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GAMING MACHINE AND METHOD OF PLAY 
THEREOF 

TECHNICAL FIELD 

0001. The present invention relates to a gaming machine 
and a method of play thereof. 

BACKGROUND ART 

0002 Conventionally, a gaming machine has been known 
which employs a method of storing a portion of credits bet so 
as to pay out all the accumulated credits upon winning a 
jackpot lottery, or a method of paying out various amounts of 
credits in multiple steps. It has been proposed that such a 
progressive bonus called jackpot is applied to various gaming 
machines. 
0003 Patent document 1: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0069073 
0004 Patent document 2: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0073486 
0005 Patent document 3: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0073487 
0006 Patent document 4: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0078095 
0007 Patent document 5: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0064810 
0008 Patent document 6: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0064809 
0009 Patent document 7: U.S. Unexamined Patent Appli 
cation, First Publication No. 2003/0069067 

DISCLOSURE OF THE INVENTION 

Problems to be Solved by the Invention 
0010. The present invention devises timings such as to 
accumulate credits, to pay out the credits thus accumulated, 
and the like on a gaming machine, thereby providing a gam 
ing machine and a method of play thereof with entertainment 
properties which the foregoing prior arts do not have. 

Means for Solving the Problems 
0011 More specifically, the following is provided. 
0012. In a first aspect of the present invention, a gaming 
machine includes: 
0013 a game controller for providing a predetermined 
amount of credits to a player for each award in a case where 
a game is started after the player inputs a betanda game result 
causing an award to be provided to the player occurs; and 
0014 a display device for displaying the game result to the 
player, wherein the game controller is configured to perform 
the operations of 
00.15 (a) determining whether to store a predetermined 
amount of credits in a credit retaining memory installed either 
inside or outside the game controller in a unit game where 
processing for determining whether to provide an award to 
the player is performed, and, in a case of determining to store 
the amount of credits, storing the amount of credits which is 
the amount of credits thus determined cumulatively added to 
the amount of credits stored in the credit retaining memory; 
0016 (b) in a case of determining to store the amount of 
credits in the credit retaining memory, displaying the amount 
of credits thus determined; 
0017 (c) determining whether or not to provide a portion 
of the total amount of credits stored in the credit retaining 
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memory to the player in a unit game where processing for 
determining whether to provide the award to the player is 
performed; and 
0018 (d) in a case of determining to provide a portion of 
the total amount of credits stored in the credit retaining 
memory to the player, providing a portion of the total amount 
of credits stored in the credit retaining memory to the player 
and Subtracting the amount of credits thus provided to the 
player from the amount of the total amount of credits stored in 
the credit retaining memory. 
0019. According to the first aspect of the present inven 
tion, the gaming machine is configured to perform the fol 
lowing operations of: (a) determining whether to store a pre 
determined amount of credits in a credit retaining memory 
installed either inside or outside the game controller in a unit 
game where processing for determining whether to provide 
an award to the player is performed, and, in a case of deter 
mining to store the amount of credits, storing the amount of 
credits which is the amount of credits thus determined cumu 
latively added to the amount of credits stored in the credit 
retaining memory; (b) in a case of determining to store the 
amount of credits in the credit retaining memory, displaying 
the amount of credits thus determined on the display device: 
(c) determining whether or not to provide a portion of the total 
amount of credits stored in the credit retaining memory to the 
player in a unit game where processing for determining 
whether to provide the award to the player is performed; and 
(d) in a case of determining to provide a portion of the total 
amount of credits stored in the credit retaining memory to the 
player, providing a portion of the total amount of credits 
stored in the credit retaining memory to the player and Sub 
tracting the amount of credits thus provided to the player from 
the amount of the total amount of credits stored in the credit 
retaining memory. 
0020. Therefore, the gaming machine determines whether 
to store a predetermined amount of credits cumulatively 
added to the amount of credits stored in the credit retaining 
memory in a unit game, and determines whether or not to 
provide a portion of the total amount of credits stored in the 
credit retaining memory to the player in the unit game. In a 
case of determining to provide a portion of the total amount of 
credits stored in the credit retaining memory to the player, the 
gaming machine can provide a portion of the total amount of 
credits stored in the credit retaining memory to the player and 
display the amount of credits stored (i.e., the amount of cred 
its stocked) in the credit retaining memory, thereby enabling 
to provide a novel game that makes the player keep continu 
ing the game. 
0021. In a second aspect of the present invention, a gaming 
machine includes: 
0022 a game controller for providing a predetermined 
amount of credits to a player for an award in a case where a 
game is started after the player inputs a bet and 
0023 a game result causing the award to be provided to the 
player occurs; 
0024 and a display device for displaying the game result 
to the player, wherein the game controller is configured to 
perform the operations of: 
0025 (e) determining whether to store a predetermined 
amount of credits inacredit retaining memory installed either 
inside or outside the game controller in a unit game where 
processing for determining whether to provide an award to 
the player is performed, and, in a case of determining to store 
the amount of credits, storing the amount of credits which is 
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the amount of credits thus determined cumulatively added to 
the amount of credits stored in the credit retaining memory; 
0026 (f) determining whether or not to provide a portion 
of the total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing for 
determining whether to provide the award to the player is 
performed: 
0027 (g) in a case of determining to provide a portion of 
the total amount of credits stored in the credit retaining 
memory to the player, providing the portion of the total 
amount of credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus provided to 
the player from the amount of the total amount of credits 
stored in the credit retaining memory; and 
0028 (h) determining to provide the portion of the total 
amount of credits to the player over a plurality of numbers of 
games after a unit game in the unit game or until a Subsequent 
unit game is started. 
0029. According to the second aspect of the present inven 

tion, the gaming machine including: a game controller and a 
display device, and is configured to perform the following 
operations of: (e) determining whether to store a predeter 
mined amount of credits in a credit retaining memory 
installed either inside or outside the game controller in a unit 
game where processing for determining whether to provide 
an award to the player is performed, and, in a case of deter 
mining to store the amount of credits, storing the amount of 
credits which is the amount of credits thus determined cumu 
latively added to the amount of credits stored in the credit 
retaining memory, (f) determining whether or not to provide 
a portion of the total amount of credits stored in the credit 
retaining memory to the player in a unit game where process 
ing for determining whether to provide the award to the player 
is performed; (g) in a case of determining to provide a portion 
of the total amount of credits stored in the credit retaining 
memory to the player, providing the portion of the total 
amount of credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus provided to 
the player from the amount of the total amount of credits 
stored in the credit retaining memory; and (h) determining to 
provide the portion of the total amount of credits to the player 
over a plurality of numbers of games after a unit game in the 
unit game or until a Subsequent unit game is started. 
0030 Therefore, the gaming machine provides the portion 
of the total amount of credits determined in a unit game to the 
player over a plurality of numbers of games, thereby enabling 
to increase motivation for the player to keep continuing the 
game. In other words, since payout is performed over a plu 
rality of numbers of games, player may be more encouraged 
to keep continuing the game for a while, instead of ending the 
game. 

0031. In a third aspect of the gaming machine according to 
the second aspect, the game controller is configured to further 
perform the operations of displaying the amount of credits 
thus determined on the display device in a case of determining 
to store the amount of credits in the credit retaining memory. 
0032. According to the third aspect of the present inven 

tion, the game controller performs the operations of display 
ing the amount of credits to be additionally stored in the credit 
retaining memory on the display device in a case of determin 
ing to store the amount of credits in the credit retaining 
memory. 

Jul. 22, 2010 

0033. Therefore, the gaming machine displays the amount 
of credits to be stored in the credit retaining memory, thereby 
enabling the player to visually recognize it. 
0034. In a fourth aspect of the gaming machine according 
to the any one of the first aspect to the third aspect, the game 
controller is configured to perform a processing of a bonus 
game where relatively more credits are provided to a player 
than a normal game and perform operations of (a) to (d) or (e) 
to (h) after the bonus game is completed, in a case where a 
predetermined condition is satisfied. 
0035. According to the fourth aspect of the present inven 
tion, the gaming machine performs operations of providing a 
portion of the total amount of credits to the player after the 
bonus game is completed. When the bonus game is com 
pleted, the player tends to lose the will to keep continuing the 
game. Since the amount of credit is stored in the credit retain 
ing memory and a predetermined amount of credit will be 
provided to the player, the gaming machine can prevent play 
er's will to keep continuing the game from being lowered. 
0036. In a fifth aspect of the gaming machine according to 
the any one of the first aspect to the third aspect, a unit game 
where the game controller performs the operation (g) or (d) of 
providing the portion of the total amount of credits to the 
player is a free game where a game can be started without 
using a credit. 
0037 According to the fifth aspect of the present inven 
tion, the gaming machine performs the operation of providing 
a portion of the total amount of credits to the player in the free 
game. Therefore, the gaming machine provides a chance of 
providing credits to the player in a game where no credit is 
used, thereby enabling to prevent player's will to keep con 
tinuing the game from being lowered. 
0038. In a sixth aspect of the gaming machine according to 
the first aspect, the game controller is configured to determine 
whether to provide a portion of the total amount of credits to 
the player in such a manner that the portion of the total 
amount of credits is provided to the player over a plurality of 
numbers of games after the game, in a case of determining to 
provide the portion of the total amount of credits to the player. 
0039. According to the sixth aspect of the present inven 
tion, the game controller determines to provide a portion of 
the total amount of credits to the player in Such a manner that 
the portion of the total amount of credits is provided to the 
player over a plurality of numbers of games after the game, in 
a case of determining to provide the portion of the total 
amount of credits to the player. 
0040. Therefore, the gaming machine provides a portion 
of the total amount of credits to the player in Such a manner 
that the portion of the total amount of credits is provided to the 
player over a plurality of numbers of games, in a case of 
determining to provide the portion of the total amount of 
credits to the player in a unit game, thereby enabling to 
increase motivation for the player to keep continuing the 
game. 

0041. In a seventh aspect of the gaming machine accord 
ing to the sixth aspect, the game controller is configured to 
determine whether to provide a portion of the total amount of 
credits to the player overa plurality of numbers of games after 
the game based on a numeric value determined by random 
numbers. 

0042. According to the seventh aspect of the present 
invention, the game controller determines to provide a portion 
of the total amount of credits to the player over a plurality of 
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credits thus determined, thereby enabling to provide a novel 
game that makes the player keep continuing the game. 
0059. In a twelfth aspect of the present invention, a method 
of playing a game comprises processing for 
0060 (e) determining whether to store a predetermined 
amount of credits in a credit retaining memory installed either 
inside or outside the game controller in a unit game where 
processing for determining whether to provide an award to 
the player is performed, and, in a case of determining to store 
the amount of credits, storing the amount of credits which is 
the amount of credits thus determined cumulatively added to 
the amount of credits stored in the credit retaining memory; 
0061 (f) determining whether or not to provide a portion 
of the total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing for 
determining whether to provide the award to the player is 
performed: 
0062 (g) in a case of determining to provide a portion of 
the total amount of credits stored in the credit retaining 
memory to the player, providing the portion of the total 
amount of credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus provided to 
the player from the amount of the total amount of credits 
stored in the credit retaining memory; and 
0063 (h) determining to provide the portion of the total 
amount of credits to the player over a plurality of numbers of 
games after a unit game in the unit game or until a Subsequent 
unit game is started. 
0064. According to the twelfth aspect of the present inven 
tion, a method of playing a game includes processing for (e) 
determining whether to store a predetermined amount of 
credits in a credit retaining memory installed either inside or 
outside the game controller in a unit game where processing 
for determining whether to provide an award to the player is 
performed, and, in a case of determining to store the amount 
of credits, storing the amount of credits which is the amount 
of credits thus determined cumulatively added to the amount 
of credits stored in the credit retaining memory, (f) determin 
ing whether or not to provide a portion of the total amount of 
credits stored in the credit retaining memory to the player in 
a unit game where processing for determining whether to 
provide the award to the player is performed; (g) in a case of 
determining to provide a portion of the total amount of credits 
stored in the credit retaining memory to the player, providing 
the portion of the total amount of credits stored in the credit 
retaining memory to the player and Subtracting the amount of 
credits thus provided to the player from the amount of the 
total amount of credits stored in the credit retaining memory; 
and (h) determining to provide the portion of the total amount 
of credits to the player over a plurality of numbers of games 
after a unit game in the unit game or until a Subsequent unit 
game is started. 
0065. Therefore, the method of playing a game enables to 
provide the portion of the total amount of credits determined 
in a unit game to the player over a plurality of numbers of 
games, thereby enabling to increase motivation for the player 
to keep continuing the game. 

EFFECTS OF THE INVENTION 

0066. According to the present invention, timings are 
devised such as to accumulate credits, to pay out the credits 
thus accumulated, and the like on a gaming machine, thereby 
enabling provision of a gaming machine and the play a 
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method of play thereof with entertainment properties which 
the foregoing prior arts do not have. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0067 FIG. 1 is a perspective diagram showing a gaming 
machine according to the embodiment of the present inven 
tion; 
0068 FIG. 2 is a diagram showing an enlarged view of the 
display region of the gaming machine according to the 
embodiment of the present invention; 
0069 FIG. 3 is a block diagram showing an electrical 
configuration of a controller of a gaming machine according 
to the embodiment of the present invention; 
0070 FIG. 4 is a block diagram showing an electrical 
configuration of a display/input controller of a gaming 
machine according to the embodiment of the present inven 
tion; 
0071 FIG. 5 is a block diagram showing an electrical 
configuration of a central controller according to the embodi 
ment of the present invention; 
0072 FIG. 6 is a diagram showing a symbol line repre 
sented on each video reel according to the embodiment of the 
present invention; 
0073 FIG. 7 is a diagram showing a symbol arrangement 
table according to the embodiment of the present invention; 
0074 FIG. 8 is a flowchart showing a processing flow in 
the slot game according to the embodiment of the present 
invention; 
0075 FIG. 9 is a flowchart showing a processing flow in a 
free game according to the embodiment of the present inven 
tion; 
0076 FIG. 10 is a flowchart showing a processing flow in 
the stock processing according to the embodiment of the 
present invention; 
0077 FIG. 11 is a flowchart showing a flow of stock gen 
eration processing according to the embodiment of the 
present invention; 
0078 FIG. 12 is a flowchart showing a flow of stock pay 
out processing according to the embodiment of the present 
invention; 
007.9 FIG. 13 is a flowchart showing a processing flow for 
determining continuation payout according to the embodi 
ment of the present invention; 
0080 FIG. 14 is a diagram showing a first random number 
table according to embodiment of the present invention; 
I0081 FIG. 15 is a diagram showing a second random 
number table according to the embodiment of the present 
invention; 
I0082 FIG. 16 is a diagram showing a third random num 
ber table according to the embodiment of the present inven 
tion; 
I0083 FIG. 17 is a diagram showing a fourth random num 
ber table according to the embodiment of the present inven 
tion; 
I0084 FIG. 18 is a diagram showing a fifth random number 
table according to the embodiment of the present invention; 
I0085 FIG. 19 is a diagram showing a sixth random num 
ber table according to the embodiment of the present inven 
tion; 
I0086 FIGS. 20 to 25 are diagrams showing examples of 
images displayed according to the embodiment of the present 
invention; and 
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0087 FIG. 26 is a diagram showing a schematic configu 
ration of the gaming system according to the embodiment of 
the present invention. 

PREFERRED MODE FOR CARRYING OUT THE 
INVENTION 

0088 A description is provided regarding an embodiment 
of the present invention with reference to the drawings. 
0089. As a premise, a gaming machine determines 
whether to randomly provide an award by a random number 
means every time a game is performed in a gaming machine 
Such as a slot machine. With this operation, the gaming 
machine determines whether to randomly store (stock) a 
credit based on a random number, and to store the amount of 
credits. Then, in a case where the credits thus stored are paid 
out, the gaming machine pays out a portion of the credits thus 
stored little by little. This is different from a method of the 
conventional progressive jackpot which pays out all the cred 
its thus stored. 
0090 Specifically, the first characteristic in an embodi 
ment of the present invention is that, based on the abovemen 
tioned gaming machine, a function is provided whereby the 
amount of credits thus stored as the abovementioned stock is 
displayed when a stock is acquired. In addition, in a case 
where the credits thus stored is not displayed, sound data 
which is stored beforehand such as a sound “ching, indicat 
ing that a coin is accumulated every time a credit is stored, is 
used to inform a player. 
0.091 Moreover, the second characteristic in an embodi 
ment of the present invention is that, based on the abovemen 
tioned gaming machine, when a portion of the Stock is paid 
out, providing the portion of the stock to a playerina plurality 
of number of games after a unit game is determined in the unit 
game or until a Subsequent unit game is started. In other 
words, payout of the stock is not performed at one time in 
single game, but performed over a plurality of number of 
games. In the plurality of the number of games, whether to 
continue the payout in the current game is determined by a 
random number. Then, based on the determination, the pay 
out is continued to be performed or stopped. 
0092. The abovementioned characteristics are described 
later as Stock processing, Stock generation processing, stock 
payout processing, and processing for determining continu 
ation payout. 
0093. Description is made regarding an embodiment of 
the present invention with reference to the drawings. 
0094 FIG. 1 is a perspective diagram showing a gaming 
machine 13 according to an embodiment of the present inven 
tion. The gaming machine 13 includes a cabinet 20. The 
cabinet 20 has a structure in which the face facing the player 
is open. The cabinet 20 includes various types of components. 
Such components include: a game controller 100 (see FIG.3) 
for electrically controlling the gaming machine 13; a hopper 
44 (FIG. 3) for controlling the insertion of coins (gaming 
medium) and for retaining and paying out the coins, etc. The 
gaming medium is not restricted to coins. The game medium 
is not restricted to coins. In addition, examples of such game 
media include medals, tokens, electronic money, or electronic 
value information (credit) having the same value. 
0095. The liquid crystal display 30 is installed substan 

tially in the middle of the front face of the cabinet 20, and the 
liquid crystal display 40 is installed in upper side of the 
cabinet 20. 
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0096. The liquid crystal display 30 is provided as a display 
device for displaying various types of images with respect to 
the game such as images for providing visual effects. Such a 
configuration allows the player to advance the game while 
visually confirming various types of images displayed on the 
liquid crystal display 30. In such a game, the liquid crystal 
display 30 displays images for the slot game as shown in 
FIGS. 18 through 21. 
0097. The gaming machine 13 includes video reels. With 
Such an arrangement, five virtual reels are displayed on the 
liquid crystal display 30. It should be noted that the term 
“video reel' as used here represents a mechanism for display 
ing a reel on the liquid crystal display 30 in the form of an 
image instead of mechanical reel. Note that the term “video 
reel' as used here represents a mechanism for displaying a 
reel on the liquid crystal display 30 in the form of an image, 
instead of a mechanical reel. Multiple types of symbols nec 
essary for the basic game include “BONUS”, “WILD’, 
“TREASURE BOX”, “GOLDEN MASK”, “HOLY 
GRAIL”, “COMPASS & MAP”, “SNAKE”, “A”, “K”, “Q”, 
“J”, and “10. 
0098. With such an arrangement, the liquid crystal display 
30 displays these symbols with an image as if the reel has 
rotated. The other liquid crystal display 40 provided above the 
liquid crystal display 30 is provided for displaying sub-im 
ages. Examples of Such Sub-images include an image for 
describing the game rules, a demonstration image, etc. 
0099 Furthermore, sound transmission openings 29a and 
29b are provided to both upper left and right sides of the liquid 
crystal display 40. Here, the Sound transmission openings 29 
are provided for transmitting Sound effects generated by a 
speaker 41 (see FIG. 3) stored within the cabinet 20. The 
Sound transmission openings 29a and 29b generate Sound 
effects and the like in accordance with the progress of the 
game. Furthermore, decorative lamps 42a and 42b are pro 
vided on both the left and right sides of approximately the 
middle part of the gaming machine 13. The decorative lamps 
42a and 42b emit light in accordance with the progress of the 
game. 

0100. The slot machine 13 includes a substantially hori 
Zontal operation unit 21 below the liquid crystal display 30. 
Furthermore, a coin insertion opening 22, which allows the 
player to insert coins, is provided on the right side of the 
operation unit 21. On the other hand, the components pro 
vided to the left side of the operation unit 21 include: a bet 
switch 23 that allows the player to determine which lines are 
to be set to active pay lines among the nine lines L1, L2, L3, 
L4, L5, L6, L7, L8, and L9, for providing an award described 
later (which will simply be referred to as “active pay lines' 
hereafter), and which allows the player to select the amount of 
coins as game media to be bet on the active pay lines; and a 
spin repeat bet switch 24 that allows the player to play the 
game again without changing the amount of coins bet on the 
active pay lines from that in the immediately prior game. Such 
an arrangement allows the player to set the amount of coins 
bet on the active pay line by performing a pushing operation 
on either the bet switch 23 or the spin repeat bet switch 24. 
0101. With the operation unit 21, a start switch 25 is pro 
vided on the left side of the bet switch 23, which allows the 
player to input a start operation instruction for the basic game 
in increments of games. Upon performing a pushing opera 
tion on either the start switch 25 or the spin repeat bet switch 
24, which serves as a trigger to start the game, the image that 
the five mechanical reels 3A to 3E start to rotate is displayed. 
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0102. A cash out switch 26 is provided near the coin inser 
tion opening 22 on the operation unit 21. Upon the player 
pushing the cash out Switch 26, the inserted coins are paid out 
from a coin payout opening 27 provided at a lower portion of 
the front face. The coins thus paid out are retained in a coin 
tray 28. 
0103 FIG. 2 is an enlarged view which shows the display 
region of the gaming machine 13. The gaming machine 13 has 
the nine lines L1 through L9 for providing nine types of 
awards as shown in FIG. 2. Each of the lines L1 through L9 
for providing awards is formed Such that it extends so as to 
pass through one of the symbols for each of the video reels 3A 
to 3E when the five video reels have stopped. 
0104. Upon pushing the bet switch23 once, the line L3 for 
providing a third award, the line L5 for providing a fifth 
award, and the line L7 for providing a seventh award, are set 
to be active pay lines, and one coin is input as a credit medal, 
for example. 
0105. Furthermore, upon pushing the bet switch 23 twice, 
the line L1 for providing a first award, the line L4 for provid 
ing a fourth award, and the line L8 for providing an eighth 
award, are set to be active pay lines, in addition to the three 
lines, and two coins are input as credit medals, for example. 
0106 Moreover, upon pushing the bet switch 23 three 
times, the line L2 for providing a second award, the line L6 for 
providing a sixth award, and the line L9 for providing a ninth 
award, are set to be active pay lines, in addition to the six lines, 
and three coins are input as credit medals, for example. 
0107 The game available in the present embodiment is a 
game in which a predetermined set of symbols are made along 
the active pay lines. 
0108 Furthermore, various types of display units, i.e., a 
payout display unit 48, a bet amount display unit 50, a stock 
credit amount display unit 51, and a credit amount display 
unit 49, are configured to be displayed, on the upper side of 
the liquid crystal display 30, in order from the left. As dis 
cussed below, the stock credit amount display unit 51 may or 
may not be provided. The payout display unit 48 is a compo 
nent for displaying the amount of the coins paid out when a 
specified combination of the symbols has been displayed 
alongany one the active pay lines for providing an award. The 
credit amount display unit 49 is a component for displaying 
the amount of coins retained in the gaming machine 13 in the 
form of a credit. The bet amount display unit 50 is a compo 
nent for displaying the bet amount, which is the amount of 
coins bet on the active pay lines. 
0109 FIG. 3 is a block diagram which shows an electrical 
configuration of the game controller 100 of the gaming 
machine 13. As shown in FIG. 3, the game controller 100 of 
the gaming machine 13 is a micro computer, and includes an 
interface circuit group 102, an input/output bus 104, a CPU 
106, ROM 108, RAM 110, a communication interface circuit 
111, a random number generator 112, a speaker driving cir 
cuit 122, a hopper driving circuit 124, a lamp driving circuit 
126, and a display/input controller 140. 
0110. The interface circuit group 102 is electrically con 
nected with the input/output bus 104, which carries out the 
input and output of data signals or address signals for the CPU 
106. 

0111. The start switch 25 is electrically connected with the 
interface circuit group 102. In the interface circuit group 102, 
a start signal generated by the start switch 25 is converted into 
a predetermined form of signal to be Supplied to the input/ 
output bus 104. 
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0112 Furthermore, the bet switch 23, the spin repeat bet 
switch 24, and the cash out switch 26 are connected to the 
interface circuit group 102. Each of the Switching signals 
output from these switches 23, 24, and 26 is also supplied to 
the interface circuit group 102, and is converted into a prede 
termined signal by the interface circuit group 102. The 
Switching signals thus converted are Supplied to the input/ 
output bus 104. 
0113. A coin sensor 43 is also electrically connected with 
the interface circuit group 102. The coin sensor 43 detects 
coins inserted into the coin insertion slot 22, and is disposed 
at an appropriate position relative to the coin insertion slot 22. 
The sensing signal output from the coin sensor 43 is also 
supplied to the interface circuit group 102, and is converted 
into a predetermined signal by the interface circuit group 102. 
The sensing signal thus converted is Supplied to the input/ 
output bus 104. 
0114. The ROM 108 and the RAM 110 are connected to 
the input/output bus 104. 
0115 The ROM 108 and the RAM 110 are connected to 
the input/output bus 104. Upon receipt of the game start 
operation instruction input through the start switch 25, the 
CPU 106 reads a game program, and executes the game. The 
game program has been programmed so as to instruct the 
CPU 106 to perform the following operation. That is to say, 
according to the game program, the CPU 106, via the display/ 
input controller 140, displays on the liquid crystal display 30 
an image of the five video reels commencing to Scroll the 
symbols that are disposed on the five video reels. Then, the 
CPU 106 displays an image of the five video reels stopping 
such that the combination of the symbols on these five video 
reels is rearranged, whereupon a new combination of the 
symbols is made along the active pay lines. In a case that a 
specified winning combination of the stationary symbols has 
been made along any one of the active pay lines, the CPU 106 
pays out a predetermined amount of coins corresponding to 
the specified winning combination. 
0116. The ROM 108 stores: a control program for central 
control of the gaming machine 13; a program for executing 
routines shown in FIG. 8 through FIG. 13 (which is referred 
to as the “routine execution program' hereafter); initial data 
for executing the control program; and various data tables 
used for determination processing. Note that the routine 
execution program includes the aforementioned game pro 
gram etc. On the other hand, examples of the data tables 
include tables such as those shown in FIGS. 14 through 17. 
The RAM 110 temporarily stores flags, variables, etc. used 
for the control program. 
0117. Furthermore, a communication interface circuit 111 
is connected to the input/output bus 104. The communication 
interface circuit 111 is a circuit for communicating with the 
central controller 11 etc., via the network 12 including vari 
ous types of networks such as a LAN. 
0118. The random number generator 112 for generating a 
random number is connected to the input/output bus 104. The 
random number generator 112 generates random numbers in 
a predetermined range of “0” to “65535” (two to the sixteenth 
power minus one), for example. Alternatively, an arrange 
ment may be made in which the CPU 106 generates a random 
number by computation processing. 
0119 The speaker drive circuit 122 for the speakers 41 is 
also electrically connected with the input/output bus 104. The 
CPU 106 reads the sound data stored in the ROM 108, and 
transmits the sound data thus read to the speaker driving 



US 2010/01.84504 A1 

circuit 122 via the input/output bus 104. In this way, the 
speakers 41 generate predetermined sound effects. 
0120. The hopper drive circuit 124 for driving the hopper 
44 is also electrically connected with the input/output bus 
104. Upon reception of a cash out signal input from the cash 
out switch 26, the CPU 106 transmits a driving signal to the 
hopper driving circuit 124 via the input/output bus 104. 
Accordingly, the hopper 44 pays out coins such that the 
amount thereof is equivalent to the current number of coins 
remaining as credits, which is stored in a predetermined 
memory area of the RAM 110. 
0121 Furthermore, instead of the payment of real coins, 
an arrangement may be made in which the credit data is stored 
in a data card or the like in the coin payment step. That is to 
say, with Such an arrangement, the player has his/her own 
card which serves as a storage medium. Upon the player 
inserting this card into the gaming machine 13, the data with 
respect to the credit is stored in the card. 
0122) The lamp drive circuit 126 for driving the decorative 
lamps 42a and 42bis also connected with the input/output bus 
104. The CPU 106 transmits the signal for driving the lamps 
according to the predetermined conditions based on the pro 
gram stored in the ROM 108 to the lamp driving circuit 126. 
Thus, decorative lamps 42a and 42bblinks and the like. 
0123. The display/input controller 140 is also connected to 
the input/output bus 104. The CPU 106 creates an image 
display command corresponding to the state and results of the 
game, and outputs the image display command thus created to 
the display/input controller 140 via the input/output bus 104. 
Upon reception of the image display command input from the 
CPU 106, the display/input controller 140 creates a driving 
signal for driving the liquid crystal display 30 according to the 
image display command thus input, and outputs the driving 
signal thus created to the liquid crystal display 30. As a result, 
a predetermined image is displayed on the liquid crystal dis 
play 30. The display/input controller 140 transmits the signal 
input through the touch panel 32 provided on the liquid crys 
tal display 30 to the CPU 106 via the input/output bus 104 in 
the form of an input signal. In addition, the image display 
command includes commands corresponding to a payout dis 
play unit 48, a credit amount display unit 49, a bet amount 
display unit 50, and a stock credit amount display unit 51. 
0.124 FIG. 4 is a block diagram which shows an electrical 
configuration of a display/input controller 140 of the gaming 
machine 13. The display/input controller 140 of the gaming 
machine 13 is a Sub-microcomputer for performing image 
display processing and input control for the touch panel 32. 
The display/input controller 140 includes an interface circuit 
142, an input/output bus 144, a CPU 146, ROM 148, RAM 
150, a VDP 152, video RAM 154, image data ROM 156, a 
driving circuit 158, and a touch panel control circuit 160. 
0.125. The interface circuit 142 is connected to the input/ 
output bus 144. The image display command output from the 
CPU 106 of the game controller 100 is supplied to the input/ 
output bus 144 via the interface circuit 142. The input/output 
bus 144 performs input/output of data signals or address 
signals to and from the CPU 146. 
0126. The ROM 148 and the RAM 150 are connected to 
the input/output bus 144. The ROM 148 stores a display 
control program for generating a driving signal, which is to be 
Supplied to the liquid crystal display 30, according to an 
image display command received from the CPU 106 of the 
game controller 100. On the other hand, the RAM 150 stores 
flags and variables used in the display control program. 
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I0127. The VDP 152 is connected to the input/output bus 
144. The VDP 152 includes a so-called sprite circuit, a screen 
circuit, a palette circuit, etc., and can perform various types of 
processing for displaying images on the liquid crystal display 
30. With Such an arrangement, the components connected to 
the VDP 152 include: the video RAM 154 for storing image 
data according to the image display command received from 
the CPU 106 of the game controller 100; and the image data 
ROM 156 for storing various types of image data including 
the aforementioned image data for visual effects etc. Further 
more, the driving circuit 158 for outputting a driving signal 
for driving the liquid crystal display 30 is connected to the 
VDP 152. 

0128. The CPU 146 instructs the video RAM 154 to store 
the image data which is to be displayed on the liquid crystal 
display 30 according to the image display command received 
from the CPU 106 of the game controller 100 by reading the 
display control program stored in the ROM 148 and by 
executing the program thus read. Examples of the image 
display commands include various types of image display 
commands including the image display commands for visual 
effects, etc. 
I0129. The image data ROM 156 stores various types of 
image data including the image data for visual effects, etc. 
0.130. The touch panel control circuit 160 transmits the 
signals input via the touch panel 32 provided on the liquid 
crystal display 30 to the CPU 106 via the input/output bus 144 
in the form of an input signal. 
I0131 FIG. 5 is a block diagram which shows an electrical 
configuration of the controller 200 of the central controller 
11. As shown in FIG. 5, the central controller 11 comprises 
the controller 200 of the central controller 11 and several 
peripheral devices. Furthermore, a plurality of gaming 
machines 13 is connected to the central controller 11 via the 
communication interface circuit 212 of the central controller. 

(0132. Furthermore, the controller 200 of the central con 
troller 11 includes an input/output bus 204, a CPU206, ROM 
208, RAM 210, a communication interface circuit 212, a 
timer 214, a game controller 218, and a display controller 
220. 

0133. The ROM 208 and the RAM 210 are connected to 
the input/output bus 204. 
I0134. The CPU 206 performs various types of processing 
according to an input signal Supplied from each of the gaming 
machines 13, and data and programs stored the ROM 208 and 
the RAM 210. Furthermore, the CPU206 transmits command 
signals to the gaming machines 13 based upon the results of 
the processing thus performed. Thus, the CPU 206 centrally 
controls each of the gaming machines 13, thereby advancing 
the game. 
0.135 The ROM 208 comprises semiconductor memory or 
the like, for example. The ROM 208 stores a program for 
providing basic functions of the center controller 11 and a 
program for centrally controlling each of the slot machines 
13. 

I0136. On the other hand, the RAM 210 temporarily stores 
data regarding the results of the processing executed by the 
CPU 206, etc. 
0.137 Furthermore, a game controller 218 is also con 
nected to the input/output bus 204. CPU 206 receives a start 
signal transmitted via the communication interface circuit 
212, and performs controlling a slot game cased on the data 
and programs stored in the ROM 208 and the RAM 210. 
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Specifically, the CPU 206 controls displaying images that a 
Video reel is being rotated and stopped, and also controls 
outputting sounds. 
0138 Furthermore, the display controller 220 is con 
nected to the input/output bus 204. The CPU 206 performs 
various types of processing based upon the data and programs 
Stored in the ROM 208 and the RAM 210. The CPU 206 
controls the monitor 16 and captures images based upon the 
results of the processing thus performed. 
0.139. A hard disk 17 is also connected to the input/output 
bus 204. The CPU 206 stores such as data of the amount of 
stock (described later) in the hard disk 17. 
0140 FIG. 6 shows symbol lines on which 21 symbols 
arranged on each video reel 3A to 3E are represented. The 
symbol line for the first video reel corresponds to the video 
reel 3A. The symbol line for the second video reel corre 
sponds to the video reel 3B. The symbol line for the third 
video reel corresponds to the video reel 3C. The symbol line 
for the fourth video reel corresponds to the video reel3D. The 
symbol line for the fifth video reel corresponds to the video 
reel 3E. 

0141 Referring to FIG. 6, code numbers of “00” to “20” 
are referred to for each symbol of video reels 3A to 3E. These 
code numbers are converted to data in a data table so as to be 
Stored in the ROM 108 and the ROM 208. 

0142. On each video reel 3A to 3E, a symbol line is rep 
resented with symbols as follows: “Bonus’ symbol (symbol 
61) (hereafter, “Bonus'), “Wild” symbol (symbol 62) (here 
after, “Wild”), “Treasure Chest” symbol (symbol 63) (here 
after, “treasure chest”), “Golden Mask” symbol (symbol 64) 
(hereafter, “Golden Mask')”, “Holy Grail” symbol (symbol 
65) (hereafter, “Holy Grail”), “Compass and Map” symbol 
(symbol 66) (hereafter, “Compasses and Map”), “Snake' 
symbol (symbol 67) (hereafter, “Snake'), ‘Ace’ symbol 
(symbol 68) (hereafter, Ace”), “King' symbol (symbol 69) 
(hereafter, “King'), “Queen' symbol (symbol 70) (hereafter, 
“Queen'), “Jack” symbol (symbol 71) (hereafter, “Jack”), 
and “10” symbol (symbol 72) (hereafter, “10). The symbol 
line of each video reel 3A to 3E displays an image moving in 
the direction of the arrow in FIG. 6 (moving below from the 
top) by displaying an image that the each video reel 3A to 3E 
is being rotated in a forward direction. 
0143 Here in the present embodiment, each combination 
of “Bonus”, “Wild”, “Treasure Chest”, “Golden Mask', 
“Holy Grail”, “Compass and Map”, “Ace”, “King”, “Queen', 
"Jack' and “10' is set as an award combination. A combina 
tion (combination data) is control information which relates 
credits provided to a player (the amount of payout of coins) to 
a combination of an award combination, and which is used for 
stop control of each video reel 3A through 3E, change (shift) 
of a game state, provision of coins, and the like. 
0144. In addition, a game which causes symbols to be 
achieved along an active pay line can be performed in the 
present embodiment. 
0145 FIG.7 shows a symbol arrangement table. The sym 
bol arrangement table relates the code number indicating the 
position of each symbol which constitutes the symbol lines to 
each symbol of the respective video reels 3A to 3E, and then 
registers them. In addition, the first video reel through the fifth 
video reel corresponds to the video reels 3A to 3E, respec 
tively. In other words, the symbol arrangement table includes 
symbol information corresponding to the symbol position 
(the code number) of video reels 3A to 3E. 
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0146 FIG. 8 is a flowchart which shows a processing flow 
in a game of the gaming machine 13 executed by the game 
controller 100 of the gaming machine 13 according to the 
embodiment of the present invention. The one routine shown 
in FIG. 8 corresponds to one unit of the game. 
0147 Furthermore, let us say that the gaming machine 13 

is started up beforehand. Furthermore, let us say that the 
variables used in the CPU 106 included in the game controller 
100 have been initialized to predetermined values, thereby 
providing the normal operation of the gaming machine 13. 
0148 First, the CPU 106 included in the game controller 
100 determines whether or not any credit remains, which 
corresponds to the remaining amount of coins inserted by the 
player (Step S1). More specifically, the CPU 106 reads a 
credit amount C stored in the RAM 110, and executes pro 
cessing according to the credit amount C. When the credit 
amount C equals “0” (NO in Step S1), the CPU 106 termi 
nates the routine without executing any processing, since it 
cannot starta game. When the credit amount C is not less than 
“1” (YES in Step S1), the CPU 106 determines that coins 
remain as credits, and the CPU 106 moves the processing to 
Step S2. 
0149. In Step S2, the CPU 106 determines whether or not 
a pushing operation has been executed on the spin bet repeat 
switch 24. When the switch 24 has been pushed and the CPU 
106 receives a signal from the switch 24 (YES in Step S2), the 
CPU 106 moves the process to Step S13. On the other hand, 
when the CPU 106 does not receive the operation signal from 
the switch 24 after a predetermined period of time elapses 
(NO in Step S2), the CPU 106 determines that the switch 24 
has not been pushed and moves the processing to Step S3. 
0150. In the following Step S3, the CPU 106 sets the game 
conditions. Specifically, the CPU 106 determines the amount 
of coins bet on the active pay lines in this game based on the 
operation of the bet switch 23. Then, the CPU 106 determines 
the betamount to be bet on the active pay lines based upon the 
number of signals that indicate operation of the bet switch 23 
have been received, and stores the bet amount thus deter 
mined in a predetermined memory area of the RAM 110. The 
CPU 106 reads the credit amount C stored in a predetermined 
memory area of the RAM 110, and subtracts the total bet 
amount, which is the sum of the bet amounts, from the credit 
amount C thus read. Then, the CPU 106 stores the subtracted 
value in a predetermined memory area of the RAM 110. 
Subsequently, the CPU 106 moves the processing to Step S4. 
0151. In the following Step S4, the CPU 106 determines 
whether the start switch 25 has been activated, and then waits 
for the start switch 35 to be operated. Upon the start switch 25 
being operated, and accordingly, upon the operation signal 
being input from the start switch 25 (in a case of “YES in the 
determination processing in Step S4), the CPU 106 deter 
mines that the start switch 25 has been operated, and the flow 
proceeds to Step S5. 
0152. On the other hand, in Step S13, the CPU 106 deter 
mines whether or not the amount of credits C is equal to or 
greater than the total bet number in a previous game. In other 
words, the CPU 106 determines whether or not it can start a 
game in response to a pushing operation executed on the spin 
repeat bet Switch 24. Specifically, in a case that the spin repeat 
bet Switch 24 has been pushed, and accordingly, in a case that 
the operation signal has been input from the Switch 24, the 
CPU 106 reads the credit amount Cand the betamount bet on 
each of the active pay lines L1 to L9 in the previous game 
stored in the predetermined memory areas of the RAM 110. 
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Then, the CPU 106 determines whether or not the aforemen 
tioned credit amount C is equal to or greater than the total bet 
amount bet in the previous game based upon the relation 
between the credit amount C and the bet amount thus read. 
When the CPU 106 determines that the amount of credits C is 
less than the total bet number (NO in Step S13), the CPU 106 
terminates the routine without any process, because it cannot 
starta game. On the other hand, in a case where determination 
has been made that the amount of credit C is at least the total 
betamount bet in the previous game (in a case of “YES in the 
determination processing in Step S13), the CPU 106 subtracts 
the total betamount bet in the previous game from the amount 
of credits C, and stores the subtracted value in a predeter 
mined area of the RAM 110. Subsequently, the CPU 106 
moves the processing to Step S5. 
0153. In the following Step S5, the CPU 106 performs 
combination determination processing. Specific description 
is made below regarding the combination determination pro 
cessing. 
0154. In the aforementioned combination determination 
processing, first, the CPU 106 determines the combinations 
of the stationary symbols along the aforementioned active 
pay lines. Specifically, the CPU 106 issues a command for the 
random number generator 112 to generate a random number, 
thereby extracting a random numberina predetermined range 
(in a range of “0” to “65535” in the present embodiment) 
generated by the random number generator 112. The CPU 
106 stores the random number thus extracted in a predeter 
mined memory area of the RAM 110. It should be noted that 
a description is provided in the present embodiment regarding 
an arrangement in which the random number is generated by 
the random number generator 112, which is a separate com 
ponent from the CPU 106. In addition, an arrangement may 
be made in which the random number is generated by com 
putation processing by the CPU 106 without involving the 
random number generator 112. Specifically, a random num 
ber is generated by computation processing by the CPU 106 
when the central controller executes. The CPU 106 reads a 
random number table, and a specified combination table for 
providing an award, each of which is stored in the ROM 108. 
Then, the CPU 106 stores the random number table and the 
specified combination table thus read in a predetermined 
memory area of the RAM 110. Note that the CPU 106 con 
trols display of the stationary symbols for each reel based 
upon the aforementioned random number table. Furthermore, 
the CPU 106 reads the random number table and the specified 
combination table for providing an award stored in the pre 
determined area of the RAM 110. Then, the CPU 106 deter 
mines the combination of the stationary symbols with respect 
to the aforementioned active pay lines with reference to the 
aforementioned random number table as a parameter, using 
the random number stored in the predetermined memory 
region of the RAM 110. Upon determination of specified 
combinations for providing an award, the CPU 106 stores the 
specified combination data for providing an award thus deter 
mined in a predetermined memory area of the RAM 110. 
Then, the CPU 106 reads the random number and the speci 
fied combination data for providing an award stored in the 
predetermined memory area of the RAM 110, and determines 
the combination of the symbols displayed to be stationary 
based upon the random number and the specified combina 
tion data for providing an award thus read. In this stage, a 
symbol arrangement table stored in the ROM 108 is read by 
the CPU 106. The symbol arrangement table thus read is 
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stored in a predetermined memory area of the RAM 110, and 
used as reference data. The CPU 106 stores the data for the 
stationary symbols thus determined in a predetermined 
memory area of the RAM 110. Alternatively, an arrangement 
may be made in which the stationary symbols are determined 
for each reel using the aforementioned random number table. 
0.155. Upon determination of the combination of the sta 
tionary symbols with respect to the active pay lines, the CPU 
106 determines whether the combination of the stationary 
symbols with respect to the active pay lines matches any one 
of the specified combinations for providing an award. In a 
case where the combination of the stationary symbols with 
respect to the active pay lines matches any one of the specified 
combinations for providing an award, the CPU 106 activates 
a flag, which indicates that the player has won the award that 
corresponds to the kind of specified combination for provid 
ing an award, in order to provide the award that corresponds 
with the specified combination of symbols with respect to the 
active pay lines for providing the award. The activated flag, 
which indicates the player has won an award, is stored in a 
predetermined area of the RAM 110 according to the instruc 
tion from the CPU 106. On the other hand, in a case where the 
combination of the stationary symbols with respect to the 
active pay lines matches any one of the other combinations, 
i.e. the losing combinations, the CPU 106 does not activate 
the flag which indicates that the player has won an award. 
Subsequently, the CPU 106 moves the process to Step S6. 
0156. In the following Step S6, the CPU 106 instructs the 
video reels 3A through 3E to start to rotate. Specifically, the 
CPU 106 displays an image which shows the video reels 3A 
to 3E rotating, in sequence or simultaneously, based upon the 
symbol arrangement table stored in the RAM 110. 
0157. Upon displaying the image which shows the video 
reels 3A to 3E starting to rotate, the CPU 106 waits for a 
predetermined period of time to elapse (Step S7). After the 
predetermined period of time has elapsed (in a case of “YES 
in the determination processing in Step S7), the CPU 106 
instructs the video reels 3A to 3E to automatically stop rotat 
ing (Step S8). Specifically, the CPU 106 displays an image 
which shows the video reels 3A to 3E stopping rotation in 
sequentially or simultaneously such that the stationary sym 
bols, which correspond to the specified combinations for 
providing an award determined in the Step S5, are displayed 
within a display region that has a visually interactive relation 
ship with the player. Subsequently, the CPU 106 moves the 
process to Step S9. 
0158. In the following Step S9, the CPU 106 determines 
whether or not a predetermined symbol combination has been 
formed based upon the results of the combination determina 
tion processing performed in Step S5. Specifically, the CPU 
106 makes this determination based upon the state of the flag 
that indicates whether the player has won an award with 
respect to the active pay lines stored in the predetermined 
memory area of the RAM 110. In a case that the flag, which 
indicates that the player has won an award, has not been 
activated, i.e., in a case that the symbol combination matches 
any one of the “other combinations, which are combinations 
other than the specified combinations for providing an award 
(in a case of “NO” in the determination processing in Step 
S9), the CPU 106 determines that the specified combination 
for providing an award has not been formed, and ends this 
routine. On the other hand, in a case that the flag, which 
indicates that the player has won an award, has been activated, 
i.e., in a case that the symbol combination matches any one of 
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the combinations other than the “other combinations (in a 
case of “YES in the determination processing in Step S9). 
the flow proceeds to Step 10 according to the instruction from 
the CPU 106. 
0159. In a case where the flow has proceeded to Step S10, 
the CPU 106 pays out the amount of coins corresponding to 
the aforementioned specified combination for providing an 
award. Specifically, the CPU 106 calculates the number of 
coins to be paid out that corresponds to the specified symbol 
combination that provides the award with reference to the 
payout table. The CPU 106 reads the credit amount stored in 
the predetermined memory area of the RAM 110. Then, the 
CPU 106 calculates the sum total amount of coins to be paid 
out thus calculated and the credit amount thus read, and stores 
the Sum thus calculated in a predetermined memory area of 
the RAM 110. The CPU 106 displays the sum thus stored on 
the credit amount display unit 49. Subsequently, the flow 
proceeds to Step S11 according to the instruction from the 
CPU 106. 
(0160. In the following Step S11, the CPU 106 determines 
whether the symbol combination thus formed based upon 
processing for determining a combination performed in Step 
S5 is a “Bonus’. Specifically, in a case that the specified 
combination is "Bonus’ which provides an award (in a case of 
“YES” in the determination processing in Step S11), the CPU 
106 advances the flow to Step S12. On the other hand, in a 
case that the specified combination is not "Bonus’ which 
provides an award (in the case of determination of “NO” in 
the processing in Step S11), the CPU 106 ends the routine. 
0161 Upon moving the processing to Step S12, the CPU 
106 performs bonus processing. Then, the CPU 106 termi 
nates the routine. The bonus processing may perform a game 
which provides more credits to a player than a normal game. 
In other words, the CPU 106 performs a predetermined num 
ber of unit games as bonus games for bonus processing. 
0162 FIG. 9 is a flowchart showing free game processing 
which the CPU 106 performs. The free game enables pushing 
operations of a start switch 25 and a spin repeat bet switch 24 
without inserting a coin into the gaming machine 13. That is, 
a game can be played by the player without inserting a coin. 
(0163 The CPU 106 determines to terminate the bonus 
processing (Step S100). In a case where the CPU 106 deter 
mines to terminate the bonus processing, the CPU 106 per 
forms a unit game as a free game so as to start the free game 
(Step S101). In a case where the CPU 106 does not determine 
to terminate the bonus processing, the CPU 106 does not start 
the processing. Then, the CPU 106 determines whether a free 
game termination flag is activated or not (Step S102). In a 
case where the free game termination flag is activated, the 
CPU 106 terminates the free game (Step S103). For example, 
in a case where a predetermined number of unit games are 
terminated, the CPU 106 may store the free game termination 
flag in the RAM 110 so as to activate the free game termina 
tion flag. 
0164. Next, stock processing, stock generation process 
ing, and stock payout processing, which the gaming machine 
13 executes, are described based on FIGS. 10 to 13. The stock 
processing may be started when rotation of a reel is stopped 
(Step S9) in FIG. 8, or may be started during a free game after 
terminating the abovementioned bonus processing. 
(0165. The CPU 106 determines whether a stock generat 
ing flag is activated or not (Step S50). The stock generating 
flag is activated by Stock generation processing, which is 
described later. In a case where the Stock generating flag is 
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activated, the CPU 106 performs the number of stocks display 
processing/sound output processing by the liquid crystal dis 
play 30, the speaker 41, and the like (Step S51). The CPU 106 
turns the stock generating flag off after performing the num 
ber of Stocks display processing/sound output processing 
(Step S52). In a case where the stock generating flag is not 
activated, the CPU 106 moves the processing to Step S103. 
0166 Regarding the number of stocks display processing/ 
Sound output processing, the amount of stock accumulation, 
which is the amount of credits accumulated by a stock gen 
eration, may be displayed on the liquid crystal display 30 so 
as to inform a player. Alternatively, Sound data corresponding 
to the amount of stock accumulation may be output using the 
speaker 41. In other words, sound data with a low tone may be 
output in a case where the amount of stock accumulation is a 
great amount. In a case where the amount of Stock accumu 
lation is a small amount, Sound data with a high tone may be 
output. For example, in a case where sound data with a dif 
ferent tone is output without displaying the amount of Stock 
accumulation on the liquid crystal display 30, a player can 
infer the amount of Stock accumulation based on the Sound 
data output. Sound data for Stock Sound data may be one 
which is similar to the Sound that a coin is accumulated. Such 
as “ching”. Furthermore, the sound “ching with low tone 
may be output corresponding to the amount of stock accumu 
lation. Such sound data is stored in the RAM 110. 
(0167. In addition, although the CPU 106 turns the stock 
generating flag off at this point, the CPU may determine the 
display status of a stationary symbol based on the flag without 
turning it off. In other words, when the Stock generating flag 
is activated, the CPU 106 may display a combination in which 
symbols “S” indicating that a stock has been generated are 
stopped on a line L5 as shown in FIG. 20. Therefore, in the 
combination determination processing in Step S5, the CPU 
106 ensures the status of the stock generating flag (ON/OFF), 
and then may turn a payout flag off after determining to stop 
the symbols “S” on the line L5. 
(0168. In the following Step S53, the CPU 106 determines 
whether the payout continuation number (N) is zero or not. 
The payout continuation number (N) refers to the number of 
games in which the payouts determined in Stock payout pro 
cessing described later are continuously performed. 
(0169. In a case where the CPU 106 determines that the 
payout continuation number (N) is equal or greater than Zero, 
the CPU 106 performs stock payout processing (Step S54). 
The stock payout processing pays out the amount of payout 
determined in processing (Steps S34 and 35) described later 
to a player, and also subtracts the amount of credits paid out 
(the amount of payout) from the amount of Stock. Then, the 
CPU 106 subtracts N by 1, and terminates the processing 
(Step S55). It should be noted that the amount of payout as 
described above refers to the partial amount of credits which 
is paid out this time. In Step S53, in a case where N=0, the 
CPU 106 terminates the processing. When the abovemen 
tioned processing ends, the CPU 106 moves the processing to 
slot game processing in Step S9. 
0170 When performing the stock payout processing, an 
image and Sound for visual effects indicating the payout 
processing may be output by employing the liquid crystal 
display 30 and the speaker 41. 
0171 In addition, the CPU may determine the display 
status of a stationary symbol based on the flag based on 
criteria N>0. In other words, when the CPU 106 determines 
that N>0, the CPU 106 may display a combination in which 
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symbols “S” indicating that a stock is paid out are stopped on 
a line L5 as shown in FIG. 20 (Although the symbol “S” 
indicating that a stock is paid out is described the same as “S” 
that a stock is generated, a symbol indicating that a stock is 
paid out may be different from a symbol indicating that a 
stock is generated). Therefore, in the combination determi 
nation processing in Step S5, the CPU 106 ensures the status 
of the stock generating flag (ON/OFF), and then may turn a 
payout flag off after determining to stop the symbols “S” on 
the line L5. 
0172 FIG. 11 is a flowchart showing a flow of stock gen 
eration processing that the CPU 106 performs. The stock 
generation processing is started by receiving a signal that the 
start switch is activated (Step S20). The CPU 106 performs 
processing for determining stock generation (Step S21). In 
processing for determining stock generation, the CPU 106 
determines the amount of stock accumulation based on a 
random number randomly extracted on a second random 
number table. The CPU 106 determines that a stock is gen 
erated if the amount of Stock accumulation is other than Zero 
(Step S22). In a case where a stock is not generated, the CPU 
106 terminates the processing. In a case where a stock is 
generated, the CPU 106 adds the amount of stock accumula 
tion to the current amount of stock, and performs stock accu 
mulation processing in which the amount of stock thus added 
in RAM 110 as the renewed amount of stock (Step S23) is 
stored. The amount of stock may be stored in the RAM 110 or 
a hard disk 17, which actualizes credit retaining memory. 
(0173 Next, the CPU 106 activates the stock generating 
flag, and terminates the processing (Step S24). Upon termi 
nating the processing, the CPU 106 moves the slot game 
processing to Step S5. 
0174 The amount of stock refers to the amount of credits 
that a stock generates and accumulates So as to be pooled. In 
other words, the amount of stock accumulated (the amount of 
stock accumulation) is determined by single stock genera 
tion, and thus the amount of stock accumulation cumulatively 
added is equal to the amount of stock. The amount of Stock 
thus accumulated is paid out at a predetermined amount in 
stock payout processing described later. 
0.175. The amount of stock is employed to bet in order to 
perform a game, and is set as the amount of credits which is 
separated from the amount of credits which can be constantly 
converted to coins and the like. The CPU 106 performs deter 
mining to allow the amount of Stock to be accumulated, 
determining to pay out the amount of Stock, and the like, 
which are Substantially separate from determining to achieve 
a bonus combination, for example. In addition, regarding the 
amount of stock, an initial value may not be Zero at the time of 
starting a game. The amount of stock at the time of starting a 
game may be, for example, 200 as a predetermined value. For 
example, upon Supplying power, the RAM 110 is configured 
to store a value200 as an initial value for the amount of stock 
stored beforehand in the hard disk. The initial value 200 may 
be set appropriately, Such as 50, 300, etc., as long as the value 
is high enough to be paid out as credit retaining memory, 
which is an initial resource in a first game upon Supplying 
power. 
0176 FIG. 12 is a flowchart showing stock payout pro 
cessing which the CPU 106 performs. The stock payout pro 
cessing is started by receiving a signal that a start Switch 25 
has been activated. The CPU 106 determines whether the 
amount of stock is zero or not (Step S30). In a case where the 
amount of stock is zero, the CPU 106 does not start to perform 
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payout processing since it cannot be paid out. In a case where 
the amount of stock is not zero, the CPU 106 performs pro 
cessing for determining whether payout is performed or not 
and the amount of payout. In other words, the CPU 106 
determines whether to perform payout based on the number 
determined by random numbers on a third random number 
table. Then, in a case of determining to perform payout, the 
CPU 106 determines the amount of payout based on the 
number determined by random numbers on the fourth random 
number (Step S31). Then, in a case where the CPU 106 
determines to perform payout (Step S32), the CPU 106 deter 
mines the payout continuation number (N) (Step S33). In 
other words, the CPU 106 determines the payout continuation 
number (N) based on the number determined by random 
numbers on the fifth random number. 
0177. In a preferred embodiment of the gaming machine 
13, the CPU 106 does not pay out all the amount of payout 
thus determined in Step S31 in the current game, but leaves a 
portion of payout so as to pay out in the number of a plurality 
of games executed Subsequently. 
0.178 Therefore, the number of continuation of payout 
refers to the number of games which continuously pay out the 
amount of credits thus determined in a case of payout in the 
number of a plurality of games. 
(0179 Next, the CPU 106 determines the amount of payout 
for each payout by subtracting the number of continuation N 
from the amount of payout thus determined (Step S34). 
0180. Then, the CPU 106 performs changing a back 
ground image corresponding to the number of continuation N 
thus determined (Step S35). As shown in FIG. 22, for 
example, the CPU 106 changes the color of the background 
image of a game displayed on the liquid crystal display 30 
into red, if the number of continuation N is 80. For example, 
the CPU 106 changes the color of the background image of a 
game displayed on the liquid crystal display 30 into blue, if 
the number of continuation N is 100. Consequently, a player 
is able to know the round number of continuation of payout by 
visually recognizing the background image. 
0181 FIG. 13 is a flowchart showing processing for deter 
mining continuation payout. As described above, payout pro 
cessing may necessarily be performed at N times of games 
after determination of the number of continuation N. Alter 
natively, the CPU 106 may determine whether to continue or 
not by random numbers for each unit game. 
0182. In other words, as shown in FIG. 13, whether or not 
to continue payout may be determined by random numbers in 
processing for determining continuation payout. 
0183 The processing for determining continuation payout 
may be started when rotation of a reel is stopped (Step S9) in 
FIG.8. The CPU 106 determines whether the number of stock 
continuation N is equal to or greater than Zero or not (Step 
S40). In a case where the CPU 106 determines that the num 
ber of stock continuation N is greater than Zero, the CPU 106 
performs processing for determining continuation probabil 
ity (Step S41). The continuation probability refers to the 
probability to continue payout when the CPU 106 determines 
whether to continue payout or not. The CPU 106 determines 
the continuation probability based on the number determined 
by random numbers on a sixth random number table. Then, 
the CPU 106 determines whether to continue payout or not 
based on the continuation probability thus determined (Step 
S42). For example, when the continuation probability is 
determined to be 80%, the probability which payout is deter 
mined to be continued is 80%. Therefore, in a case where the 
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random number which the CPU 106 determines again is in a 
range of “0” to “58982, the CPU 106 determines to continue 
payout. In a case where the random number is in a range of 
“58983 to “65536, the CPU 106 determines not to continue 
payout. 
0184. In a case where the CPU 106 determines not to 
continue payout, the CPU 106 terminates the processing. In a 
case where the CPU 106 determines to continue payout, the 
CPU 106 sets the number of continuation of payout to zero, 
and terminates the processing (Step S44). 
0185 FIG. 14 shows a first random number table, which is 
referred to in the slot game described in FIG. 8. In the first 
random number table, a range of random numbers and the 
probability of winning are registered in association with each 
of the specified winning combinations. With Such an arrange 
ment, a random number is extracted in a range of “0” to 
“65535”. Accordingly, in the combination determination pro 
cessing (Step S5 in FIG. 8), in a case where a random number 
has been extracted in a range of “0” to “29, for example, 
determination is made in the gaming machine 13 that a speci 
fied winning combination which provides a “BONUS’ award 
is to be provided as the final result of the game. In other words, 
the probability is “30/65536” that the combination of the 
stationary symbols matches a specified combination for pro 
viding the “BONUS’ award. Furthermore, in a case where a 
random number falling in a range of “3000 to “3999” is 
extracted from a range of numbers “0” to “65535”, for 
example, an internal component of the gaming machine 13 
determines to generate a specified combination for providing 
a “K” award as the final result of the game. In other words, the 
probability is “1000/65536” that the combination of the sta 
tionary symbols matches a specified combination for provid 
ing the “K” award. On the other hand, in a case where a 
random number falling in a range of “10000 to “65535” is 
extracted from a range of numbers “0” to “65535, the inter 
nal component of the slot machine 13 determines to generate 
other combinations, i.e. losing combinations, as the final 
results of the game. In other words, the probability is "55536/ 
65536' that the combination of the stationary symbols 
matches any one of the losing combinations. 
0186 FIG.15 shows a second random numbertable which 

is referred to in Stock generation processing. The amount of 
stock accumulation is determined corresponding to a random 
number value that the CPU 106 generates. When the amount 
of stock accumulation is Zero, the stock is not accumulated. 
0187 FIG.16 shows a third random number table which is 
referred to in stock payout processing. Whether credits are 
paid out or not is determined based on a random number value 
that the CPU 106 generates. 
0188 FIG. 17 shows a fourth random number table which 

is referred to in stock payout processing. Based on a total 
amount of the amount of stock (a total amount of credits 
stored in a credit retaining memory), the amount to be paid 
out is determined based on a random number value that the 
CPU 106 generates. In the determination of the amount of 
payout, not the predetermined amount, but a percentage may 
be employed. In other words, the amount of payout may be 
determined to be, for example, 80%, 50%, and the like of the 
total amount thus stored. In this case, a list of percentages on 
the fourth random number table is a list of the predetermined 
percentage. 
(0189 FIG. 18 shows a fifth random number table which is 
referred to in Stock payout processing. The number of con 
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tinuation N of payout is determined based on a random num 
ber generated by the CPU 106. 
0.190 FIG. 19 shows a sixth random number table which is 
referred to in processing for determining continuation pay 
out. A continuation payout is determined based on a random 
number generated by the CPU 106. 
(0191 In addition, in these random number tables, 
although the CPU 106 determines a random number value 
respectively for each table and refers to each random number 
table, the random number values determined by the CPU 106 
may be employed in another random number table. 
0.192 FIGS. 20 through 24 are examples of images dis 
played of a game in the gaming machine 13 according to an 
embodiment of the present invention. FIG. 20 is an example 
showing symbols “S” indicating that a stock is generated as a 
combination on the liquid crystal display 30 and an example 
showing the amount of stock on the Stock credit amount 
display unit 51. In addition, FIG. 20 is an example showing a 
stock accumulation amount display unit 52 for displaying the 
amount of stock accumulation. 
0193 In FIG. 20, since the amount of stock accumulation 
acquired is 500, the amount of Stock accumulation thus 
acquired is displayed on the liquid crystal display 30 and the 
stock accumulation amount display unit 52. 
0194 On the other hand, in FIG. 21, although the amount 
of Stock accumulation acquired is 500, the amount of Stock 
accumulation thus acquired is not displayed on the liquid 
crystal display 30. Furthermore, the stock accumulation 
amount display unit 52 in the example of FIG. 21 is not 
present. In this case, a player cannot recognize the amount of 
stock accumulated eventhough a stockhas been generated. In 
this situation, the CPU 106 outputs from the speaker 41 a 
Sound corresponding to Sound data (for example, artificial 
Sound Such as "ching, which evokes an image that a coin is 
actually inserted into a coin box so as to be accumulated), 
which the CPU 106 selects based on the amount of stock 
accumulation, and whereby a player can determine or infer 
the amount of stock accumulation based on the sound data 
output. 
0.195 FIG. 22 is a displayed image showing that a back 
ground image of a game has been changed. In other words, 
FIG.22 is an example of a displayed image in which the color 
of the background image is changed corresponding to the 
number of Stock continuation in stock payout processing in 
Step S35. For example, the CPU 106 changes the color of the 
background image of a game displayed on the liquid crystal 
display 30 into red, if the number of continuation N is 80. For 
example, the CPU 106 changes the color of the background 
image of a game displayed on the liquid crystal display 30 
into blue, if the number of continuation N is 100. Conse 
quently, a player is able to know the round number of con 
tinuation of payout by visually recognizing the background 
image. 
0.196 FIG. 23 is a diagram showing an example of images 
displayed on the liquid crystal display 30 when the amount of 
stock is continuously paid out. In this case, an amount of 
payout of 50 is paid out. 
0.197 FIG. 24 is a diagram showing an example of images 
displayed in the liquid crystal display 30 in a case where the 
CPU 106 does not determine to pay out continuously in 
processing for determining continuation payout. 
(0198 FIGS. 25(1) to 25(3) are displayed images showing 
that a generated Stock is paid out continuously when the stock 
is generated in stock generation processing. In a case where 
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the CPU 106 determines to pay out continuously in a subse 
quent game where the amount of stock is 5450 and the amount 
of credits of a player is 500, which is shown in FIG.25(1), the 
amount of stock then becomes 5400 and the amount of credits 
becomes 550 by paying out 50 credits as shown in FIG. 25(2). 
In addition, in a case where the CPU 106 determines to pay 
out continuously in the Subsequent game, the amount of stock 
then becomes 5350 and the amount of credits becomes 600 by 
paying out 50 credits as shown in FIG. 25(3). Thus, paying 
out continuously over the plurality of games allows the player 
to expect payouts continuously in future games, thereby 
offering an enhanced sense of expectation to the player. 
0199 FIG. 26 is a block diagram showing a configuration 
of a gaming system 1. In the gaming system 1 shown in FIG. 
1, a network 12 is connected with a plurality of gaming 
machines 13 and a central controller 11. The central control 
ler 11 includes the configuration illustrated in FIG. 5. The 
central controller 11 receives data related to the amount of 
stock received from the gaming machine 13 So as to store the 
data in the hard disk 17. Therefore, it is possible to control 
remotely the amount of Stock for each gaming machine 13. 
0200. It should be noted that the advantages described in 
association with the embodiments of the present invention are 
merely a listing of advantages of the present invention, and 
that the advantages of the present invention are by no means 
restricted to those described in connection with the embodi 
ments of the present invention. While the embodiments of the 
present invention have been described and illustrated above, it 
is to be understood that they are exemplary of the invention 
and are not to be considered to be limiting. Additions, omis 
sions, Substitutions, and other modifications can be made 
thereto without departing from the spirit or scope of the 
present invention. Accordingly, the invention is not to be 
considered to be limited by the foregoing description and is 
only limited by the scope of the appended claims. For 
example, the present invention can be widely applied to a card 
game, a table game Such as mahjong, and the like, as well as 
a slot machine game as a gaming machine. It is apparent to 
one skilled in the art that the various changes and modifica 
tions may be included within the technical scope of the 
appended claims. 

1. A gaming machine, comprising: 
a game controller for providing a predetermined amount of 

credits to a player for each award in a case where a game 
is started after the player inputs a bet and a game result 
causing an award to be provided to the player occurs; 
and 

a display device for displaying the game result to the 
player, 

wherein the game controller is configured to perform the 
operations of 

(a) determining whether to store a predetermined amount 
of credits in a credit retaining memory installed either 
inside or outside the game controller in a unit game 
where processing for determining whether to provide an 
award to the player is performed, and, in a case of deter 
mining to store the amount of credits, storing the amount 
of credits which is the amount of credits thus determined 
cumulatively added to the amount of credits stored in the 
credit retaining memory; 

(b) in a case of determining to store the amount of credits in 
the credit retaining memory, displaying the amount of 
credits thus determined on the display device; 
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(c) determining whether or not to provide a portion of a 
total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing 
for determining whether to provide the award to the 
player is performed; and 

(d) in a case of determining to provide a portion of the total 
amount of credits stored in the credit retaining memory 
to the player, providing a portion of the total amount of 
credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus pro 
vided to the player from the amount of the total amount 
of credits stored in the credit retaining memory. 

2. A gaming machine, comprising: 
a game controller for providing a predetermined amount of 

credits to a player for an award in a case where a game is 
started after the player inputs a bet and a game result 
causing the award to be provided to the player occurs; 
and 

a display device for displaying the game result to the 
player, 

wherein the game controller is configured to perform the 
operations of 

(e) determining whether to store a predetermined amount 
of credits in a credit retaining memory installed either 
inside or outside the game controller in a unit game 
where processing for determining whether to provide an 
award to the player is performed, and, in a case of deter 
mining to store the amount of credits, storing the amount 
of credits which is the amount of credits thus determined 
cumulatively added to the amount of credits stored in the 
credit retaining memory; 

(f) determining whether or not to provide a portion of a 
total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing 
for determining whether to provide the award to the 
player is performed; 

(g) in a case of determining to provide a portion of the total 
amount of credits stored in the credit retaining memory 
to the player, providing the portion of the total amount of 
credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus pro 
vided to the player from the amount of the total amount 
of credits stored in the credit retaining memory; and 

(h) determining to provide the portion of the total amount 
of credits to the player over a plurality of numbers of 
games after a unit game in the unit game or until a 
Subsequent unit game is started. 

3. A gaming machine according to claim 2, 
wherein the game controller is configured to further per 

form the operations of displaying the amount of credits 
thus determined on the display device in a case of deter 
mining to store the amount of credits in the credit retain 
ing memory. 

4. A gaming machine according to any one of claim 1 
through claim 3, 

wherein the game controller is configured to perform a 
processing of a bonus game where relatively more cred 
its are provided to a player than a normal game and 
perform operations of (a) to (d) or (e) to (h) after the 
bonus game is completed, in a case where a predeter 
mined condition is satisfied. 

5. A gaming machine according to any one of claim 1 
through claim 3, 
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of credits which is the amount of credits thus determined 
cumulatively added to the amount of credits stored in the 
credit retaining memory; 

(b) in a case of determining to store the amount of credits in 
the credit retaining memory, displaying the amount of 
credits thus determined on the display device; 

(c) determining whether or not to provide a portion of a 
total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing 
for determining whether to provide the award to the 
player is performed; and 

(d) in a case of determining to provide a portion of the total 
amount of credits stored in the credit retaining memory 
to the player, providing a portion of the total amount of 
credits stored in the credit retaining memory to the 

wherein a unit game where the game controller performs 
the operation (g) or (d) of providing a portion of the total 
amount of credits to the player is a free game where a 
game can be started without using a credit. 

6. A gaming machine according to claim 1, 
wherein the game controller is configured to determine 

whether to provide a portion of the total amount of 
credits to the player in Such a manner that the portion of 
the total amount of credits is provided to the player over 
a plurality of numbers of games after the game, in a case 
of determining to provide the portion of the total amount 
of credits to the player. 

7. A gaming machine according to claim 6, 
wherein the game controller is configured to determine 

whether to provide a portion of the total amount of 
credits to the player overa plurality of numbers of games 
after the game based on a numeric value determined by 

player and Subtracting the amount of credits thus pro 
vided to the player from the amount of the total amount 
of credits stored in the credit retaining memory. 

random numbers. 12. A method of playing a game, comprising processing 
8. A gaming machine according to claim 7. for: 
wherein, in a case of providingaportion of the total amount (e) determining whether tO store a predetermined amount 

of credits to the player over a plurality of numbers of of credits 1. a credit retaining memory installed either 
games after the game, the game controller is configured inside or outside the game controller in a unit game 
to determine whether to provide the portion continu- where processing for determining whether to provide an 
ously at a predetermined probability using a random award to the player is performed, and, in a case of deter 
number, and further to determine a probability whether mining to store the amount of credits, storing the amount 
to provide the portion based on a random number. of credits which is the amount of credits thus determined 

9. Agaming machine according any one of claim 1 to claim cumulatively added to the amount of credits stored in the 
credit retaining memory; 

(f) determining whether or not to provide a portion of a 
total amount of credits stored in the credit retaining 
memory to the player in a unit game where processing 
for determining whether to provide the award to the 
player is performed; 

(g) in a case of determining to provide a portion of the total 
amount of credits stored in the credit retaining memory 

8, 
wherein a game which the gaming machine executes is a 

slot machine game, and wherein the unit game refers to 
a game with one unit during which the player bets a 
credit, so that a reel is rotated and then stopped. 

10. A gaming machine according to claim 2, 
wherein the game controller outputs Sound data corre 

sponding to the amount of credits provided to the player 
when a portion of the total amount of credits is provided 
to the player. 

to the player, providing the portion of the total amount of 
credits stored in the credit retaining memory to the 
player and Subtracting the amount of credits thus pro 

11. A method of playing a game, comprising processing vided to the player from the amount of the total amount 
for: of credits stored in the credit retaining memory; and 

(a) determining whether to store a predetermined amount (h) determining to provide the portion of the total amount 
of credits in a credit retaining memory installed either of credits to the player over a plurality of numbers of 
inside or outside the game controller in a unit game games after a unit game in the unit game or until a 
where processing for determining whether to provide an Subsequent unit game is started. 
award to the player is performed, and, in a case of deter 
mining to store the amount of credits, storing the amount ck 


