a certain period of time, a stopping 
control routine (S52) for stopping the symbol determined in 
the symbol determination routine (S43) on the active pay 
line is performed. After the stopping control routine (S52) is 
finished, the process proceeds to S53. 

0160. In S53, it is determined whether a “special out 
come' has been won. Specifically, it is determined in the 
case of slot machine (red) whether the outcome “blue seven” 
has occurred, and in the case of slot machine (blue), whether 
the outcome “red seven' has occurred. In other words, such 
determination is performed based on whether or not the 
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random number value sampled in the outcome lottery rou 
tine (S42) lies in a range of 21-31. 

0161 When a “special outcome” has occurred (S53: 
YES), the process proceeds to S54, a special outcome award 
flag indicating the winning of a “special outcome' is gen 
erated, and the flag is stored in the RAM 52 (S54). Since this 
special outcome award flag is stored in the RAM 52, it is 
determined that a special outcome has been won in the 
routine of S106 in the aforementioned communication rou 
tine program, and award content corresponding to the spe 
cial outcome is transmitted to the other slot machine 1 
(S107). After the special outcome award flag is stored in the 
RAM 52, the process proceeds to S55. 

0162. When “special outcome” is not won (S53: NO), the 
process proceeds as such to S55. 

0163. In S55, the award content receiving routine is 
performed. In the award content receiving routine, the 
“special outcome” award “100 points' is added to the points 
that are to be added to the points of the slot machine 1 based 
on the reception results of the award content transmitted in 
S107 of the aforementioned communication routine pro 
gram. 

0164. In S56, the point assessment routine (S56) is per 
formed for adding the Sum of the points relating to the 
“special outcome added in S55 and the points added based 
on the lottery results in the player's own slot machine 1 to 
the current number of points obtained in the player's own 
slot machine 1. After the point assessment routine (S56) is 
completed, the match game routine (S26) is ended, and the 
process returns to the match routine program. 

0.165 Concretely describing on the basis of an example, 
in a case that the slot machine 1 of the match opponent is the 
slot machine (blue) and the “red seven outcome is won 
(S53: YES), as the award content, it is transmitted to the 
player's won slot machine (red) the award content to give 
100 points thereto (S54). At that time, in the player's own 
slot machine 1 (red), if the winning combination of “3BAR’ 
is won, the slot machine 1 (red) receives the award content 
(signal to give 100 points) from the slot machine (blue) 
(S55), and such 100 points given from the other slot machine 
1 as the award content and 30 points of the winning 
combination of “3BAR’ are added to the total points 
obtained at present (S56). 

0166 The winning award provision routine program 
executed in the winning award provision routine (S27) 
performed at the end of the match game in the match routine 
program will next be described with reference to FIG. 14. 

0.167 When the transition to the winning award provision 
routine (S27) is made, first, in S61, the point information of 
the opponent is read, which is the information transmitted in 
S108 of the communication routine program and stored in 
the RAM 52 of the slot machine 1. The winner determination 
routine (S62) for determining the winner of the match game 
is then performed by comparing the point information of the 
player with the point information of the opponent read from 
the RAM 52, and computing the difference between the 
opponents points and the player's points. 

0.168. In S63, the content of the award paid out to the 
winner is determined based on the results of the winner 



US 2006/0128459 A1 

determination routine (S62) and the winning award deter 
mination table (see FIG. 15). 
0169. The winning award determination table will be 
described. Credit is provided to the winner of the match 
game in the gaming system according to the embodiment. 
The credit thus provided also varies according to the point 
difference between the player and the match opponent. 
0170 As shown in FIG. 15, 100 is added to the number 
of credits of the winning slot machine 1 when the point 
difference between the participants in the match game is 
1000 points or greater. Therefore, by operating the payout 
button 7 at the end of the game, coins are paid out according 
to the amount of credit remaining. When the point difference 
between the participants in the match game is 500 points or 
greater and less than 1000 points, 50 is added to the number 
of credits of the winning slot machine 1. When the point 
difference between players is 10 points or greater and less 
than 500 points, 20 is added to the number of credits of the 
winning slot machine 1. 
0171 After the content of the winning award provided to 
the winner is determined according to the point difference 
between the participants in the match game in this manner, 
the process proceeds to S64. 
0172 In S64, it is determined whether the slot machine 1 
won the match. In other words, a determination is made 
based on the determination result of the winner determina 
tion routine (S62) for determining whether the player has 
more points compared with the match opponent's points. 

0173 When the slot machine 1 is defeated (S64: NO), a 
message indicating loss of the match is displayed on the 
liquid crystal display 4, and the loss is reported to the player 
(S66). When the slot machine 1 wins (S64: YES), a cel 
ebration message indicating a win is displayed on the liquid 
crystal display 4 (S65). After the winning screen is displayed 
on the liquid crystal display 4, the winning award deter 
mined in the winning award determination routine (S63) is 
added to the player's credit (S67). 
0.174. After the winning award is provided (S67), both 
the winning award provision routine program and the match 
routine program are ended. 
0175. In the gaming system according to the embodi 
ment, not only can the aforementioned match-style game be 
played, but a single-player normal game can also be played. 
The processing relating to the single-player normal game 
will be described herein with reference to the drawings. 
0176). As previously described, a single-player normal 
game is performed when the player of the slot machine 1 
does not desire a match game in the slot machine 1 accord 
ing to the embodiment, or when the player of the slot 
machine 1 desires a match game, but there is no other player 
present who desires to participate in a match game as the 
match opponent (S2: NO). 
0177. In this situation, the process first proceeds to the 
lottery routine (S4). Since this outcome lottery routine 
performs basically the same control as the previously 
described lottery routine (see FIG. 11) of S25 in the match 
routine program, detailed description thereof is omitted. 
This lottery routine (S4) differs from the lottery routine 
(S25) in the match routine program in the winning combi 
nation lottery table used in the outcome lottery routine. The 
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winning combination lottery table used in the lottery routine 
(S4) is different form the table shown in FIGS. 12 (a), 12 (b) 
which is used in the match game, the winning combination 
lottery table used in the lottery routine (S4). In the winning 
combination lottery table, the object to be provided with 
points for all outcomes is set to "player” (see FIG. 16). 
0.178 After the bet amount for the active pay line L, the 
outcome in the current game, and the symbol constituting 
the outcome are determined by the lottery routine (S4), the 
game routine is performed in S5. The game routine (S5) in 
the single-player normal game will be described with ref 
erence to FIG. 17. 

0.179 When the transition is made to the game routine in 
the single-player normal game, first, in S71, the rotation 
routine for initiating rotation of the reels R is performed. 
After rotation of the reels R is initiated, and a predetermined 
period of time has elapsed, a stopping control routine (S72) 
is performed for stopping the outcome determined as a result 
of the lottery routine (S4), and the symbols constituting the 
outcome, on the active pay line L. 
0180. After the stopping control routine (S72) is finished, 
the points provided to the slot machine 1 are read based on 
the winning combination lottery table (see FIG. 16) and the 
outcome determined in the lottery routine (S4), and the point 
assessment routine (S73) is performed for adding the points 
thus read to the slot machine’s current points. After the point 
assessment routine (S73) is completed, the game routine 
(S5) is completed, and the single-player normal game is 
ended. 

0181. As described above, in the gaming system 100 
according to the embodiment, when a match game is 
executed using the slot machines 1 constituting gaming 
system 100, and the “special outcome' is won, points 
according to the special outcome are not given to the 
player's own slot machine 1 but are given to the match 
opponent. Concretely describing, in a case that the match is 
conducted using the slot machine 1 (red) and the “blue 
seven outcome which is the special outcome is won, points 
are not given to the player's own slot machine (red) but are 
given to the slot machine (blue) which is the match oppo 
nent. 

0182. As described, based on that points obtained accord 
ing to that the winning combination is won and the object to 
which Such points are given are determined corresponding to 
the winning combination, it will occur variability that the 
game result becomes advantageous or disadvantageous. As 
a result, variability concerning with victory or defeat of the 
match will occur, therefore not only skillful player but also 
skill-less player can enjoy interest of the match. 
0183 The present invention is in no way limited by the 
embodiment described above, and may include various 
modifications in ranges that do not depart from the intended 
Scope thereof. 
0.184 For example, a case is described in the above 
embodiment in which the gaming system 100 is composed 
of two slot machines 1, but the gaming system 100 may be 
formed using numerous slot machines 1. 

0185. In this case, based on that “seven outcome with 
color corresponding to each of the slot machines is added to 
the winning combination lottery table, the match game 
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similar to the match game according to the embodiment can 
be conducted over plural slot machines. For example, in 
addition to the symbols of “red seven” and “blue seven'. 
symbols of “yellow seven” and “green seven” are added to 
each of the reels R, and further outcomes of “yellow seven” 
and “green seven” are added as the special outcome to the 
winning combination lottery table, thereby the match game 
can be conducted over four slot machines 1 of “red”, “blue', 
“yellow” and “green”. 

0186 The match game described in the abovementioned 
embodiment is one in which a slot machine 1 and another 
slot machine 1 compete with each other one at a time, but 
teams of each color of slot machine 1 may also be formed, 
and a match game may be played between teams. 
0187. In the embodiment, the object to which points of 
“special outcome is directed to a slot machine 1 such as the 
slot machine (red) or the slot machine (blue). However, 
points may be given to all of the other slot machines 
participating in the match game except for the player's own 
slot machine 1. Thereby, new interest can be given to the 
match game. 
0188 In the embodiment, although the color indicating 
the slot machine 1 is set beforehand to each of the slot 
machines 1. Such color indicating the player's won slot 
machine may be selected after process proceeds to the match 
game. Thereby, the player can conduct the match game using 
the favorite color. 

0189 Direct communication between slot machines 1 is 
performed by the communication device 90 provided to the 
slot machine 1 in the abovementioned embodiments, but a 
server may be provided between the communication device 
90 of the slot machine 1 and the communication device 90 
of the other slot machine 1, and indirect communication may 
be performed between slot machines 1 via the server. By this 
arrangement, a match game can be performed Smoothly with 
no communication failures even when the gaming system 
100 is composed of large number of slot machines 1. 
0190. The gaming system is composed of so-called slot 
machines in the abovementioned embodiments, but the 
gaming system may also be composed of slot machines 
having a stop button. Specifically, no drawbacks are pre 
sented by a system composed of slot machines in which the 
rotating reels R are stopped based on the operation of a stop 
button. 

0191 The scope of the present invention also includes a 
gaming system having any combination of the elements of 
the gaming system according to the embodiments described 
above. 

What is claimed is: 
1. A gaming System comprising a plurality of gaming 

machines, each of the gaming machines comprising: 
a communication device for communicating with another 
gaming machine constructing the gaming system; 

a lottery device for conducting a lottery of an outcome in 
which an award and an object gaming machine to 
which the award is given are corresponded; and 

a game control device for giving the award to the object 
gaming machine based on a lottery result by the lottery 
device. 
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2. The gaming system according to claim 1, wherein the 
outcome includes a first outcome for giving the award to the 
gaming machine and a second outcome for giving the award 
to another gaming machine other than the gaming machine; 
and 

wherein the game control device gives the award relating 
to the first outcome to the gaming machine when the 
first outcome is won by the lottery device and transmits 
an award giving signal for giving the award relating to 
the second outcome to another gaming machine via the 
communication device when the second outcome is 
WO. 

3. The gaming system according to claim 2, wherein the 
game control device gives the award relating to the second 
outcome to another gaming machine based on receipt of the 
award giving signal by the communication device. 

4. The gaming system according to claim 1, wherein a 
Switch for selecting a match game conducted with another 
gaming machine is provided in the gaming machine. 

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

a first timer provided in the gaming machine; and 
a second timer provided in another gaming machine; 
wherein both the first timer and the second timer start to 

simultaneously measure a predetermined time in Syn 
chronous fashion when the match game is conducted 
between the gaming machine and another gaming 
machine. 

6. A gaming machine utilized in the gaming system 
according to claim 1. 

7. The gaming system according to claim 2, wherein the 
first outcome constructed from symbols colored in a first 
color and the second outcome is constructed from symbols 
colored in a second color, and 

wherein the gaming machine is colored in the first color 
corresponding to the symbols of the first outcome and 
another gaming machine is colored in the second color 
corresponding to the symbols of the second outcome. 

8. A gaming system comprising a plurality of gaming 
machines, each of the gaming machines comprising: 

a communication device for communicating with another 
gaming machine constructing the gaming system; 

a lottery device for conducting a lottery of an outcome in 
which an award and an object gaming machine to 
which the award is given are corresponded; and 

a game control device for giving the award to the object 
gaming machine based on a lottery result by the lottery 
device; 

wherein the outcome includes a first outcome for giving 
the award to the gaming machine and a second outcome 
for giving the award to another gaming machine other 
than the gaming machine; and 

wherein the game control device gives the award relating 
to the first outcome to the gaming machine when the 
first outcome is won by the lottery device and transmits 
an award giving signal for giving the award relating to 
the second outcome to another gaming machine via the 
communication device when the second outcome is 
WO. 
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9. A gaming system comprising a plurality of gaming 
machines, each of the gaming machines comprising: 

a communication device for communicating with another 
gaming machine constructing the gaming system; 

a lottery device for conducting a lottery of an outcome in 
which an award and an object gaming machine to 
which the award is given are corresponded; and 

a game control device for giving the award to the object 
gaming machine based on a lottery result by the lottery 
device; 

wherein the outcome includes a first outcome for giving 
the award to the gaming machine and a second outcome 
for giving the award to another gaming machine other 
than the gaming machine, 
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wherein the game control device gives the award relating 
to the first outcome to the gaming machine when the 
first outcome is won by the lottery device and transmits 
an award giving signal for giving the award relating to 
the second outcome to another gaming machine via the 
communication device when the second outcome is 
Won, 

wherein the first outcome constructed from symbols col 
ored in a first color and the second outcome is con 
structed from symbols colored in a second color, and 

wherein the gaming machine is colored in the first color 
corresponding to the symbols of the first outcome and 
another gaming machine is colored in the second color 
corresponding to the symbols of the second outcome. 

k k k k k 


