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ABSTRACT

The present ipvention provides a- game machine, slot machine, and game program 1n
which, if a game state is for a normal game, an evaluation is made to determipe if at least ome
bomus symbol will be statically displayed or is statically displayed in a display module so that a
condition peeded for starting & bomus game is met. If the condition is met, a poswible payout value
that can be awarded to the player as payout in the bonus game is displayed before the boms game
is stane& The game machine of the preseis invenrion increases a player’s curiasity by displaying
a possible payout value that can be awarded to the player as a payout for a bonus game before

starting the bonus gaine.
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The following statement is a full description of this invention, including the best
method of performing it known to me:
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GAME MACHINE, SLOT MACHINE, AND GAME PROGRAM

TECHNICAL FIELD OF THE INVENTION
The present invention relates to a game machine and a game program displaying,
before a bonus game starts, the possible payout value that can be awarded to a player as

payout in the bonus game.

BACKGROUND OF THE INVENTION

Any discussion of the prior art throughout the specification should in no way be
considered as an admission that such prior art is widely known or forms part of common
general knowledge in the field.

Conventional game machines provide, in addition to normal games, bonus games
that are more likely to be advantageous to a player as compared to normal games. In
addition to providing an attractive game, bonus games provide differences from normal
games such as increased win rates and higher payouts for wins. As a result, the player
generally experiences a high degree of anticipation for bonus games.

Another conventional game machine displays a number or a multiplication factor
in a symbol display region. The number or multiplication factor serves as a wild
symbol, and the number is added to or the multiplication factor is multiplied to the
payout which corresponds to the symbols lined up on a win line.

A conventional game machine is disclosed in Japanese Utility-Model Laid-Open
Publication Number Hei 520383, for example.

However, game machines are not known that indicate the payout value that can be
obtained by the player in a bonus game. In particular, there are no game machines that
indicate the payout values that the player can obtain in a bonus game based on the total
bet count. Thus, a player’s curiosity can be increased further by displaying, beforc a

bonus game, the payout value that can be obtained by the player in the bonus game.

SUMMARY OF THE INVENTION

It is an object of the present invention to overcome or ameliorate at least one of the
disadvantages of the prior art, or to provide a useful alternative.

To this end, a first aspect of the present invention provides a game machine

comprising;
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a display module that, at a start of a game comprising a normal game and a bonus
game having a high probability of being advantageous to a player, provides a changing
display of symbols initially in a static state in a plurality of display regions, said symbols
being capable of changing continuously to other symbols in said changing display;

said display module providing a static display stopping said symbols in said
changing display and statically displaying said symbols in said display regions, said
symbols that are displayed statically optionally comprising at least one bonus symbol
when said game is in said normal game;

an evaluation module that determines, when said game is in said normal game,
whether said at least one statically displayed bonus symbol meets a condition for starting
said bonus game;

wherein when said condition is met, said display module displays a possible
payout value that can be awarded to the player as payout for said bonus game before said
bonus game starts.

A second aspect of the present invention provides a slot machine for performing a
game comprising a normal game and a bonus game having a high probability of being
advantageous to a player, said slot machine comprising:

a display module that, at a start of said game, provides a changing display of
symbols initially in a static state in a plurality of display regions, said symbols being
capable of changing continuously to other symbols in said changing display;

said display module providing a static display stopping said symbols in said
changing display and statically displaying said symbols in said display regions, said
symbols that are displayed statically optionally comprising at least one bonus symbol
when said game is in said normal game;

an evaluation module that determines, when said game is in said normal game,
whether said at least one said statically displayed bonus symbol meets a condition for
starting said bonus game;

wherein when said condition 1s met, said display module displays a possibie
payout value that can be awarded to the player as payout for said bonus game before said
bonus game starts;

said display module displays said possible payout value that can be awarded to the
player and also displays said bonus symbol in said display region that displayed said
statically displayed bonus symbol; and
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said possible payout value displayed along with said statically displayed bonus
symbol corresponds to a number of win lines selected ahead of time by the player.

A third aspect of the present invention provides a computer-readable medium
encoded with processing instructions for implementing a method for providing a game,
said method comprising the steps of:

displaying a symbol in a static state in each of a plurality of display regions in a
display module;

providing, at a start of said game comprising a normal game and a bonus game
having a high probability of being advantageous to a player, a changing display of said
symbols that were in said static state in said display regions, said symbols changing
continuously to various symbols in said changing display;

providing a static display stopping said symbols in said changing display state and
statically displaying said symbols in said display regions, said statically displayed
symbols optionally comprising at least one statically displayed bonus symbol when said
game is in said normal game;

evaluating, when said game is in said normal game, whether said at least one
statically displayed bonus symbol meets a condition for starting said bonus game;

calculating a possible payout value that can be awarded to the player as payout for
said bonus game before said bonus game starts when said condition is met as a result of
said evaluation; and

displaying results of said calculation on said display module before said bonus
game begins.

A fourth aspect of the invention provides a method for providing a game, said
method comprising the steps of:

displaying symbols in a static state in a plurality of display regions;

continuously changing said symbols that were in a static state to various symbols
at a start of said game comprising a normal game and a bonus game having a high
probability of being advantageous to a player;

displaying a changing display of said changing symbols in said display regions;

stopping said symbols in said changing display;

displaying a static display statically displaying said symbols in said display
regions, said statically displayed symbols optionally comprising at least one statically

displayed bonus symbol when said game is in said normal game;
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determining, when said game is in said normal game, whether said at least one
statically displayed bonus symbol meets a condition for starting said bonus game; and

displaying, when said condition is met, a possible payout value that can be
awarded to the player as payout for said bonus game before said bonus game starts.

Advantageously, in at least a preferred embodiment, the present invention
increases the player’s curiosity by displaying, before a bonus game, the payout value
that can be obtained in the bonus game by the player.

In order to achieve the object described above, a game machine of the present
invention provides a normal game and a bonus game having a high probability of being
advantageous to a player. The game machine includes: a display module that, at a start
of a game, provides a changing display of symbols that were in a static state in a
plurality of display regions, the symbols are capable of changing continuously to other
or various symbols, including a bonus symbol, and that provides a static display in
which the symbols in the changing display state are stopped and are statically displayed
in the display regions; and an evaluation module that determines, if a game state is the
normal game state, whether or not at least one of the bonus symbols that is or will be
displayed statically meets conditions for starting the bonus game. If the condition is
met, the display module displays the possible payout value that can be awarded to the
player as payout for the bonus game before the bonus game starts.

Thus, when it is determined that the above condition is met, a display is provided
before the bonus game of a possible payout value that can be awarded to the player as
the bonus game payout. Thus, the player knows ahead of time the payout value that can
be obtained in the bonus game. As a result, the player’s anticipation and curiosity
regarding the bonus game is increased, and this heightens the player’s interest in the
game.

According to another aspect, in a game machine according to the present
invention, the possible value for the payout value to be awarded to the player is

identified as a value range.
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Since the possible payout value that can be obtained is indicated as i value range, the
player knows ahead of time the payout value that can be obtained in the bonus game. A payout
range is a oumerical range defined by a lower limit and an upper limit, e.g., "30 - 100". Asa
result, the player's anticipation and curiosity regarding the bonus game is increased, and the
player's interest in the game is heightened.

According t another aspect, in a game machine according to the present invention, the
possible value for the payout value to be awarded to the player is identified as a plurality of
indeﬁé;dcnt values.

Since the possible payout values that can be obtained are indicated as gwltiple independent
values, the player knows the payout values that can be obtained in the bonus game ahcgd of time.
Multiple, independent values are independent numerical values unrelated © each other, e.g., "30",
"50", and "100". As a result, the player's anticipation and curiosity regarding the boous game are
increased, and the player's curiosity regarding the game is heightened.

According to another aspect, in a game machine according to the preseut invemtion, the
possible value for the payout value i5 deﬁmd as a value expressed using an addition or
multiplication operator.

Since the possible payout value that can be obtained is defined as a value notation using the
addition or mﬁltiplicaﬁon operator, the player is able to easily predict the size of the payout value
that can be obtained in the bonns game. As a result, the player's anticiation and curiosity

regarding the bonus game is increased, and the player's curiosity regarding the game is heightened.

According to another aspect, in a game machine according to the present invention, the
display module displays the possible value for the payout value to be awarded to the player and

also displays the bonus symbol in the display region at which the bonus symbol was displayed.
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Since the possible payout value that can be obtained is displayed along the with the bonus
symbols in the display regions displaying the bomus symbol, the player can directly see the size of
the payout value that can be obtained in the bonus game. As a result, the player's anticipation and
curiosity regarding the bonus game are increased, and the player’s curiosity reparding the gﬁme is
heightened.

According 10 another aspect, in a game machine according to the presem invention, the
possible value for the payout value displayed along with the bonus symbol is changed according to
a nuﬁnf:cr of bets made by the player.

Thus, the payout value that can be obtained that is displayed along with each bonus symbol
changes according to the player's bet count. For example, if the bet count increases by a
multiplication factor of 2 or 3, the possible payout values are correspondingly dowbled or tripled.
The higher the bet count is, the greater the payout from the bomus game, thereby making the player
tend to set a higher bet count. As a result, the player's anticipation and curjosity regarding the
bomus game is increased, and the player's curiosity regarding the game is heightened.

According to another aspect, a slot machine according to the present iavention includes a
game machine as described above wherein the possible value for the payout value displayed along
with the bonus symbol corresponds to a number of win lines selected ahead of Gme by the player.

Thus, the possible payout value displayed along with each bonus symbo! ccrresponds to the
aumber of win lines selected ahead of time by the player. For example, if the number of win lines

selected ahead of time by the player is doubled or tripled, the possibie payout values are
correspondingly doubled or tripled. Since the higher the number of win liies selected by the
player ahead of time, the larger the possible payout value in the bormus ganwe. . Therefore, thc

player tends to select a larger number of win lines. As a result, the player's anticipation and

. ‘Aﬁg R
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curiosity regarding the bonus game is increased, thus heightening the player's iaterest in the game.
According to another aspect, a game program according to the prosemt invention is a
computer-executable game program providing a normal game and a bonus game having a high
probability of being advantageous to 2 player. A computer-readable medium encodéd with
processing instructions can implement a method for providing the computer-executable game
program. The game program includes: an operation for displaying a symbol in each of a plurality
of display regions in a game display modulé; an operation for providing, at a start of a game, a
chang;ng display of symbols that were in a static state in a plurality of display regions, the symbols
are capable of changing continnously to other or various symbols, including « benus symbol, and
for pfoviding a static display stopping the symbols in the changing display state and statically
displaying the symbols in the display regions; an operation for evaluating, if z game state is in the
normal game state, whether or not at least ooe of the bonus symbols that is or will be displayed
statically meets conditions for starting the bomus game; an operation for c:dculating a possible
payout value that can be awarded to the player as payout for the bonus garoe before the bonus
game starts if the condition is met as a result of the evaluation: and an operation for displaying
results of the calculation on the game machine display module before the bonus game is begun.
Thus, when it is determined that the above condition is met, a display is provided before
the borms game of a possible payout value that can be awarded to the playec as the bonus game
payout. Thus, the player knows ahead of time the payout value that can be obtained in the bonus
game. As a result, the player's anticipation and curiosiry regarding the bonus game is increased,

and this heightens the player's interest in the game.
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BRIEF DESCRIPTION OF THE DRAWINGS

A preferred embodiment of the invention will now be described, by way of
example only, with reference to the accompanying drawings in which:

Fig. 1 is a perspective drawing showing the exterior of a game machine according
to an embodiment of the present invention;

Figs. 2A and 2B are block diagrams showing the electronic architecture of a game
machine according to the embodiment of Fig.1;

Fig. 3 is a flowchart showing the operations performed by a game machine
according to the embodiment of Fig. 1;

Fig. 4 is a flowchart showing the operations performed by a game machine
according to the embodiment of Fig. 1;

Fig. § is a drawing showing a sample display of a symbol display module;

Fig. 6 is a drawing showing a sample display of a symbol display module;

Fig. 7 is a drawing showing a sample display of a symbol display module;

Fig. 8 is a drawing showing a sample display of a symbol display module;

Fig. 9 is a flowchart showing the operations performed by a game machine
according to another embodiment of the present invention;

Fig. 10 is a flowchart showing the operations performed by a game machine
according to the embodiment of Fig. 9;

Fig. 11 is a flowchart showing the operations performed by a game machine
according to the embodiment of Fig. 9;

Fig. 12 is a drawing showing a sample display of a symbol display module;

Fig. 13 1s a drawing showing a sample display of a symbol display module; and

Fig. 14 is a drawing showing a sample display of a symbol display module;
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LIST OF DESIGNATORS
1: game machine; 7: symbol display module; 30: CPU; 31: ROM; 32: RAM; 81 - 83: bomus

symbol; 100 - 102: bonus symbol

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS
EMBODIMENT OF FIGS. 1 -4

A game machine according to an embodiment of the present inventior. provides a normal
gamer';hd a borms game that is more likely to be advantageous to the plaver compared to the
normal game. When the game machine is in the normal game state, the condition for starting a
bonus game is met when at least one bonus symbol is statically displayed ip a display module.
When it is determined that this condition is met, the possible payout that car be awarded to the
player as the bonus game payout is displayed before the start of the bonus game.

In this embodiment, an example of the condition needed for starting ¢ bomus game is for
three mole nest symbols to be displayed ia the display module, which has five rees. As shown in
Fig. 6, when a first recl 71 through fifth reel 75 bave stopped and three mole pest symbols 81 - 83
appear, the next game will be a bomus game. If the results are determiﬁecl anead of time by
random selection, it is known before the reels acwally stop whether or not the above condition is
met.

In this embodiment, as shown in Fig. 6, the possible payout values that the player can be
awarded as a borus game payout are displayed ;)n each of the mole nest symbols. In Fig. 6, the
mole nest symbol 81 displays "30°, the mole nest symbol 82 displays "50" and the mole nest
symbol 83 displays "100". These payout values signify that 30, 50, or 100 coins can be obtained.

As a result, the player is able to know ahead of time the possible payout value tha: can be obtained
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in the boms game.

The present invention can be implemented for any device (e.g., a device that provides a
game) that can display symbols. This.-embodiment presents a game machine that provides a
changing display in the vertical (horizontal is also possible) display of multiple cypes of syrﬁbols
and provides a swatic display of the changing symbols based on the results of in miernal random
selection. For the secdon of the game machine that displays the symbols n a changing manner, a
mechanical reel can be used. Alternatively, video reels can be used, where symbols are displayed
na Eﬁanging manner as images oa a liquid crystal dispiay or the like. In addition to game
machines, e.g., slot machines installed in pachinko parlors, where a player actively operates a stop
button to determine a stopping timing and a stopping sequence for the reels, the present invenrion
can also be implemented for game machines, ¢.g., in pachinko machines and slot machipes n
casinos, where the reels automatically stop in sequence regardless of the player's imtentions. This
embodiment presenis an example in which the present invention is implemented for a video slot
machine.

In this embodiment, coins are used as examples of game prizes, but the present invention is
not resiricted to this and any medium, e.g., pachinko balls, that can provide game value can be
used. The present invention can be implememted for any game machine which provides both
normal games and bomus games. The present invention can be implemented on any game machine,
e.g., a game machine providing card games, as long as there are both norn:il games and bonus
games.

In Fig. 1, a game machine 1 includes a case 2 and a front panel 3 attached to the front of
the case 2 so that it can open and close. A symbol display module 7, disposed behind the front

papel 3, is formed from a liquid crystal panel or a CRT (Cathode-Ray Tube) aod displays columns
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of symbols, e.g., five columns. This einbodiment uses video reels. A program is executed and -
five recls are displayed in the symbol display module 7.

As shown in Fig. 5 through Fig. 7, the symbol display module 7 includes five reels that
display symbols in a changing and static manper in columns (vertically, with respect to the game
machine). More speciﬁcally,‘_mere is a first reel 71, a second reel 72, a third reel 73, a fourth reel
74, and a fifth reel 75. Symbols can be changingly and statically displayed on each reel.

The symbol display module 7 contains bomus symbols rendering mole aests, wild symboals,
and various other symbols. As described above, multiple types of symnols are changingly
displayed vertically, and then the changing symbols are statically displayed based on internal
random selection results. |

On the front of the case 2, there is disposed a coin deposit opening 10 and a coin return
button 10a for getting coins back when a deposited coin is stuck or the like. A start lever 11isa
lever for starting the spinning display (changing display) on the symbol display module 7.

- The game on the game machine ] is started when the player performos 1 bet operation and a
valid win line is established. A win line is a line where a win is established when a predetermined
combination of symbols is arranged on the line. Different types of win line setungs are possible,
e.g., a horizontal center line, upper and lower horizontal lines, and diagonal lines. A bet operation
takes place when a coin is dropped into the coin deposit opening 10, described later, or when a
stored coin deposit button 21 is used to bet a stored coin. A bet operation is also possible by
combining these bet operations.

As described above, the win line can be set up ahead of time at the start of a game.
Aitcmatively, wins can be established based on a predetermined arrangemeat of symbols. For

example, in this embodiment, a bonus game is won if three bonus symbols are displayed in any



10

15

three regions in the symbol display module 7. When wins can be established in this manner based
on a predetermined symbol arrangement unrelated to the win line, wins can e established with a
greater degree of freedom compared to when a win line is set up ahead of time in a fixed manner.
This aiso increases the player's anticipation.

When a win line is set up by a player's bet operation and the start lever 11 is operated, the
symbol display module 7 displays symbols in a changing manner. Then, when a predetermined
period of time has elapsed, the symbol display module 7 sequentially displays the changingly
djs;ilﬁyed symbols in a static manner. The stopping sequence can be, for example, from left to
right when facing the symbol display module 7. When stopping, the stopping operations ué
separated by a time interval, e.g., 0.5 seconds. If, in this stoppedrstale, a predetermined symbol
combination is displayed on a win live, a win corresponding to the predetermined symbol
combination is obtained.

A coin deposit opening 15 and a coin holding tray 16 are disposed below the front panel 3.
Above the front panel 3 is disposed a game effects display 17, which is driven to provide game
effects. The game effects display 17 can be formed from an LCD (Liquid Crystal Device), various
types of lamps, or the like. In this embodiment, an LCD is used. Also, a bonus game display 18
is disposed above the front panel 3. The bomus game display 18 is formec from LED's (Light
Emitting Diodes) and is used when the player is awarded a win or a bonus that gives the player a
high game value, as well as for game effects and when an error takes place. A speaker 19
generates voice instructions, music, sound effects, and the like. When a borwus is won, the game
proceeds in a manner that is advantageous to the player, e.g., the win rate becomes 1/3.

Multiple lamps 20 disposed on the front panel 3 can be lit up, turned off, and made to blink

in order to provide game-related display operations, e.g., displaying the active win lines based on

10
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the number of deposited coins (or the pumber of credits that were bet), displaying wins, and the
like. The stored coin deposit ‘button 21 is a bution for using a predetermined number of coins
stored (credited) in a coin storage device not shown in the figure. A stored coin deposit button 22
is a burton for using the maximum allowable oumber of coins stored in the coin storage device not
shown in the figure. A coin storage count display module 23 displays the number of coins stored
in a the coin storage display, not shown in the figure. A win count display module 24 displays the
pumber of remaining rounds, the number bf wins, and the like when a bonns prize is won. A coin
payout_i:"ount display module 25 displays the number of coins paid out and the like. The coin
storage count display module 23, the win coumt display module 24, and the coin payout count

display module 25 can be formed, for example, from LED's. An accounts button 26 is for sealing

accounts with regard to the stored coins. A locking device 27 locks or unlocks a door depending

on the direction in which it is turned. A label 28 indicates the type of the game machine 1, the
name of the manufacturer, or the like.

Figs. 2A and 2B are drawings showing the electronic architecture of the game machine
according to this embodiment. As shown in Figs. 2A and 2B, electromically, the game machine 1
is formed from a main substrate A (Fig. 2A) and a sub-substrate B (Fig. 2B). The main substrate
A is equipped with a CPU 30, 2 ROM 31, and 2 RAM 32 and performs control operations
according 10 a program set up ahead of time. The ROM 31 contains a coatrol program for
controlling the operations of the game machine 1 as well as information such as a prize group
selection table used to determine prize groups ahead of tume (internal random selection). The CPU
30, the ROM 31, and the RAM 32 form an evaluation module.

The CPU 30 is connected to a clock generator circuit 33 generating a reference clock pulse

and a rapdom mumber generator circuit 34 generating a fixed random oumber. Control signals sent

11
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from-the CPU 30 are sent by way of an output port 35 to a coin payout device 36 paying out coins
and a display control circuit 37 controlling the symbol display module 7. The symbol display
module 7 and the display comtrol circuit 37 form a display module.

Signals from a coin evaluation device 38 evaluating whether or not coins are appropn’éte, a
payout coin counter 40 counting the number of coing to pay out, and a start lever 41 starting the
spinning of the reels are received by the CPU 30 by way of an input port 43. Sigoals output from
the CPU 30 are controlled by a transmission timing control circuit 45 controlling the tming of
signal transmission to the sub-substrate B and are semt to the sub-substrate B by way of a data
transmission circuit 486.

In the sub_-subsu'ate B, signals output from the data transmission circuit 46 are received by
a data input circuit 47, Signals received by the data input circuit 47 are processed by a CPU 48.
The CPU 48 is connected to a clock generator circuit 49 generating a refereuce clock pulse, a
control/image ROM 50 containing various programs and image data; and a RAM 51. Image-
related dara is sent from the CPU 48 o a liquid crystal display 53 by way of & display circuit 52
performing image processing. The liquid crystal display 53 displays text, images, and animation.
Audio-related data is sent from the CPU 48 to an amplifier circuit 56 by way of a sound LSI
(Large Scale Integrated Circuit) 54 performing audio processing. The sound LSI 54 extracts
pecessary audio data from an audic ROM 55 when processing audio data. The audio data is
amplified by the amplifier circuit 56 and is sent to a speaker 58 by way of an aundio adjustment
circuit 57 performing audio adjustments,

Next, the operations performed by this embodiment described above will be described.
Fig.b 3 and Fig. 4 are flowcharts showing the characteristic operations performed by a game

machine according to this embodiment. Also, Fig. 5 through Fig. 7 show saniple displays on the

12
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symbol display module 7.

First, there is 2 normal game start operation in the form of player input (step S1). In this
case, as described above, the win line is established by the player's bet operaticn, and the start
lever 11 is then operated. In this embodiment, as described above, wins can be establishéd oot
only with a win line set up ahead of time at the start of a game but also based on the arrangement
of bonus symbols. Since a win can be established based on the arrangement of bonus symbols i
this manner, there is a greater degree of freedom in wins compared to when wins can only be
estabii—;hed with 2 win line set up abead of time. As a result, the player's apticipation is increased.

VNext, random values are obtained to be used for stopping numbers of the first reel 71
through the fifth reel 75 (step §2), and the first reel 71 through the fifth reel 75 begin spinming
(step $3). At this point, the symbol display module 7 is as shown in Fig. 5, where symbols appear
to be spinning and changing in the display regions of the reels. The direction in which the reels
spin can be, for example, from top to bottom or from bottom to top. Also, the spinning does not
need to be along the vertical direction. It is possible for the reels to be arranged horizontally so
that they spin from left to right or from right to left.

Next, the spinning of the first reel 71 through the fifth reel 75 is stopped sequentially (step
S4). In this case, stopping takes place in sequence from the first reel 71 to the fifth reel 75,
separated by predetermined intervals. The intervals can be, for example, 0.5 seconds. Next, an
evaluation is made to see if there is a normal game win as well as whether there are three mole nest
symbols in the symbol display module 7 (step S5). If three mole nest symbols did not appear,
control proceeds to step S14.

As shown in Fig. 6, if three mole nest symbols 81 - 85 appear in the symbol display

module 7, the game changes from a normal game to 2 bonus game (step S¢7). In this case, the

13
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values displayed along with the three mole nest symbois appearing in the symbol display module 7
are carried over to the bopus game (step S7). More specifically, the values displayed along with
the three mole nest symbols indicate the possible payout value that can be obtained by the player in
the subsequent bonus game. Since the payout value that can be obtained is d:splayed along with
the bomus symbol, the player is able to directly see the size of the payout value .ﬂmt can be obuained
in the boous game.

In this embodiment, the possible payout values that can be awardec w0 the player are
indicated as multiple, independent values. More specifically, the symbol 81 indicates *30", the
symbol 82 indicates "S0", and the symbol 83 indicates “100“, Since the possible payout values are
indicated as mu;tiplc, independent values, the player kmows ahead of time the possi’ple payout
values that can be obtained in the bonus game. In addition to using multiple independent values to
indicate possible payout values, it would also be possible to indicate possible payout value ranges,
e.g., "3Q - 100", on the mole nest symbols.

Next, player performs a bornus game starting operation (step S8). The player performs a
bet operarion again, and the numbers rendered along with the images of mole nests in the mole nest
symbols change corresponding to the mumber of bets. More specifically, in Fig. 6, the symbol 81
displays "30", the symbol 82 displays 50", and the symbol 83 displays "10C", >ut if the player
triples the oumber of bets, the symbol 81 correspondingly changes to "90", the symbol 82 changes
to "150", and the symbol 83 changes to "300", as shown in Fig. 7.

In this manner, the bonus game payout value increaées when the numb.r of bets is higher.
This makes the player increase the pumber of bets. As a result, the player’s amticipation and
curiosity regarding the borus game is heightened. It is also possible to have the possible payout

values displayed along with the bonus symbols change corresponding to the number of win lines
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selected ahead of time by the player. More specifically, in Fig. 6, the symbol 81 displays "30",
the symbol 82 displays "50", and the symbol 83 displays "100", but if the pumber of win lines
selected ahead of time by the player is tripled, the symbol 81 can be changed correspondingly to
"90", the symbol 82 can be changed to "150", and the symbol 83 can be changed to "300", as
shown in Fig. 7. Since bonus game payouts increase when there are more win lnes selected by the
player shead of time, the player tends to set up more win lines. As a result, the player's
anticipation and curiosity regarding the bonus game is increased. As a result, the player is more
interested in the game.

A bonus game is started in response to the bomus game starting operation at step S8, and a
random value is obtained for the bomus game (step S9). The symbol dispiay raodule 7 ’,displays a
bomus game screen, as shown in Fig, 8. In this example, an animation is d:splayed in which a
mole character 85 passes through one of undérground tunnels 86 - 88 and reach:s z goal 89 - 91 on
which payout values are displayed. More specifically, the mole character 85 begins burrowing in
one of the underground tumnels 86 - 88 (step S10). The imtermediate sections o’ the tunnels 86 - 88
appears as a black box so that the player cannot know what is happening in the intermediate
sections of the munnels 86 - 88.

When the mole character 85 reaches one of the goals 89 - 91 (step S11), the payout value to
be obtained by the player is established. More specifically, the player obtains a payout that is
either "90", “150", or "300". The bonus game payout is then displayed (step S1Z), and the game
changes from the bonus game to the normal game (step S13). Next, if there is a WIN in Fig. 3,
this is added directly to the credits (step S14), and control returns to the calling routine.

With a game machine according to this embodiment as described above. payout values that

can be obtained by the player in a bonus game are displayed before the bonus game starts. As a
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result, the player's anticipation regarding the bouus game can be increased.

EMBODIMENT OF FIGS. 9-11

Next, a game machine according to another embodiment will be described with rcfcrcnhc to
Figs. $-11. 'fhc structure of a game machine of this embodiment is simi'ar to that of the
embodiment of Figs. 1-4. In the embodiment of Figs. 9-11, the bomus symbol is a symbol showing
2 hammer. A bonus game is started when, as shown in Fig. 12, three hammer Homus symbols are
statically displayed in the symbol display module 7. The hammer symbols are shown with
different colors. In this example, there are two types of ﬁammer symbols: a gold bammer symbol
100 and red hammer symbols 101, 102. The gold bammer symbol 100 doubles the payout value
obtained by the player. With the red hammer symbols 101, 102 the payout value is multiplied by
1, i.e., the red hammer symbols do not change the payout value. The display of the gold and red
hammer symbols in the symbol display module 7 is determined by internal random selection.
Thus, there may be cases where three gold hammer symbols are displayed, and thers may be‘cases
where three red hammer symbols are displayed.

Next, the operations performed by the game machine according to this emnbadiment will be
described. Fig. 9 through Fig. 11 are flowcharts showing the characteristic operations performed
by the game machine according to this embodiment. Fig. 12 through Fig. 14 shcw sample displays
on the symbol display module 7.

In Fig. 9, a normal game starting operation is performed in response to player input (step
T1). In this case, a win line is established by the player's bet operation, and then the start lever 11
is operated. In this embodiment, as in the embodiment of Figs. 14, wins can be established based

on arrangements of bomus symbols in addidon to win lines set up when the game starts. Since a
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win can be established based on the arrangement of bomus symbols, there is a greater degree of
freedom in how wins can be achicved conipared with when wins are achieved only through win
lines set up ahead of ime. This also increases the player's anticipation.

Next, a random value is obtained to be used for stopping numbers in the first reci 71
through the fifth reel 75 (step T2), and spinning is begun for the first reel 71 through the fifth recl
75 (step T3). At this point, the symbol display module 7 provides a display of symbols spinning
and changing in the display regions of the reels, as shown in Fig. 5. In this :xample, spinming
takes plz;cc from top to bottom, but it would also be possible for spinning to be from bottom to top.
Also, spinning does not have to be vertical. The reels can be disposed horizontally so that they
spin from left o right or right to left.

Next, the spinning of the first reel 71 through the fifth reel 75 is stopped sequentially (step
T4). In this case, the stopping takes place sequentially going from the first reel 71 to the fifth reel
75, separated by a predetermined time irterval. Tbe time interval can be, for example, 0.5
seconds. Next, an evaluation is performed to see if there is a normal gémc win or if there are
three hammer bonus symbols (step T5). If three hammer symbols are not present, cantrol proceeds
to step T20.

If there are three hammer symbols, the game changes from the normal game to a bonus
game as shown in Fig. 10 (step T6). The combination of three hammers is carried over to the
bonus gamme (step T7). In Fig. 12, there a single gold bammer symbol 100 and two red hammer
symbols 101, 102, thus providing three bammer symbols.

When a bomus game is started, the symbol display module 7 displays a screen similar to

* Fig. 13. In Fig. 13, nine holes 105 - 113 are shown as mole munnel exits appearing on the ground.

The player selects the gold hammer symbol 100, and the red hammer symbols 101, 102 and scts up
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each hammer over one of the holes 105 - 113. In Fig. 13, the gold hammer symbol 100 is set up
over the hole 109 and the red hammer symbols 101, 102 are set up over the hole 108 and the hale
112, respectively.

In the game machine 1 according to this embodiment, the symbol dispiay meodule 7 includes
a touch p@cl. The player touches the screen to select a hammer, and one of the holes 105 - 113
can be selected for the selected hammer. Alternatively, various methods can be used for the on-
screen selection, e.g., a pointing device or a cursor.

““Next, a random pumber is obtained for selecting the hole 105 - 113 from which the mole
character will appear, as shown in Fig, 11 (step T9). Then, the mole is made w emerge (step
T10). An evaluagion is made to determine if the mole emerged from the hole 108 or the hole 112
where the red hammers are set up (step T11). If the mole did not emerge from the hole 108 or the
hole 112 where the red hammers are set up, control proceeds to step T14,

If the mole emerges from a hole at which a red hammer is set up, an enimation is played
showing the red bammer himting the mole at the hole 112, as shown in Fig. 14 (step T12). Then,
the payour value is displayed (step Tl3). 1o Fig. 14, the payout value for the hole 112 is shown as
"20". Next, an evaluation is made to determine if the mole emerged from the bole 109, where the
gold hammer is set up (step T14). [f the mole did not emerge from the hole 119, where the gold
hammer is set up, control proceeds to step T17. If the mole appears from the hole 109, where the
gold hammer is set up, an animation is shown at the hole 109 of Fig. 14 of the aole being hit with
the gold hammer (step T15). Since the gold hammer doubles the payout value, a display is
provided showing the payout value for the hole 109 being doubled (step T16). Ia this case, the
multiplication operator "X” is used, but it would also be possible to use the additior operator " +".

Since the possible payout values that can be obtained are defined as expression: using an addition
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or multiplicaton operator, the player can easily predict the size of possible payout values from the
bomus game.

In Fig. 14, the mole does not emerge from the hole 108, where a red hammer is set up, but
a mole emerges from the hole 105, where no hammer is set up. In this ca.sc the player cannot
obtain a payout.

Next, an evaluation is made to determine if all the moles have emerg:d (step T17). If all
the moles have not emerged, control proceeds to step T9. If all the moles have emerged, the bonus
game-payout is displayed (step T18) and the game shifts from the bonus game to the normal game
(step T19).

Next, if there is a WIN, the value is added to the credit, as shown in Fig. 9 (step T20), and
the procedure returns. |

As described above, with the game machine according to this embodiment, the pold
hammer bonus symbol itself serves to double the payout value. Thus, if the gold hammer appears,
the game shifts © the bonus game, and the gold hammer is able to hit 2 mole. the payout value is
doubled. As a result, the player's anticipation can be increased. |

The characteristic operations of the present inmvention described above are performed by
having a computer execute a control program. More specifically, this control program is a game
program that allows a computer to execute and provide a normal game and a bomus game having a
hig,h‘ probability of being more advantageous to the player compared to the aormal game. The
game program provides the following operations in the form of computer-readable and computer-
executable commands: an operation for displaying symbois in a plurality of display regions in a
game machine display module; an operation for, at 2 start of a game, providing a changing display

of the symbols that were.in a static state in the plurality of display regions, the symbols are capable
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of changing continuously 10 other or various symbols, including a boous symbol, and for providing
a static display stopping the symbols in the changing display state and statically displaying the

symbols in the display regions; an operation for evaluating, if a game state is in the normal game

- state, whether or not at Jeast one of the bonus symbols that is or will be displayed staticaily meets

conditions for starting the bonus game; an operation for calculating a possible payout value that can
be awarded to a player as payout for the bormus game if, as a result of the evaluation. the condition
ig met; and an operation to dispiay results of the calculation on the game display module before the
bonus gz;me is started.

As described above, when the above conditions are met, the possible payout value that can
be awarded w0 thc_,player is displayed before the start of the bopus game, allowing the player
know ahead of time the payout value that can be obtained in the bomus game. As a result, the
player's anticipation and curiosity regarding the bomns game is increased, thus provoking the
player's interest in the game.

The program described above can be obtained in recorded form on a recording medium,
¢.g., CD-ROM or DYD. This type of program can aiso be obtained by receiving a signal sent
from a computer serving as a transmission device by way of a transmission medium such as a
communication network formed from public telephone lines, dedicated phope lines, cable TV lines,
and wireless communication lines. The signal referred to here is a computer data signal in the
form of a predetermined carrier wave containing the program. Regarding this tramsmission, it is
sufficient for at least one section of the program to be wansmitted through the transmissicn
medium. More specifically, the entirety of the data for the above program dces 1ot need to be
present simultaneously in the transmission medium. Also, transmission methods for transmitting

the program from the computer include wansmitting the data for the program candnnously and
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transmitting intermittently.

ADVANTAGES OF THE INVENTION

As described above, the game machine of the present invention is a game machine
providing a normal game and a bomus game providing a higher possibility of being more
advanrageous than the normal game. A display module, at the start of a game. provides a changing
display of the symbols that were in a static state in the plurality of display cegions, the symbols
beingfcapable of changing continuously to other or various symbols, including a bonus symbol, and
provides a static display stopping the symbols in the cha;xging display state aml statically displaying
the symbols in the display regions. An evaluation module determines, if a game state is in the
normal game state, whether or not at least one of the bomus symbols that is or will be displayed
statically meets conditions for starting the borus game. If the condition is mex, the display module
displays the possible payout vaiue that can be awarded to the player as payout far the bonus game
before the boous game starts.

Since, as described above, when the above conditions are met, the possible payout value
that can be awarded to the player as the bonus game payout is displayed before the bonus game is
started. Thus, the player can know beforehand the payout value that can be obtaymned. As a result,
the player's anticipation and curiosity regarding the bomus game is increased, and the player's

curiosity about the game is provoked.

Throughout this specification and the claims which follow, unless the
context requires otherwise. the word "comprise”, and variations such as
"comprises” and "comprising”, will be understood to imply the inclusion of a
stated integer or step or group of integers or steps but not the exclusion of any

other integer or step or group of integers or steps.
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We claim:
L. A game machine comprising:

a display module that, at a start of a game comprising a normal game and a bomus
game having a high probability of being advantageous 10 a player, provides a changing display of
symbols initially in a static state in a plurality of display regions, said symbols being capable of
changing contimously to other symbols in said changing display;

said display module providing a static display stopping said symbols in said
changing display and staically displaying said symbols in said display regions, said symbols that
are displayed statically optionally comprising at least one bonus symbol when said game is in said
normal game;

an evaluation module that determines, when said game is in said normal game,
whether said at least one statically displayed bomus symbol meets a condition foc starting said
bonus game;

wherein when said condition is met, said display module displays a possible payout
value that can be awarded to the player as payout for said bonus game before said bomus game

starts.

2. The game machine, as described in claim 1, wherein said possible payout value that can

be awarded to the player is identified as a value range.

-

3, The game machine, as described in claim 1, wherein said possible pavou: value that can

be awarded to the player is identified as a plurality of independent values.
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4. The game machine, as described in claim 1, wherein said possible pavout value that can
be awarded to the player is defiped as a value expressed using one of an addition and a

multiplication operator.

5. The game machine, as described in claim 1, wherein said display module displays said
possible payout value that can be awarded 1o the player in said display region that is displaying said

statically displayed bomus symbol.

6. The game machine, as described in claim 5, wherein said possible payout value
displayed along with said statically displaved bomus symbol is changed corresponding to a number

of bets made by the player.

7. A slot machine for performing a game comprising a normal gare and a bopus game
having a high probability of being advantageous to a player, said slot machine comprising:

a display module that, at a start of said game, provides a changing display
of symbols initially in a static state in a plurality of display regions, said symbols being capable of
changing continuously to other symbols in said changing dispiay;

said display module providing 2 static display stopping said symbols in said
changing display and statically displayiny said symbols in said display regions, said symbols that
are displayed statically optionally comprising at least one bomus symbol when said game is in said
normal game,

an cvaluation module that determines, when said game js in said normal

game, whether said at Jeast one said statically displayed bomus symbol meets 2 copdition for

24




12

13

14

15

16

17

18

19

10

11

12

13

starting said borus game;

wherein when said condition is met, said display module displays a possible
payout value that can be awarded to the player as payout for said bonus game before said bomus
game starts;

said display module displays said possible payout value that can be awarded
to the player and also displays said boms symbol in said display region thar displayed said
statically displayed bonus symbol; and

T said possible payout value displayed along with said statically displayed

bomus symbol corresponds to a number of win lines selected ahead of time by the player.

8. A computer-readable medium encoded with processing instructions for

implementing a method for providing a game, said method comprising the steps of:

displaying a symbol in a static state in each of a plurality of Jisplay regions in a
display module;

providing, at a start of said game comprising a normal game armd a bomus game
having a high probability of being advantageous to a player, a changing display of said symbols
that were in said static state in said display regions, said symbols changing contimaously to various
symbols in said changing dispiay;

providing a static display stopping said symbels in said changig display state and
statically displaying said symbols in said display regions, said statically displayed symbols
optionally comprising at least one statically displayed bonus symbol when siid game is in said
nofmal game;

evaluating, when said game is in said normal game, whether said at least one
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statically displayed bonus symbol meets a condition for starting said bonus game;

calculating a possible payout value that can be awarded to the pluyer as payout for
said bonus game before said bonus game starts when said condition is met as a resuit of said
evaluation; and

displaying results of said calculation on said display module before said bonus game

begins.

§. The game machine, as described in ciaim 1, wherein said ¢vaiuation module
determines, while said symbols are in said changing display and when said gam is In said normal

game, whether said at least onc statically displayed bomus symbol meets said condition.

10. The game machine, as described in claim 9, wherein said possible payout value that

can be awarded to the player is identified as a value range.

11. The game machine, as described in claim 9, wherein said possible: payout value that

can be awarded to the player is idemtified as a plurality of independent values.

12. The game machine, as described in claim 9, wherein said possibl: payout value that
can be awarded to the player is defined as a value expressed using one of an addition and a

multiplication operator.

13. The game machine, as described in claim 9, wherein said display module displays said

possible payout value that can be awarded to the player in said display region that is displaying said
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statically displayed bonus symbol.

14. The game machine, as described in claim 13, wherein said possible payout value
displayed along with said statically displayed bonus symbol is changed correspending to a qumber

of bets made by the player.

15. The siot machine, as described in claim 7, wherein said evaluation module of said
gamc' ﬁ:mchinc determines, while said symbols are in said changing display and when said game is
in said normal game, whether said at least one statically displayed bopus symbol meets said

condition.

16. The method, as described in claim 8, wherein said evaluation step occurs while said

symbols are in said changing display.

17. A method for providing a game, said method comprising the steps of:

displaying symbols in a statjc state in a plurality of display regions;

contimuously changing said symbols that were in a static state to various symbols at
a start of said game comprising 2 normal game and a bonus game having a high probability of
being advantageous to a player;

displaying a changing display of said changing symbols in said display regions;

stopping said symbols in said changing display;

displaying a static display statically displaying said symbols in said display regions,

said statically displayed symbols optionully comprising at least one statically displayed bonus
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symbol when said game is in said normal game;

determining, when said game is in said normal game, whether said at least ome
statically displayed bonus symbol meets a condition for starting said bonus game; and

displaying, when said condidon is met, a possible payout value that c€an be awaided

to the player as payout for said bonus game before said bonus game starts.

18. The method, as described in claim 17, wherein said determining step occurs while said

symbois?are in said changing display.

19. The method, as described in claim 17, wherein said possible payout value that can be

awarded to the player is identified as a value range.

70. The method, as described in claim 18, wherein said possible payout value that can be

awarded to the player is identified as a value range.

21. The method, as described in claim 17, wherein said possible payout value that can be

awarded to the player is identified as a plurality of independent values.

22. The method, as described in claim 18, wherein said possible payout value that can be

awarded to the player is identified as a plurality of independent values.

23. The method, as described in claim 17, wherein said possible payour value that can be

awarded to the player is defined as a value expressed using one of an addition and 2 multiplication
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operator.

24. The method, as described in claim 18, wherein said possible payout value that can be
awarded to the piayer is defined as a value expressed using one of an addidon and a multiplication

operator.

25 The method, as described in claim 17, wherein said possible pavout value to be

awarded (o the 'player is displayed in said display region that is displaying saict stadcally displayed

bomus symbol.

26. The method, as described in claim 18, wherein said possible payout value that can be

awarded to the player is displayed in said display region that is displaying said statically displayed

bonus symbol.

27. The method, as described in claim 23, further comprising the siep of changing said
possible payout vaiue displayed along with said stagcally displayed bomus symbol corresponding to

a number of bets made by the player. )

28. The method, as described in claim 26, further comprising the siep of changing said
possible payout value displayed along with said statcally displayed bonus symbol corresponding

a number of bets made by the player.

29. A game machine substantially as herein described.
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A slot machine for performing a game substantially as herein described.

A computer-readable medium substantially as herein described.

A method for providing a game substantially as herein described.

30
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