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FIG. 8 
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FIG. 10 
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FIG. 11 
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FIG. 12 
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FIG. 13 
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FIG. 15 
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BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming device, 
Such as a slot machine, for a game to be played using bet 
money Such as a coin, and to a control method of the gaming 
device. 

0004 2. Description of the Related Art 
0005. In a facility in which a gaming device (for example, 
refer to Patent Documents 1 to 44) such as a slot machine is 
placed, a player bets bet money Such as a coin or a bill on the 
gaming device, and thereby can play a game provided by the 
gaming device. 
0006 For example, every time when the player bets the bet 
money on the slot machine, and presses a start Switch, the slot 
machine executes a unit game in which a plurality of symbols 
arranged on a display are rearranged. Then, when a combi 
nation of the symbols rearranged on the display becomes a 
predetermined combination, the slot machine pays out money 
corresponding to the predetermined combination. 
0007 Moreover, the slot machine also provides payout 
called jackpot. Specifically, the slot machine reserves, as 
money for the jackpot, a part of the bet money bet on the slot 
machine. Then, at predetermined timing, the slot machine 
decides whether or not to pay out the money for the jackpot, 
and pays out the reserved money for the jackpot in the case of 
deciding to pay out the money. 
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SUMMARY OF THE INVENTION 

0.052 Agaming device according to a first aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided; and a controller 
that operates: (a) to perform a control to repeatedly execute 
the unit games; (b) to perform a control to invalidate the plural 
types of reference numbers in order from a smaller one in 
value every time when a predetermined reset condition is 
satisfied; (c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution number 
of unit games has reached any of the reference numbers which 
are valid; (e) to provide a payout when it is determined that the 
stored execution number of unit games has reached any of the 
valid reference numbers; and (f) to invalidate the reference 
number reached by the stored execution number of unit 
gameS. 

0053 Agaming device according to a second aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural types 
of payout amounts; and a controller that operates: (a) to 
repeatedly execute the unit games; (b) to perform a control to 
invalidate the plural types of reference numbers in order from 
a smaller one in value every time when a predetermined reset 
condition is satisfied; (c) to store each execution number of 
unit games; (d) to determine whether or not the stored execu 
tion number of unit games has reached any of the reference 
numbers which are valid; (e) when it is determined that the 
stored execution number of unit games has reached any one 
reference number of the valid reference numbers, to provide 
a payout of an amount corresponding to the one reference 
number; and (f) to invalidate the reference number reached by 
the stored execution number of unit games. 
0054 Agaming device according to a third aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided, and plural types of 
payout amounts in association with each other, and a control 
ler that operates: (a) to perform a control to repeatedly 
execute the unit games; (b) to invalidate the plural types of 
reference numbers in order from a smaller one in value every 
time when a predetermined reset condition is satisfied; (c) to 
store each execution number of unit games; (d) to display, on 
a display, the predetermined reset condition, a payout amount 
corresponding to each of the reference numbers, and a 
remaining number of the unit games until the stored execution 
number of unit games reaches each of the reference numbers; 
(e) to determine whether or not the stored execution number 
of unit games has reached any of the reference numbers which 
are valid: (f) when it is determined that the stored execution 
number of unit games has reached any one reference number 
of the valid reference numbers, to provide a payout of an 
amount corresponding to the one reference number; and (g) to 
invalidate the reference number reached by the stored execu 
tion number of unit games. 
0.055 Agaming device according to a fourth aspect of the 
present invention includes: a storage device that stores plural 
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types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided; and a controller 
that operates: (a) to repeatedly execute the unit games; (b) to 
invalidate the plural types of reference numbers in order from 
a smaller one in value every time when a predetermined reset 
condition is satisfied; (c) to store each execution number of 
unit games; (d) to determine whether or not the stored execu 
tion number of unit games has reached any of the reference 
numbers which are valid; (e) when it is determined that the 
stored execution number of unit games has reached any of the 
valid reference numbers, to receive an input using an input 
device capable of input as to whether or not a player is to 
receive the payout, (f) to provide a payout when the informa 
tion inputted from the input device indicates a message that 
the player is to receive the payout; and (g) to invalidate the 
reference number reached by the stored execution number of 
unit games. 

0056. A gaming device according to a fifth aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided; and a controller 
that operates: (a) to repeatedly execute the unit games; (b) to 
invalidate the plural types of reference numbers in order from 
a smaller one in value every time when a predetermined reset 
condition is satisfied; (c) to store each execution number of 
unit games; (d) to determine whether or not the stored execu 
tion number of unit games has reached any of the reference 
numbers which are valid; (e) when it is determined that the 
stored execution number of unit games has reached any of the 
valid reference numbers, to receive an input using an input 
device capable of input as to whether or not a player is to 
receive the payout, (f) to provide a payout when the informa 
tion inputted from the input device indicates a message that 
the player is to receive the payout; (g) to invalidate the refer 
ence number reached by the stored execution number of unit 
games; and (h) when the information inputted from the input 
device indicates the message that the player is to receive the 
payout, to invalidate the reference number larger in value than 
the reference number reached by the stored execution number 
of unit games. 

0057. A gaming device according to a sixth aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural types 
of payout amounts; and a controller that operates: (a) to 
repeatedly execute the unit games; (b) to invalidate the plural 
types of reference numbers in order from a smaller one in 
value every time when a predetermined reset condition is 
satisfied; (c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution number 
of unit games has reached any of the reference numbers which 
are valid; (e) when it is determined that the stored execution 
number of unit games has reached any one reference number 
of the valid reference numbers, to receive an input using an 
input device capable of input as to whether or not a player is 
to receive the payout; (f) to provide a payout of an amount 
corresponding to the one reference number when the infor 
mation inputted from the input device indicates a message 
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that the player is to receive the payout; and (g) to invalidate 
the reference number reached by the stored execution number 
of unit games. 
0.058 Agaming device according to a seventh aspect of 
the present invention includes: a storage device that stores 
plural types of reference numbers, each of which indicates an 
execution number of unit games, the execution number being 
taken as an occasion where a payout is provided, and the 
plural types of reference numbers being associated with plu 
ral types of payout amounts; and a controller that operates: (a) 
to repeatedly execute the unit games; (b) to perform a control 
to invalidate the plural types of reference numbers in order 
from a smaller one in value every time when a predetermined 
reset condition is satisfied; (c) to store each execution number 
of unit games; (d) to determine whether or not the stored 
execution number of unit games has reached any of the ref 
erence numbers which are valid; (e) when it is determined that 
the stored execution number of unit games has reached any 
one reference number of the valid reference numbers, to 
receive an input using an input device capable of input as to 
whether or not a player is to receive the payout; (f) to provide 
a payout of an amount corresponding to the one reference 
number when the information inputted from the input device 
indicates a message that the player is to receive the payout, (g) 
to invalidate the reference number reached by the stored 
execution number of unit games; and (h) when the informa 
tion inputted from the input device indicates the message that 
the player is to receive the payout, to invalidate the reference 
number larger in value than the reference number reached by 
the stored execution number of unit games. 
0059 A gaming device according to an eighth aspect of 
the present invention includes: a storage device that stores 
plural types of reference numbers, each of which indicates an 
execution number of unit games, the execution number being 
taken as an occasion where a payout is provided, and the 
plural types of reference numbers being associated with plu 
ral types of payout amounts; and a controller that operates: (a) 
to perform a control to repeatedly execute the unit games; (b) 
to invalidate the plural types of reference numbers in order 
from a smaller one in value every time when a predetermined 
reset condition is satisfied; (c) to store each execution number 
of unit games; (d) to display, on a display, the predetermined 
reset condition, a payout amount corresponding to each of the 
reference numbers, and a remaining number of the unit games 
until the stored execution number of unit games reaches each 
of the reference numbers; (e) to determine whether or not the 
stored execution number of unit games has reached any of the 
reference numbers which are valid: (f) when it is determined 
that the stored execution number of unit games has reached 
any one reference number of the valid reference numbers, to 
receive an input using an input device capable of input as to 
whether or not a player is to receive the payout; (g) to provide 
a payout of an amount corresponding to the one reference 
number when the information inputted from the input device 
indicates a message that the player is to receive the payout; 
and (h) to invalidate the reference number reached by the 
stored execution number of unit games. 
0060 A gaming device according to a ninth aspect of the 
present invention includes: a storage device that stores plural 
types of reference numbers, each of which indicates an execu 
tion number of unit games, the execution number being taken 
as an occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural types 
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of payout amounts; and a controller that operates: (a) to 
perform a control to repeatedly execute the unit games; (b) to 
invalidate the plural types of reference numbers in order from 
a smaller one in value every time when a predetermined reset 
condition is satisfied; (c) to store each execution number of 
unit games; (d) to display, on a display, the predetermined 
reset condition, a payout amount corresponding to each of the 
reference numbers, and a remaining number of the unit games 
until the stored execution number of unit games reaches each 
of the reference numbers; (e) to determine whether or not the 
stored execution number of unit games has reached any of the 
reference numbers which are valid; (e) when it is determined 
that the stored execution number of unit games has reached 
any one reference number of the valid reference numbers, to 
receive an input using an input device capable of input as to 
whether or not a player is to receive the payout; (f) to provide 
a payout of an amount corresponding to the one reference 
number when the information inputted from the input device 
indicates a message that the player is to receive the payout, (g) 
to invalidate the reference number reached by the stored 
execution number of unit games; and (h) when the informa 
tion inputted from the input device indicates the message that 
the player is to receive the payout, to invalidate the reference 
number larger in value than the reference number reached by 
the stored execution number of unit games. 
0061 Agaming device according to a tenth aspect of the 
present invention includes: a storage device that stores plural 
types of reference consumptions, each of which indicates a 
consumption of bet money, the consumption being taken as 
an occasion where a payout is provided; and a controller that 
performs: (a) processing for performing a control to repeat 
edly execute unit games; (b) processing for performing a 
control to invalidate the plural types of reference consump 
tions in order from a smaller one in value when a predeter 
mined reset condition is satisfied; (c) processing for storing 
each consumption of the bet money; (d) processing for per 
forming a control to determine whether or not the stored 
consumption of the bet money has reached any of the refer 
ence consumptions which are valid; (e) processing for per 
forming a control to provide a payout when it is determined 
that the stored consumption of the bet money has reached any 
of the valid reference consumptions; and (f) processing for 
performing a control to invalidate the reference consumption 
reached by the stored consumption of the bet money. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0062 FIG. 1 is a flowchart showing an example of pro 
cessing performed by a slot machine according to an embodi 
ment of the present invention. 
0063 FIG. 2 is a perspective view of the slot machine 
according to the embodiment of the present invention. 
0064 FIG.3 is an explanatory view showing display areas 
of the slot machine according to the embodiment of the 
present invention. 
0065 FIG. 4 is a block diagram showing a control circuit 
of the slot machine according to the embodiment of the 
present invention. 
0066 FIG. 5 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0067 FIG. 6 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
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0068 FIG. 7 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0069 FIG. 8 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0070 FIG. 9 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0071 FIG. 10 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0072 FIG. 11 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0.073 FIG. 12 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0074 FIG. 13 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0075 FIG. 14 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0076 FIG. 15 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0.077 FIG. 16 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0078 FIG. 17 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
007.9 FIG. 18 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0080 FIG. 19 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0081 FIG. 20 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0082 FIG. 21 is a flowchart showing a processing proce 
dure of the slot machine according to the embodiment of the 
present invention. 
0083 FIG.22 is an explanatory view showing an example 
of a payout table referred to by the slot machine according to 
the embodiment of the present invention. 
0084 FIG. 23 is an explanatory view showing an example 
of a first correspondence table referred to by the slot machine 
according to the embodiment of the present invention. 
0085 FIG. 24 is an explanatory view showing an 
example of a second correspondence table referred to by the 
slot machine according to the embodiment of the present 
invention. 
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0086 FIG. 25 is an explanatory view showing an example 
ofa third correspondence table referred to by the slot machine 
according to the embodiment of the present invention. 
0087 FIG. 26 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0088 FIG. 27 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0089 FIG. 28 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0090 FIG. 29 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0091 FIG. 30 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0092 FIG.31 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0093 FIG. 32 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0094 FIG.33 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0095 FIG. 34 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0096 FIG. 35 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0097 FIG. 36 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0098 FIG. 37 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0099 FIG.38 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0.100 FIG. 39 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0101 FIG. 40 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0102 FIG. 41 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
0.103 FIG. 42 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 
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0104 FIG. 43 is an explanatory view showing an example 
of an image displayed by the slot machine according to the 
embodiment of the present invention. 

DETAILED DESCRIPTION OF THE 
EMBODIMENTS 

First Embodiment 

0105. A description will be made of characteristic portions 
of a first embodiment of the present invention with reference 
to a flowchart shown in FIG. 1, a perspective view of a slot 
machine 10, which is shown in FIG. 2, and explanatory views 
shown in FIG. 27 to FIG. 29. FIG. 3 is an explanatory view 
showing display areas Q1 to Q15 which are displayed on a 
liquid crystal display 16 of the slot machine 10, and FIG. 27 
to FIG. 29 are explanatory views showing images displayed 
on the liquid crystal display 16 of the slot machine 10. 
0106 The slot machine 10 according to the first embodi 
ment performs execution processing of a game, which is 
shown in FIG.1. Specifically, in Step S11, the slot machine 10 
receives a medal (bet money) bet for a unit game. The medial 
is also referred to as a credit. In the first embodiment and the 
respective embodiments to be described later, the bet money 
is a concept including a monetary value (valuable informa 
tion) to be paid out from the slot machine 10 as well as a 
monetary value (valuable information) to be inserted by a 
player into the slot machine 10. Here, the unit game is started 
by starting to scroll symbols stopped (arranged) on the dis 
play areas Q1 to Q15, and is ended by stopping (rearranging) 
the symbols on the display areas Q1 to Q15 one more time. 
Note that one symbol is stopped on each of the display areas 
Q1 to Q15. 
0107. In Step S12, the slot machine 10 receives an input as 
to whether or not to carry insurance (that is, to turn on rescue 
pay). 
0108 Specifically, a rescue pay button 210 shown in FIG. 
27 is displayed on the liquid crystal display 16. The rescue 
pay is also referred to as insurance pay. A Surface of the liquid 
crystal display 16 is covered with a touchpanel sensor 19. The 
slot machine 10 determines whether or not the player has 
pressed the rescue pay button 210 based on a signal given 
from the touchpanel sensor 19. In the case of determining that 
the player has pressed the rescue pay button 210, the slot 
machine 10 displays an explanation panel 220 shown in FIG. 
28. On the explanation panel 220, an explanation sentence 
220a that explains contents of the insurance, that is, contents 
of the rescue pay is described. The rescue pay is one to pay out 
medals in order to rescue a player who has made a consump 
tion. In the first embodiment and the respective embodiments 
to be described later, the consumption becomes the number of 
medals, which is obtained by subtracting the number of med 
als paid to the player by the slot machine 10 from the number 
of medals bet on the slot machine 10 by the player. In the first 
embodiment, the rescue pay is executed every time when a 
unit game that does not satisfy a reset condition reaches 1000 
games, 1500 games, 2000 games, and 3000 games. The reset 
condition will be described later. 

0109 Moreover, the explanation panel 220 includes aYES 
panel 221, a NO panel 222, and a shifting-to reset condition 
explanation panel 223. Based on a signal given from the touch 
panel sensor 19, the slot machine 10 determines which of the 
YES panel 221, the NO panel 222, and the shifting-to reset 
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condition explanation panel 223 has been pressed. When the 
YES panel 221 has been pressed, the slot machine 10 recog 
nizes that the player is to carry the insurance, and when the 
NO panel 222 has been pressed, the slot machine 10 recog 
nizes that the player is not to carry the insurance. The slot 
machine 10 stores a result of the recognition as recognition 
result data in a RAM 110 (refer to FIG. 4). In such a way, the 
slot machine 10 receives the input as to whether on not to 
carry the insurance. 
0110 Meanwhile, when the shifting-to reset condition 
explanation panel 223 has been pressed, as shown in FIG. 29. 
the slot machine 10 displays an explanation sentence 220b 
and a RETURN panel 224 on the explanation panel 220. The 
explanation sentence 220b explains contents of the reset con 
dition. The reset condition is “a combination offive jokers or 
a combination in which a payout rate is 60 times or more is 
stopped on a payline 214b'. The payout rate will be described 
later. Based on a signal given from the touch panel sensor 19, 
the slot machine 10 determines whether or not the RETURN 
button 224 has been pressed. When the RETURN button 224 
has been pressed, the slot machine 10 displays an image 
shown in FIG. 28 on the liquid crystal display panel 16. 
0111. In Step S13, based on the recognition result data, the 
slot machine 10 determines whether or not the player is to 
carry the insurance. When the player is to carry the insurance, 
the processing proceeds to Step S13-1, and when the player is 
not to carry the insurance, the processing proceeds to Step 
S14. 

0.112. In Step S13-1, the slot machine 10 turns on a rescue 
setting flag (initial value thereof is OFF (=O)), that is, sets the 
rescue setting flag at “1”. 
0113. In Step S14, the slot machine 10 increases a value Ta 
of a unit game counter by 1. Here, the value Ta of the unit 
game counter indicates the number of unit games executed 
when the rescue pay is turned on. 
0114. In Step S15, the slot machine 10 executes the unit 
game. Specifically, the slot machine 10 scrolls the symbols 
stopped on the display areas Q1 to Q15, and stops the symbols 
on the display areas Q1 to Q15 one more time. Here, on the 
liquid crystal display 16, there are provided: a payline 214a 
that passes through the display areas Q1 to Q5; the payline 
214b that passes through the display areas Q6 to Q10; a 
payline 214c that passes through the display areas Q11 to 
Q15; a payline 214d that passes through the display areas Q1, 
Q7, Q13, Q9 and Q5; and a payline 214e that passes through 
the display areas Q11, Q7, Q3, Q9 and Q15. The slot machine 
10 decides whether or not to pay the medals to the player 
based on combinations of the symbols stopped on the respec 
tive paylines 214a to 214e. 
0.115. In Step S16, the slot machine 10 determines a con 
dition that a playing result of the unit game satisfies the reset 
condition. When this condition is satisfied, the processing 
proceeds to Step S20, and when this condition is not satisfied, 
the processing proceeds to Step S17. 
0116. In Step S17, the slot machine 10 determines a con 
dition that the rescue setting flag is turned on. When this 
condition is satisfied, the processing proceeds to Step S18. 
and when this condition is not satisfied, the execution pro 
cessing of the game is ended. 
0117. In Step S18, the slot machine 10 determines a con 
dition that the value Ta of the unit game counter has coincided 



US 2008/01 02930 A1 

with Tamaxk. When this condition is satisfied, the processing 
proceeds to Step S19, and when this condition is not satisfied, 
the execution processing of the game is ended. k is an integer 
of 1 or more. Specifically, plural types of Ta max k are pre 
pared. k is each value of a reference number counter, and 
details thereof will be described later. 

0118. In Step S19, the slot machine 10 executes the rescue 
pay. Specifically, the slot machine 10 pays out a predeter 
mined number of medals. Thereafter, the slot machine 10 
ends the execution processing of the game. Here, “the prede 
termined number of medals are paid out” means that the 
predetermined number of medals are paid out from a medal 
payout port 28, or means that the total number of medals 
stored in the RAM 110 is increased by the predetermined 
number. Here, the total number of medals indicates the total 
number of medals owned by the player among the medals 
incorporated in the slot machine 10. 
0119. In Step S20, the slot machine 10 increases the value 
k of the reference number counter by 1. 
0120 In Step S21, based on each combination of the sym 
bols stopped again on each of the paylines 214a to 214e, the 
slot machine 10 decides the number of medals to be paid to 
the player, and pays out the decided number of medals to the 
player. Thereafter, the slot machine 10 ends the execution 
processing of the game. 
0121 Next, a description will be made in detail of a con 
figuration of the slot machine 10 according to this embodi 
ment. As shown in FIG. 2, the slot machine 10 according to 
this embodiment includes a cabinet 11, a top box 12 provided 
on the cabinet, and a main door 13. On a surface of the cabinet 
11, which faces to the player, the liquid crystal display 16 is 
provided. Moreover, in the cabinet 11, there are provided a 
variety of constituent members including: a controller 40 
(refer to FIG. 4) for electrically controlling this slot machine 
10; a hopper 44 (refer to FIG. 4) for controlling the insertion, 
reserving, and payout of the medals; and the like. 
0122 Moreover, in the first embodiment and the respec 

tive embodiments to be described later, the medal is men 
tioned as an example of currency for executing the unit game; 
however, the currency is not limited to the medal, and for 
example, a coin, a token, electronic money, or electronic 
valuable information (credit) equivalent to these can be men 
tioned. 

0123 The main door 13 is attached onto the cabinet 11 so 
as to be openable/closable. On a substantial center of the main 
door 13, the liquid crystal display 16 is provided. As will be 
described later, the liquid crystal display 16 displays images 
regarding a variety of games including the unit game. For 
example, the liquid crystal display 16 displays a display area 
Q shown in FIG. 3. The display area Q is partitioned into the 
display areas Q1 to Q15. In each of the display areas Q1 to 
Q15, the symbol is stopped, scrolled, and stopped again. 
0124 Below the liquid crystal display 16, there are pro 
vided: a medal insertion slot 21 for inserting therethrough the 
medal for use in the case of playing the game; and a bill 
identifier 22 for identifying whether or notabill is appropriate 
and for receiving a normal bill. Moreover, in the vicinity of 
the medal insertion slot 21 and the bill identifier 22, a variety 
of operation Switches are provided. 
0125. As the operation switches, there are provided a cash 
out switch 23, a MAX BET switch 24, a BET switch 25, a 
spin/repeat/bet switch 26, and a START switch 27. 
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0126 The BET switch 25 is used when the player bets one 
medal on the unit game. Specifically, every time when the 
player presses the BET switch 25 once, one medal is bet on 
the unit game. 
0127. The spin/repeat/bet switch 26 is used when the 
player bets, on the unit game of this time, the same number of 
medals as the number of medals bet on the previous unit 
game. Specifically, when the player presses the spin/repeat/ 
bet switch 26 once, the medals of the number corresponding 
to the number of medals bet on the previous unit game are bet 
on the unit game of this time. 
0128. The START switch 27 is a switch for starting the 
unit game on the liquid crystal display 16 after the medals are 
bet. When the START switch 27 is pressed after the medals 
are bet, the symbols stopped on the display areas Q1 to Q15 
are started to be scrolled. 

0129. The cashout switch23 is a switch for paying out the 
inserted medals. Specifically, when the cashout switch 23 is 
pressed, the medals of the number corresponding to the total 
number of medals are discharged from the medal payout port 
28 open at a lower portion of a front surface of the main door 
13, and the discharged medals are accumulated in a medal 
tray 18. 

0130. The MAX BET switch 24 is a switch for betting, by 
one operation, the maximum number (“3” in the first embodi 
ment and the respective embodiments to be described later) 
bettable in one game. Specifically, when the player presses 
the MAX BET switch 24 once, three medals are bet on the 
unit game. 

0131 On the front surface of the lower portion of the main 
door 13, a foot display 34 is provided, and displays a variety 
of images regarding the games of the slot machine 10. AS Such 
images, for example, characters and the like of the slot 
machine 10 can be mentioned. 

0.132. On both sides of the foot display 34, lamps 47 are 
provided, and emit light based on a preset light-emitting 
pattern. The payout port 28 of the medals is provided below 
the foot display 34. 
0133. On a front surface of the top box 12, an upper display 
33 is provided. The upper display 33 is a liquid crystal display, 
on which various types of information are displayed. 
0.134. A speaker 29 is provided in the top box 12. Below 
the upper display 33, there are provided a ticket printer 35, a 
card reader 36, a data display 37, and a keypad 38. The ticket 
printer 35 prints, on a ticket, a barcode in which the respective 
data such as the number of medals, a date, and an identifica 
tion number of the slot machine 10 are encoded, and outputs 
the ticket as a bar code-added ticket 39. 

0.135 The player allows another slot machine to read the 
bar code-added ticket 39, and thereby can play the game on 
the slot machine concerned, and can exchange the bar code 
added ticket 39 with bills and the like at a predetermined spot 
(for example, cashier in a casino) of a game arcade. 
0.136 The card reader 36 is capable of receiving a smart 
card, and reads data from the Smart card inserted thereinto, 
and writes data into the Smart card. The Smart card is a card 
carried by the player, in which data for identifying the player, 
data regarding a history of the games played by the player, and 
the like are stored. 
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0137 Moreover, a lamp 30 is provided on an upper end 
portion of the upper display 33. The lamp 30 includes: a light 
source composed of an electric bulb; a reflection plate capable 
of reflecting light from the light source; and a drive unit that 
rotates the reflection plate about the light source. The lamp 30 
irradiates the light from the light source, and meanwhile, 
rotates the reflection plate about the light source, thus making 
it possible to rotate the light from the light source. 
0138 FIG. 4 is a block diagram showing an electric con 
figuration of the controller 40 provided in the slot machine 10 
according to this embodiment and a variety of instruments 
connected to the controller 40. The controller 40 of the slot 
machine 10, which is shown in FIG. 4, is a microcomputer, 
and includes an interface circuit group 102, an input/output 
bus 104, a CPU 106, a ROM 108, a RAM 110, a communi 
cation interface circuit 111, a random number generator 112, 
a speaker drive circuit 122, a hopper drive circuit 124, a 
counter 128, a display controller 140, and a lamp drive circuit 
30. 

0139 The interface circuit group 102 is connected to the 
input/output bus 104, and the input/output bus 104 transfers a 
data signal or an address signal with the CPU 106. 
0140. To the interface circuit group 102, there are con 
nected the START switch 27, the BET switch 25, the MAX 
BET switch 24, the spin/repeat/bet switch 26, the cashout 
switch 23, and a medal sensor 43. Then, the respective 
switches 23 to 27 output signals to the interface circuit group 
102 when being pressed by the player. The interface circuit 
group 102 converts the signals given from the respective 
switches 23 to 27 into predetermined signals, and transmits 
the signals to the CPU 106 through the input/output bus 104. 
Specifically, the respective Switches output the signals to the 
CPU 106 through the interface circuit group 102 and the 
input/output bus 104. 
0141 The medal sensor 43 is a sensor for detecting the 
medal inserted into the medal insertion slot 21, and is pro 
vided in a medal insertion region of the medal insertion slot 
21. A detection signal outputted by the medal sensor 43 is 
supplied to the interface circuit group 102, and is converted 
into a predetermined signal by the interface circuit group 102. 
and thereafter, the signal thus converted is transmitted to the 
CPU 106 through the input/output bus 104. Specifically, the 
medal sensor 43 outputs the signal to the CPU 106 through the 
interface circuit group 102 and the input/output bus 104. The 
CPU 106 increases the total number of medals by 1 every time 
when being given the signal from the medal sensor 43. How 
ever, when the total number of medals is 0, the CPU 106 
increases the bet number per unit game by 1 every time when 
being given the signal from the medal sensor 43. After the bet 
number per unit game reaches 3, the CPU 106 increases the 
total number of medals by 1 every time when being given the 
signal from the medal sensor 43. Here, the bet number per unit 
game indicates the number of medals bet on the unit game, 
and is stored in the RAM 110. 

0142. To the input/output bus 104, there are connected: the 
ROM 108 in which a system program, a game execution 
program, and the like are stored; and the RAM 110 for use as 
a work area of the CPU 106. Moreover, to the input/output bus 
104, there are connected the random number generator 112, 
the communication interface circuit 111, the display control 
ler 140, the hopper drive circuit 124, the speaker drive circuit 
122, and the counter 128. 
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0.143 The CPU 106 reads out the game execution program 
and executes the unit game on the occasion when a start 
operation of the game is received by the START switch 27. 
The game execution program is a program for executing the 
unit game on the liquid crystal display 16 through the display 
controller 140. 

0144 Specifically, the game execution program is pro 
grammed so as to execute the unit game, in which the symbols 
are scrolled on the respective display areas Q1 to Q15 (refer 
to FIG. 2), and thereafter, the symbols are stopped again 
thereon. 

0145 The RAM 110 is used as the area of the work by the 
CPU 106. The communication interface circuit 111 is con 
nected to a whole server or the like, and transmits the data 
regarding the history of the plays executed in the slot machine 
10, and the like to the whole server. Moreover, the commu 
nication interface circuit 111 receives a variety of data trans 
mitted from the whole server. 

0146 The random number generator 112 generates a ran 
dom number for deciding the symbols to be stopped in the 
unit game executed on the liquid crystal display 16. 

0147 The speaker drive circuit 122 outputs audio data to 
the speaker 29. Specifically, the CPU 106 reads out the audio 
data stored in the ROM 108, and transmits the audio data to 
the speaker drive circuit 122 through the input/output bus 
104. In such a way, a predetermined effect sound is emitted 
from the speaker 29. 
0.148. The hopper drive circuit 124 outputs a payout signal 
to the hopper 44 when cashout occurs. Specifically, upon 
receiving the cashout signal from the cashout Switch 23, the 
CPU 106 outputs a drive signal to the hopper drive circuit 124 
through the input/output bus 104. In such away, the hopper 44 
pays out the medals of the number corresponding to the total 
number of medals. 

0.149 The display controller 140 performs a display con 
trol to execute the unit game on the liquid crystal display 16. 
Specifically, the CPU 106 generates a signal of an image 
display command corresponding to a state of the unit game 
and a result of the unit game, and outputs the signal of the 
image display command to the display controller 140 through 
the input/output bus 104. Upon receiving the signal of the 
image display command, which is outputted from the CPU 
106, the display controller 140 generates a drive signal for 
driving the liquid crystal display 16 based on the image dis 
play command, and outputs the drive signal thus generated to 
the liquid crystal display 16. In Such a way, a predetermined 
image is displayed on the liquid crystal display 16. 

0150 Moreover, the touch panel 19 is provided on the 
surface of the liquid crystal display 16. The player touches the 
touch panel sensor 19, whereby data on a touched position on 
the liquid crystal display 16 is detected, and is transmitted to 
the CPU 106. 

0151. The counter 128 stores a variety of count values 
(specifically described later). The lamp drive circuit 30a is 
connected to the lamp 30, and controls the lamp 30 in accor 
dance with a control by the CPU 106. 
0152 Next, a description will be made of main processing 
executed by the slot machine 10 along flowcharts of FIG.5 to 
FIG. 9. The slot machine 10 repeatedly performs the main 
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processing. Specifically, one piece of the main processing 
composes one processing cycle. 

0153. In Step S31, the CPU 106 receives medal bet for the 
unit game. Specifically, the CPU 106 receives the signal given 
from the MAX BET switch 24, the BET switch 25, or the 
spin/repeat/bet Switch 26. Upon being given the signal from 
the MAX BET switch 24, the CPU 106 sets the bet number 
per unit game at 3, and meanwhile, reduces the total number 
of medals by 3. Every time when being given the signal from 
the BET switch 25, the CPU 106 increases the bet number per 
unit game by 1, and meanwhile, reduces the total number of 
medals by 1. Upon being given the signal from the spin/ 
repeat/bet switch 26, the CPU 106 uses the bet number per 
unit game of the previous time (one cycle before) as the bet 
number per unit game of this time (current cycle), and mean 
while, reduces the total number of medals by the bet number 
per unit game of this time. When the total number of medals 
is 0, the CPU 106 increases the bet number per unit game by 
1 every time when being given the signal from the medal 
sensor 43. In such away, the CPU 106 receives the medal bet. 
0154 In Step S32, the CPU 106 determines a condition 

that the rescue setting flag (formed on the RAM 110; the 
initial value thereof is “OFF (=0)') is “ON (= 1). When this 
condition is satisfied, the processing proceeds to Step S33, 
and when this condition is not satisfied, the processing pro 
ceeds to Step S32-1. 
0155 In Step S32-1, the CPU 106 receives the input as to 
whether or not to carry the insurance. Specifically, the CPU 
106 displays an image shown in FIG. 26 on the upper display 
33, and displays the image shown in FIG. 27 on the liquid 
crystal display 16. 
0156 The image displayed on the upper display 33 
includes: an image 302 in which a woman is drawn; and an 
image 200 indicating that the rescue pay is turned off. Mean 
while, the image displayed on the liquid crystal display 16 
includes display areas 31, 32a and 32b and the rescue pay 
button 210 as well as the display areas Q1 to Q15. Note that, 
in principle, these images are always displayed on the liquid 
crystal display 16. The total number of medals is displayed on 
the display area 31. On the display area 32a, there are dis 
played the result of the unit game of this time (that is, in the 
current cycle) and the total number of medals paid to the 
player by the rescue pay. On the display area 32b, the bet 
number per unit game of this time (that is, in the current cycle) 
is displayed. On the rescue pay button 210, it is displayed 
whether or not the rescue pay is turned on. Specifically, when 
the rescue pay is turned off, “RESCUEPAY MORE INFO is 
displayed, and when the rescue pay is turned on, "RESCUE 
ON MORE INFO is displayed. 

0157 Moreover, the CPU 106 determines whether or not 
the player has pressed the rescue pay button 210 based on the 
signal given from the touch panel sensor 19. In the case of 
determining that the player has pressed the rescue pay button 
210, the CPU 106 displays an image shown in FIG. 28 on the 
liquid crystal display 16. This image includes the explanation 
panel 220. On the explanation panel 220, the explanation 
sentence 220a that explains the contents of the insurance, that 
is, the contents of the rescue pay is described. 
0158. The rescue pay is one to pay out the medals in order 
to rescue the player who has made the consumption. In the 
first embodiment, the rescue pay is executed every time when 
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the unit game that does not satisfy the reset condition reaches 
1000 games, 1500 games, 2000 games, and 3000 games. 

0159 Moreover, the explanation panel 220 includes the 
YES panel 221, the NO panel 222, and the shifting-to reset 
condition explanation panel 223. Based on the signal given 
from the touch panel sensor 19, the slot machine 10 deter 
mines which of the YES panel 221, the NO panel 222, and the 
shifting-to reset condition explanation panel 223 has been 
pressed. When the YES panel 221 has been pressed, the slot 
machine 10 recognizes that the player is to carry the insur 
ance, and when the NO panel 222 has been pressed, the slot 
machine 10 recognizes that the player is not to carry the 
insurance. The slot machine 10 stores the result of the recog 
nition as the recognition result data in the RAM 110 (refer to 
FIG. 4). In such a way, the slot machine 10 receives the input 
as to whether on not to carry the insurance. 
0.160 Meanwhile, when the shifting-to reset condition 
explanation panel 223 has been pressed, as shown in FIG. 29. 
the slot machine 10 displays the explanation sentence 220b 
and the RETURN panel 224 on the explanation panel 220. 
The explanation sentence 220b explains the contents of the 
reset condition. The reset condition is “the combination of 
five jokers or the combination in which the payout rate is 60 
times or more is stopped on a payline 214b. The payout rate 
and the payline 214b will be described later. Based on the 
signal given from the touch panel sensor 19, the slot machine 
10 determines whether or not the RETURN button 224 has 
been pressed. When the RETURN button 224 has been 
pressed, the slot machine 10 displays the image shown in FIG. 
28 on the liquid crystal display panel 16. 

0161 In Step S32-2, the CPU 106 determines whether or 
not the player is to carry the insurance based on the recogni 
tion result data. When the player is to carry the insurance, the 
processing proceeds to Step S32-2, and when the player is not 
to carry the insurance, the processing proceeds to Step S33. 
0162. In Step S32-3, the CPU 106 displays an image 
shown in FIG. 30. Specifically, the CPU 106 displays the 
explanation panel 220, and on the explanation panel 220, 
displays an explanation sentence 220c and a CANCEL 
PANEL 225. The explanation sentence 220c indicates a mes 
sage to require the player to bet 100 medals as an insurance 
fee. The insurance fee indicates the number of medals neces 
sary to be paid by the player in order to receive the rescue pay. 
Based on the signal given from the touch panel sensor 19, the 
CPU 106 determines whether or not the CANCEL button 225 
has been pressed. When the CANCEL button 225 has been 
pressed, the processing proceeds to Step S33. 

0.163 Meanwhile, based on the signal given from the 
medal sensor 43, the CPU 106 determines whether or not the 
insurance fee has been bet within a predetermined time (for 
example, three minutes). When the insurance fee has been 
bet, the processing proceeds to Step S32-4, and when the 
insurance fee has not been bet, the processing proceeds to 
Step S33. 
0.164 Specifically, in the case of having been given a hun 
dred signals from the medal sensor 43 within the predeter 
mined time, the CPU 106 determines that the insurance fee is 
bet, and otherwise, for example, in the case of not having been 
given the signals from the medal sensor 43 within the prede 
termined time, the CPU 106 determines that the insurance fee 
is not bet. Hence, the player who desires to receive the rescue 
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pay inserts a hundred medals from the medal insertion port 21 
within the predetermined time. As a matter of course, an 
insurance fee bet button for betting the insurance fee may be 
prepared, and the insurance fee may be bet by using the 
insurance fee bet button. In this case, the total number of 
medals is reduced every time when the insurance fee bet 
button is pressed. Note that the slot machine 10 may require 
the player to bet the insurance fee every time before the unit 
game is started. In this case, the insurance fee required per 
unit game becomes lower in amount than 100 medals. The 
player presses the insurance fee bet button every time when 
being required to bet the insurance fee, and thereby bets the 
insurance fee. The slot machine 10 may turn off the rescue 
setting flag when the player has not pressed the insurance fee 
bet button. 

0165. In Step S32-4, the CPU 106 turns on the rescue 
setting flag. Hence, the rescue setting flag indicates that the 
rescue pay is turned on. Moreover, the CPU 106 displays an 
image shown in FIG.31 on the upper display 33, and displays 
an image shown in FIG.32 on the liquid crystal display 16. On 
the image displayed on the upper display 33, there are dis 
played: a reset condition explanation panel 401 that shows the 
contents of the reset condition; and a count down panel 402 
that shows the remaining number of unit games until receiv 
ing the rescue pay (in FIG. 31, simply expressed as “remain 
ing number of games') and the number of medals to be paid 
by the rescue pay (in FIG. 31, simply expressed as “payout 
number) in association with each other. Meanwhile, on the 
rescue pay button 210, “RESCUE ON MORE INFO is dis 
played. 

0166 In Step S33, the CPU 106 determines a condition 
that the START switch 27 has been pressed, and specifically, 
a condition that the signal has been given from the START 
switch 27. When this condition is satisfied, the processing 
proceeds to Step S34, and when this condition is not satisfied, 
the processing proceeds to Step S32. 

0167. In Step S34, the CPU 106 performs unit game 
execution processing shown in FIG. 6. In brief, the CPU 106 
executes the unit game, and in response to a result thereof, 
calculates the payout number of medals. 
0168 In Step S35, the CPU 106 performs increment pro 
cessing shown in FIG. 7. In brief, when a fixed condition is 
satisfied, the CPU 106 increases (makes increment of) the 
value k of the reference number counter by 1. The reference 
number counter is formed in the counter 128, and an initial 
value thereof is 1. 

0169. In Step S36, the CPU 106 performs rescue pay 
execution processing shown in FIG.8. In brief, when a fixed 
condition is satisfied, the CPU 106 calculates the payout 
number of medals by the rescue pay. 
0170 In Step S37, the CPU 106 performs payout process 
ing shown in FIG. 9. In brief, the CPU 106 pays out the 
medals of the number corresponding to the Sum of the number 
calculated in Step S34 and the number calculated in Step S36. 

0171 Next, a description will be made of the unit game 
execution processing based on FIG. 6. In Step S70, the CPU 
106 determines a condition that the rescue setting flag is 
turned on. When this condition is satisfied, the processing 
proceeds to Step S70-2, and when this condition is not satis 
fied, the processing proceeds to Step S71. 
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0172 InStep S70-2, the CPU 106 increases the valueTa of 
the unit game counter (formed on the counter 128; an initial 
value thereof is “0”) by 1. Hence, the value Ta of the unit game 
counter indicates the number of unit games executed when 
the rescue pay is turned on. 
0173 InStepS71, the CPU 106 acquires a random number 
from the random number generator 112 for each of the display 
areas Q1 to Q15, and based on the acquired random number, 
decides the symbol to be stopped on each of the display areas 
Q1 to Q15. 
0.174. In Step S72, the CPU 106 scrolls the symbols indi 
vidually stopped on the display areas Q1 to Q15, and stops the 
symbols decided in Step S71. In such a way, five symbols are 
stopped again on each of the paylines 214a to 214e. 
0.175. In Step S73, based on a combination of the symbols 
stopped again on each of the paylines 214a to 214e and based 
on a payout table shown in FIG. 22, the CPU 106 determines 
a condition that a combination of the symbols, which gener 
ates the payout of the medals, is stopped on any of the pay 
lines 214a to 214e, and determines a condition that the com 
bination of five jokers is stopped on the payline 214b. When 
at least one of these conditions is satisfied, the processing 
proceeds to Step S74, and when such a condition is not 
satisfied, the unit game execution processing is ended. Here, 
the payout table is stored in the ROM 108. The payout table 
shows a correspondence relationship among the combination 
of the symbols, which generates the payout of the medals, the 
bet number per unit game, and the payout rate. Here, “1ST 
Credit” means that the bet number per unit game is 1, "2ND 
Credit” means that the bet number per unit game is 2, and 
"3RD Credit” means that the bet number per unit game is 3. 
Hence, for example, when five symbols in each of which three 
pieces of “BAR’ are longitudinally arrayed are stopped on the 
payline 214a, and the bet number per unit game is 2, the 
payout rate becomes 120. The jokers are denoted by “J”. 
0176 In Step S74, based on the payout table, the combi 
nation of the symbols stopped again on each of the paylines 
214a to 214e, and the bet number per unit game, the CPU 106 
calculates a payout amount, that is, the number of medals to 
be paid to the player. Specifically, first, the CPU 106 decides 
the payout rate based on the combination of the symbols 
stopped again on one payline, the bet number per unit game, 
and the payout table, multiplies the decided payout rate by the 
bet number per unit game, and thereby calculates a unit pay 
out amount regarding the one payline concerned. The CPU 
106 calculates the unit payout amounts for all the paylines. 
Subsequently, the CPU 106 obtains the total sum of these unit 
payout amounts, and thereby calculates the payout amount. 
The CPU 106 stores the calculated payout amount as a usual 
payout number in the RAM 110. Note that an initial value of 
the usual payout number is 0. 
0177. In Step S75, the CPU 106 determines a condition 
that a specific combination is stopped again on the payline 
214b. When this condition is satisfied, the processing pro 
ceeds to Step S76, and when this condition is not satisfied, the 
unit game execution processing is ended. Here, the specific 
combination is a combination composed of five jokers or a 
combination in which the payout rate becomes 60 or more. In 
accordance with the payout table, a combination assembling 
five symbols each of which is formed of letters of 
“DOUBLE’ and a woman face and the combination assem 
bling five symbols in each of which three pieces of “BAR’ are 
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longitudinally arrayed become the specific combinations no 
matter what the bet number per unit game may be. A combi 
nation assembling five symbols in each of which two pieces 
of “BAR’ are longitudinally arrayed becomes the specific 
combination when the bet number per unit game becomes 2 or 
more. A combination assembling five pieces of “CHERRY” 
becomes the specific combination when the bet number per 
unit game becomes 3. 
0178. In Step S76, the CPU 106 turns on a specific symbol 
establishment flag (sets the specific symbol establishment 
flag at 1). The specific symbol establishment flag is formed on 
the RAM 110, and an initial value thereof is off (=0). There 
after, the CPU 106 ends the unit game execution processing. 
0179 Next, a description will be made of the increment 
processing based on FIG. 7. In Step S92, the CPU 106 deter 
mines a condition that the specific symbol establishment flag 
is turned on. When this condition is satisfied, the processing 
proceeds to Step S93, and when this condition is not satisfied, 
the increment processing is ended. 
0180. In StepS93, the CPU 106 increases the valuek of the 
reference number counter by 1. In Step S93-1, the CPU 106 
determines a condition that the value k of the reference num 
ber counter exceeds 4. When this condition is satisfied, the 
processing proceeds to Step S93-2, and when this condition is 
not satisfied, the processing proceeds to Step S94. 
0181 InStep S93-2, the CPU 106 resets the value Ta of the 
unit game counter at 0, and resets the value k of the reference 
number counter at 1. In Step S93-3, the CPU 106 turns off the 
rescue setting flag. 

0182. In Step S94, the CPU 106 turns off (resets) the 
specific symbol establishment flag. Thereafter, the CPU 106 
ends the increment processing. 
0183 Next, a description will be made of the rescue pay 
execution processing based on FIG.8. In Step S101, the CPU 
106 determines a condition that the rescue setting flag is 
turned on. When this condition is satisfied, the processing 
proceeds to Step S102, and when this condition is not satis 
fied, the rescue pay execution processing is ended. 

0184. In Step S102, the CPU 106 decides Ta maxk (this is 
so-called "ceiling') based on the value k of the reference 
number counter and a first correspondence table shown in 
FIG. 23. Here, the first correspondence table shows a corre 
spondence relationship among the value k of the reference 
number counter or a value k1 of a first reference number 
counter, a value of Ta max k or Ta max k1, and the payout 
number by the rescue pay, and is stored in the ROM 108. For 
example, when the value k of the reference number counter 
becomes 1, the CPU 106 decides Tamax k at 1000. The CPU 
106 determines a condition that the value Ta of the unit game 
counter coincides with the decided Ta max k. When this 
condition is satisfied, the processing proceeds to Step S103. 
and when this condition is not satisfied, the processing pro 
ceeds to Step S102-1. The value k1 of the first reference 
number counter and Ta max k1 are used in a second embodi 
ment, and details thereof will be described later. 

0185. In Step S102-1, the CPU 106 displays images cor 
responding to the value Ta of the unit game counter on the 
upper display 33 and the liquid crystal display 16. Specifi 
cally, the CPU 106 calculates a value of Tamax 1 -Ta, a value 
of Tamax 2-Ta, a value of Tamax 3-Ta, and a value of Ta 
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max 4-Ta as the remaining number of unit games until 
receiving the rescue pay. Note that, when Such a value of Ta 
max ko-Ta becomes a minus, the CPU 106 calculates the 
value of Tamax ko-Ta to be 0. Here, ko is an integer within 
a range of 1 to 4. Subsequently, as shown in FIG. 31, the CPU 
106 displays the reset condition explanation panel 401 and the 
count down panel 402 on the upper display 33. On the count 
down panel 402, the remaining numbers of unit games until 
receiving the rescue pay (in FIG. 31, simply expressed as 
“remaining number of games') and the numbers of medals to 
be paid by the rescue pay (in FIG. 31, simply expressed as 
“payout number) are shown in association with each other. 
Specifically, on the countdown panel 402, the value of Tamax 
1-Ta and the payout number "360 are displayed in associa 
tion with each other, the value of Tamax 2-Ta and the payout 
number “720 are displayed in association with each other, 
the value of Ta max3-Ta and the payout number 1440” are 
displayed in association with each other, and the value of Ta 
max 4-Ta and the payout number 2880” are displayed in 
association with each other. FIG. 31 shows a display example 
when Ta is equal to 500. FIG.33 shows another example. FIG. 
33 shows a display example when Ta is equal to 1200. Note 
that, as shown in FIG. 32, when the value of Ta maxk-Ta is 
larger than 10, the display areas 31, 32a and 32b and the 
rescue pay button 210 are displayed on the liquid crystal 
display 16 besides the display areas Q1 to Q15. 
0186. When the value of Tamax k-Ta has become 10 or 
less, the CPU 106 displays the reset condition explanation 
panel 401 and the countdown panel 402 on the upper display 
33 as shown in FIG. 34, and meanwhile, displays a woman 
angel 249 on the liquid crystal display panel 16 as shown in 
FIG. 35. The CPU 106 expands wings of the woman angel 
249 every time when the value of Tamax k-Ta is reduced. 
FIG.34 and FIG. 35 show display examples when k is equal 
to 1 and the value of Tamaxk-Tais 10, and FIG.36 and FIG. 
37 show display examples when k is equal to 1 and the value 
of Tamax k-Ta is 1. Moreover, the CPU 106 irradiates the 
light from the lamp 30, and rotates the reflection plate. The 
CPU 106 increases a rotation speed of the reflection plate 
every time when the value of Tamaxk-Ta is reduced. There 
after, the CPU 106 ends the rescue pay execution processing. 
0187. In Step S103, the CPU 106 decides the amount of 
the rescue pay, that is, the number of medals to be paid by the 
rescue pay based on the value k of the reference number 
counter and the first correspondence table. For example, 
when the value k of the reference number counter becomes 1, 
the CPU 106 decides the number of medals to be paid by the 
rescue pay at 360. The CPU 106 stores the decided number as 
a rescue pay number in the RAM 110. Note that an initial 
value of the rescue pay number is 0. Moreover, the CPU 106 
displays images showing that the rescue pay is generated and 
showing the payout number by the rescue pay on the upper 
display 33 and the liquid crystal display 16. Display examples 
are shown in FIG.38 and FIG. 39. On the upper display 33, 
such an image 232 shown in FIG.38 is displayed, and on the 
liquid crystal display 16, such images shown in FIG. 39 are 
displayed. On the upper display 33, the image 232 showing 
the number of medals to be paid by the rescue pay is dis 
played. On the liquid crystal display 16, there are displayed: 
images 249 and 250 in which the woman angel is drawn; and 
an image 252 showing the number of medals to be paid by the 
rescue pay. The woman angel shown by the image 249 
expands the hands, and stars spill out of the hands. In Such a 
way, the slot machine 10 can impress the player that the 
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rescue pay will be generated. The images 250 are individually 
displayed on a display area formed of the display areas Q1, 
Q6 and Q11, a display area formed of the display areas Q2. 
Q7 and Q12, a display area formed of the display areas Q3, 
Q8 and Q13, a display area formed of the display areas Q4. 
Q9 and Q14, and a display area formed of the display areas 
Q5, Q10 and Q15. 
0188 In Step S103-1, the CPU 106 determines a condition 
that the value k of the reference number counter is 4 or more. 
When this condition is satisfied, the processing proceeds to 
Step S103-2, and when this condition is not satisfied, the 
processing proceeds to Step S103-4. 
0189 In Step S103-2, the CPU 106 resets the value Ta of 
the unit game counter at 0, and resets the value k of the 
reference number counter at 1. In Step S103-3, the CPU 106 
turns off the rescue setting flag. Thereafter, the CPU 106 ends 
the rescue pay execution processing. 
0190. In Step S103-4, the CPU 106 increases the valuek of 
the reference number counter by 1. Thereafter, the CPU 106 
ends the rescue pay execution processing. 
0191 In accordance with the increment processing and 
Step S102 to Step S103-4, when the value Ta of the unit game 
counter reaches Ta maxko, or k is equal to ko, the value ofk 
is set at ko +1. Then, in Step S102 in each cycle of the next 
time and after, the value Ta of the unit game counter is not 
compared with Ta max ko, but is compared with Ta max 
(ko +1). Hence, the CPU 106 performs the increment pro 
cessing or the processing of Step S103-4, and thereby invali 
dates Ta maxko, and in Step S102 in each cycle of the next 
time and after, compares Ta max (ko - 1) that is not invali 
dated (that is, valid) with the value Ta of the unit game 
COunter. 

0192 Next, a description will be made of the payout pro 
cessing based on FIG.9. In Step S111, the CPU 106 reads out 
the usual payout number from the RAM 110. In Step S112, 
the CPU 106 reads out the rescue pay number from the RAM 
110. In Step S113, the CPU 106 pays out the medals of the 
number corresponding to the total of the usual payout number 
and the rescue pay number. Thereafter, the CPU 106 resets 
both of the usual payout number and the rescue pay number at 
0, and ends the payout processing. 

Second Embodiment 

0193 Next, a description will be made of a second 
embodiment. The second embodiment is similar to the first 
embodiment except that unit game execution processing, 
increment processing, and rescue pay execution processing 
are different from those of the first embodiment. Accordingly, 
the description will be made only of these different points. 
Note that, in the second embodiment, with regard to the 
reference number counter, two types are prepared, which are 
a first reference number counter and a second reference num 
ber counter. A value of the first reference number counter is 
defined as k1, and a value of the second reference number 
counter is defined as k2. Both of the first reference number 
counter and the second reference number counter are formed 
on the counter 128, initial values thereof are set at 1. Each of 
k1 and k2 becomes an integer of 1 or more. 
0194 First, a description will be made of the unit game 
execution processing based on FIG. 10. In Step S120, the 
CPU 106 determines a condition that the rescue setting flag is 
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turned on. When this condition is satisfied, the processing 
proceeds to Step S121, and when this condition is not satis 
fied, the processing proceeds to Step S125. 

0.195. In Step S121, the CPU 106 increases a value Tb of 
an accumulated bet counter (formed on the counter 128; an 
initial value thereof is 0) by the bet number per unit game. 
0196. In Step S123, the CPU 106 increases the value Ta of 
the unit game counter by 1. 
0.197 Processing of Step S125 to Step S130 is similar to 
that of Step S71 to Step S76 which are shown in FIG. 6, and 
accordingly, a description thereof will be omitted. 
0198 Next, a description will be made of the increment 
processing based on FIG. 11. In Step S131, the CPU 106 
determines a condition that the specific symbol establishment 
flag is turned on. When this condition is satisfied, the process 
ing proceeds to Step S132, and when this condition is not 
satisfied, the increment processing is ended. 
0199. In Step S132, the CPU 106 increases each of the 
value k1 of the first reference number counter and the value k2 
of the second reference number counter by 1. In Step S132-1, 
the CPU 106 determines a condition that the value k1 of the 
first reference number counter exceeds 4. When this condi 
tion is satisfied, the processing proceeds to Step S132-2, and 
when this condition is not satisfied, the processing proceeds 
to Step S133. 

0200 InStep S132-2, the CPU 106 resets each of the value 
Ta of the unit game counter and the value Tb of the accumu 
lated bet counter at 0, and resets each of the value k1 of the 
first reference number counter and the value k2 of the second 
reference number counter at 1. In Step S132-3, the CPU 106 
turns off the rescue setting flag. 
0201 In Step S133, the CPU 106 turns off (resets) the 
specific symbol establishment flag. Thereafter, the CPU 106 
ends the increment processing. 
0202 Next, a description will be made of the rescue pay 
execution processing based on FIG. 12. In Step S135, the 
CPU 106 determines a condition that the rescue setting flag is 
turned on. When this condition is satisfied, the processing 
proceeds to Step S136, and when this condition is not satis 
fied, the rescue pay execution processing is ended. 
0203. In Step S136, the CPU 106 decides Tamax k1 based 
on the value k1 of the first reference number counter and the 
first correspondence table shown in FIG. 23. The CPU 106 
determines a condition that the value Ta of the unit game 
counter coincides with the decided Ta max k1. When this 
condition is satisfied, the processing proceeds to Step S138, 
and when this condition is not satisfied, the processing pro 
ceeds to Step S137. 

0204 InStep S137, the CPU 106 decides Tb max k2 based 
on the value k2 of the second reference number counter and a 
second correspondence table shown in FIG. 24. Here, the 
second correspondence table shows a correspondence rela 
tionship among the value k2 of the second reference number 
counter, a value of Tb max k2, and the payout number by the 
rescue pay, and is stored in the ROM 108. For example, when 
k2 becomes equal to 1, the CPU 106 decides Tb max k2 at 
5000. The CPU 106 determines a condition that the value Tb 
of the accumulated bet counter coincides with the decided Tb 
max k2. When this condition is satisfied, the processing pro 
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ceeds to Step S138, and when this condition is not satisfied, 
the processing proceeds to Step S137-1. 

0205. In Step S137-1, the CPU 106 displays images cor 
responding to the value Ta of the unit game counter and the 
value Tb of the accumulated bet counter on the upper display 
33 and the liquid crystal display 16. Specifically, the CPU 106 
calculates the value of Ta max 1 -Ta, the value of Ta max 
2-Ta, the value of Tamax 3-Ta, and the value of Tamax 
4 -Ta as the remaining numbers of unit games until receiving 
the rescue pay. Note that, when such a value of Ta max 
k1Cy-Ta becomes a minus, the CPU 106 calculates the value 
of Tamax k1o-Ta to be 0. Here, k1o is an integer within a 
range of 1 to 4. Moreover, the CPU 106 calculates a value of 
Tb max 1 -Tb, a value of Tb max 2-Tb, a value of Tb max 
3-Tb, and a value of Tb max 4-Tb as the remaining num 
bers of accumulated bets until receiving the rescue pay. Note 
that, when such a value of Tb max k2cy-Tb becomes a minus, 
the CPU 106 calculates the value of Tb max k2C-Tb to be 0. 
Here, k2o becomes an integer within a range of 1 to 4. 

0206. Subsequently, as shown in FIG. 40, the CPU 106 
displays the reset condition explanation panel 401 and a count 
down panel 403 on the upper display 33. On the count down 
panel 403, the remaining numbers of unit games until receiv 
ing the rescue pay (in FIG. 40, simply expressed as “remain 
ing number of games') and the numbers of medals to be paid 
by the rescue pay (in FIG. 40, simply expressed as “payout 
number) are shown in association with each other. More 
over, on the count down panel 403, the remaining numbers of 
accumulated bets until receiving the rescue pay (in FIG. 40. 
simply expressed as "remaining number of bets’) and the 
numbers of medals to be paid by the rescue pay are shown in 
association with each other. FIG. 40 shows a display example 
when Ta is equal to 500 and Tb is equal to 1500. Moreover, as 
shown in FIG. 32, when the value of Tamax k1-Ta is larger 
than 10, the display areas 31, 32a and 32b and the rescue pay 
button 210 are displayed on the liquid crystal display 16 
besides the display areas Q1 to Q15. 

0207 When the value of Tamax k1-Tahas become 10 or 
less, the CPU 106 displays the reset condition explanation 
panel 401 and the count down panel 403 on the upper display 
33, and meanwhile, as shown in FIG.35, displays the woman 
angel 249 on the liquid crystal display 16. The CPU 106 
expands the wings of the woman angel 249 every time when 
the value of Ta max k1-Ta is reduced. FIG. 35 shows a 
display example when the value of Tamax k1-Ta is 10, and 
FIG. 37 shows a display example when the value of Tamax 
k1-Ta is 1. Moreover, the CPU 106 irradiates the light from 
the lamp 30, and rotates the reflection plate. The CPU 106 
increases the rotation speed of the reflection plate every time 
when the value of Tamax k1-Ta is reduced. Thereafter, the 
CPU 106 ends the rescue pay execution processing. As a 
matter of course, the CPU 106 may display the angel 249 and 
expand the wings of the angel 249 in response to the value of 
Tb max k2-Tb. The same can also be applied to the lamp 30. 

0208. In Step S138, the CPU 106 determines whether the 
condition of Step S136 is satisfied or the condition of Step 
S137 is satisfied. When the condition of Step S136 is satisfied, 
the CPU 106 decides the amount of the rescue pay, that is, the 
number of medals to be paid by the rescue pay based on the 
value k1 of the first reference number counter and the first 
correspondence table. For example, when the value k1 of the 
first reference number counter becomes 1, the CPU 106 
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decides the number of medals to be paid by the rescue pay at 
360. The CPU 106 Stores the decided number as the rescue 
pay number in the RAM 110. Note that the initial value of the 
rescue pay number is 0. 
0209 Meanwhile, when the condition of Step S137 is 
satisfied, the CPU 106 decides the amount of the rescue pay, 
that is, the number of medals to be paid by the rescue pay 
based on the value k2 of the second reference number counter 
and the second correspondence table shown in FIG. 24. For 
example, when the value k2 of the second reference number 
counter becomes 1, the CPU 106 decides the number of 
medals to be paid by the rescue pay at 360. The CPU 106 
stores the decided number as the rescue pay number in the 
RAM 110. Note that the initial value of the rescue pay number 
is 0. 

0210 Moreover, the CPU 106 displays the images show 
ing that the rescue pay is generated and showing the payout 
number by the rescue pay on the upper display 33 and the 
liquid crystal display 16. Display examples are shown in FIG. 
38 and FIG. 39. 

0211 InStep S138-1, the CPU 106 determines a condition 
that the value k1 of the first reference number counter is 4 or 
more. When this condition is satisfied, the processing pro 
ceeds to Step S138-2, and when this condition is not satisfied, 
the processing proceeds to Step S138-4. 

0212. In Step S138-2, the CPU 106 resets each of the value 
Ta of the unit game counter and the value Tb of the accumu 
lated bet counter at 0, and resets each of the value k1 of the 
first reference number counter and the value k2 of the second 
reference number counter at 1. 

0213. In Step S138-3, the CPU 106 turns off the rescue 
setting flag. Thereafter, the CPU 106 ends the rescue pay 
execution processing. 

0214. In Step S138-4, the CPU 106 increases each of the 
value k1 of the first reference number counter and the value k2 
of the second reference number counter by 1. Thereafter, the 
CPU 106 ends the rescue pay execution processing. 
0215. In accordance with the increment processing shown 
in FIG. 11 and with Step S138-2 and Step S138-4 which are 
shown in FIG. 12, the value k1 of the first reference number 
counter and the value k2 of the second reference number 
counter always take the same value. 
0216. In accordance with the increment processing and 
Step S136 to Step S138-4, the values of k1 and k2 are set at 
koy +1 when the value Ta of the unit game counter reaches Ta 
maxkoy (ko is an integer within a range of 1 to 4), when the 
value Tb of the accumulated bet counter reaches Tb maxkoy, 
or when the reset condition is satisfied in the case where k1 is 
equal to ko. Then, in Step S136 in each cycle of the next time 
and after, the value Ta of the unit game counter is not com 
pared with Ta maxko, but is compared with Ta max (ko + 1). 
In a similar way, the value Tb of the accumulated bet counter 
is not compared with Tb max ko, but is compared with Tb 
max (ko + 1). Hence, the CPU 106 performs the increment 
processing or the processing of Step S138-4, and thereby 
invalidates both of Tamax ko and Tb maxko. Subsequently, 
in Step S136 in each cycle of the next time and after, the CPU 
106 compares Ta max (ko +1) that is not invalidated (that is, 
valid) with the value Ta of the unit game counter, and in Step 
S137 in each cycle of the next time and after, the CPU 106 
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compares Tb max (ko +1) that is not invalidated (that is, 
valid) with the value Tb of the accumulated bet counter. 

Third Embodiment 

0217 Next, a description will be made of a third embodi 
ment. The third embodiment is similar to the first embodi 
ment except that main processing and unit game execution 
processing are different from those of the first embodiment, 
and accordingly, the description will be made only of these 
different points. 
0218 First, a description will be made of the main pro 
cessing based on FIG. 13. In Step S142, the CPU 106 per 
forms similar processing to that of Step S31 shown in FIG. 5. 
0219. In Step S143, the CPU 106 determines a condition 
that the rescue setting flag is turned on. When this condition is 
satisfied, the processing proceeds to Step S148, and when this 
condition is not satisfied, the processing proceeds to Step 
S144. 

0220. In Step S144, the CPU 106 determines a condition 
that the value Ta of the unit game counter is Ta1 or more. In 
this case, the value Ta1 is smaller than Ta max 1, and for 
example, becomes 100, and this value Tal is stored in the 
ROM 108. When this condition is satisfied, the processing 
proceeds to Step S145, and when this condition is not satis 
fied, the processing proceeds to Sep S148. 
0221. In Step S145 to Step S148, the CPU 106 performs 
similar processing to that of Step S32-1 to Step S33 which are 
shown in FIG.5. In Step S149, the CPU 106 performs the unit 
game execution processing shown in FIG. 14. In Step S150 to 
Step S152, the CPU 106 performs similar processing to that 
of Step S35 to Step S37 which are shown in FIG. 5. 
0222 Next, a description will be made of the unit game 
execution processing based on FIG. 14. In Step S154 to Step 
S161, the CPU 106 performs similar processing to that of 
Step S70-2 to Step S76 which are shown in FIG. 6. Specifi 
cally, even if the rescue setting flag is not turned on, the CPU 
106 performs the processing for increasing the value Ta of the 
unit game counter. 

Fourth Embodiment 

0223 Next, a description will be made of a fourth embodi 
ment. The fourth embodiment is similar to the first embodi 
ment except that main processing, unit game execution pro 
cessing, increment processing, and rescue pay execution 
processing are different from those of the first embodiment. 
Moreover, the increment processing and rescue pay execution 
processing of the fourth embodiment are similar to those of 
the second embodiment. Accordingly, the description will be 
made only of the main processing and the unit game execu 
tion processing. 
0224 First, a description will be made of the main pro 
cessing based on FIG. 15. In Step S162, the CPU 106 per 
forms similar processing to that of Step S31 shown in FIG. 5. 
In Step S163, the CPU 106 determines a condition that the 
rescue setting flag is turned on. When this condition is satis 
fied, the processing proceeds to Step S169, and when this 
condition is not satisfied, the processing proceeds to Step 
S164. 

0225. In Step S164, the CPU 106 determines a condition 
that the value Ta of the unit game counter is Ta1 or more. 
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When this condition is satisfied, the processing proceeds to 
Step S166, and when this condition is not satisfied, the pro 
cessing proceeds to Step S165. 
0226. In Step S165, the CPU 106 determines a condition 
that the value Tb of the accumulated bet counter becomes Tb1 
or more. In this case, the value Tb1 is smaller than Tb max 1, 
and for example, becomes 500, and this value Tb1 is stored in 
the ROM 108. When this condition is satisfied, the processing 
proceeds to Step S166, and when this condition is not satis 
fied, the processing proceeds to Step S169. 
0227. In Step S166 to Step S169, the CPU 106 performs 
similar processing to that of Step S32-1 to Step S33 which are 
shown in FIG.5. In Step S170, the CPU 106 performs the unit 
game execution processing shown in FIG. 16. In Step S171, 
the CPU 106 performs the increment processing shown in 
FIG. 11. In Step S172, the CPU 106 performs the rescue pay 
execution processing shown in FIG. 12. In Step S173, the 
CPU 106 performs similar processing to that of Step S37 
shown in FIG. 5. 

0228 Next, a description will be made of the unit game 
execution processing based on FIG. 16. In Step S174 to Step 
S182, the CPU 106 performs similar processing to that of 
Step S121 to Step S130 which are shown in FIG. 10. Specifi 
cally, even if the rescue setting flag is not turned on, the CPU 
106 performs the processing for increasing the value Tb of the 
accumulated bet counter and the value Ta of the unit game 
COunter. 

Fifth Embodiment 

0229 Next, a description will be made of a fifth embodi 
ment. The fifth embodiment is similar to the first embodiment 
except that rescue pay execution processing is different from 
that of the first embodiment, and accordingly, the description 
will be made only of the rescue pay execution processing. 
0230 FIG. 17 is a flowchart showing the rescue pay execu 
tion processing according to the fifth embodiment. In Step 
S183, the CPU 106 determines a condition that the rescue 
setting flag is turned on. When this condition is satisfied, the 
processing proceeds to Step S184, and when this condition is 
not satisfied, the rescue pay execution processing is ended. 
0231. In Step S184, the CPU 106 decides Ta max k based 
on the value k of the reference number counter and the first 
correspondence table shown in FIG. 23. The CPU 106 deter 
mines a condition that the value Ta of the unit game counter 
coincides with the decided Ta maxk. When this condition is 
satisfied, the processing proceeds to Step S186, and when this 
condition is not satisfied, the processing proceeds to Step 
S185. 

0232. In Step S185, the CPU 106 performs similar pro 
cessing to that of Step S102-1 shown in FIG.8. Thereafter, the 
CPU 106 ends the rescue pay execution processing. 
0233. In Step S186, the CPU 106 makes an inquiry 
whether the player is to receive the rescue pay. Specifically, 
the CPU 106 displays an explanation panel 220 shown in FIG. 
41. An explanation sentence 220d, the YES panel 221 and the 
NO panel 222 are displayed on the explanation panel 220. The 
explanation sentence 220d indicates a message to make an 
inquiry whether the player is to receive payout of a predeter 
mined number (that is, the payout number of medals, which 
corresponds to Tamax k reached by the value Ta of the unit 
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game counter) of medals as the rescue pay. Specifically, the 
CPU 106 decides the payout number of medals, which cor 
responds to Tamax k reached by the value Ta of the unit game 
counter, based on the first correspondence table, and based on 
a result thereof, creates the explanation sentence 220d, and 
displays the explanation sentence 220d on the explanation 
panel 220. 
0234. In Step S187, the CPU 106 determines whether or 
not the player is to receive the rescue pay based on a signal 
given from the touch panel sensor 19. When the player is to 
receive the rescue pay, the processing proceeds to Step S188, 
and when the player is not to receive the rescue pay, the 
processing proceeds to Step S189. 
0235. In Step S188 to Step S192, the CPU 106 performs 
similar processing to that of Step S103 to Step S103-4 which 
are shown in FIG. 8. 

Sixth Embodiment 

0236 Next, a description will be made of a sixth embodi 
ment. The sixth embodiment is similar to the first embodi 
ment except that rescue pay execution processing is different 
from that of the first embodiment, and accordingly, the 
description will be made only of the rescue pay execution 
processing. 

0237 FIG. 18 is a flowchart showing the rescue pay execu 
tion processing according to the sixth embodiment. In Step 
S193 to Step S196, the CPU 106 performs similar processing 
to that of Step S183 to Step 186 which are shown in FIG. 17. 
0238. In Step S197, based on a signal given from the touch 
panel sensor 19, the CPU 106 determines whether or not the 
player is to receive the rescue pay. When the player is to 
receive the rescue pay, the processing proceeds to Step S198, 
and when the player is not to receive the rescue pay, the 
processing proceeds to Step S200. 
0239. In Step S198, the CPU 106 performs similar pro 
cessing to that of Step S103 shown in FIG. 8. 
0240. In Step S199, the CPU 106 sets the value k of the 
reference number counter at 4. In Step S200 to StepS203, the 
CPU 106 performs similar processing to that of Step S103 to 
Step S103-4 which are shown in FIG. 8. 
0241. In accordance with Step S197 to Step S203, when 
the player receives the payout of the rescue pay in the case 
where the value Ta of the unit game counter has reached Ta 
maxkoy, the value k of the reference number counter is forc 
ibly set at 4. Moreover, since k becomes 4, k is reset at 1, and 
the rescue setting flag is turned off. Specifically, Ta max k3 
(kB is an integer larger thanka) larger invalue than Ta maxko. 
is entirely invalidated. 

Seventh Embodiment 

0242 Next, a description will be made of a seventh 
embodiment. The seventh embodiment is similar to the first 
embodiment except that main processing, unit game execu 
tion processing, and rescue pay execution processing are 
different from those of the first embodiment, and accordingly, 
the description will be made only of these different points. 
0243 First, a description will be made of the main pro 
cessing based on FIG. 19. In Step S204 shown in FIG. 19, the 
CPU 106 performs similar processing to that of Step S31 
shown in FIG. 5. 
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0244. In Step S205, the CPU 106 determines a condition 
that the rescue setting flag is 1. When this condition is satis 
fied, the processing proceeds to Step S210, and when this 
condition is not satisfied, the processing proceeds to Step 

0245. In Step S206 to Step S209, the CPU 106 performs 
similar processing to that of Step S32-1 to Step S32-4 which 
are shown in FIG. 5. Here, in Step S206, an explanation 
sentence 220e shown in FIG. 42 is displayed on the explana 
tion panel 220 in place of the explanation sentence 220a 
shown in FIG. 28. Specifically, in the seventh embodiment, 
the rescue pay is executed every time when the number of 
consumed medals (a value thereof is represented as a value Tc 
of a consumed medal counter to be described later) reaches 
4000, 5500, 8000, and 15000. 

0246. In Step S210, based on the bet number per unit 
game, the CPU 106 updates the value Tc of the consumed 
medal counter. Specifically, the CPU 106 increases the value 
Tc of the consumed medal counter by the bet number per unit 
game. Here, the consumed medal counter is formed on the 
counter 128, and an initial value thereof is set at 0. Thereafter, 
the CPU 106 advances to Step S211. 
0247. In Step S211, the CPU 106 performs similar pro 
cessing to that of Step S33 shown in FIG. 5. 
0248. In Step S212, the CPU 106 performs the unit game 
execution processing shown in FIG. 20. In Step S213, the 
CPU 106 performs the increment processing shown in FIG.7. 
In Step S214, the CPU 106 performs the rescue pay execution 
processing shown in FIG. 21. In Step S215, the CPU 106 
performs the payout processing shown in FIG.9. Thereafter, 
the CPU 106 ends the main processing. 
0249 Next, a description will be made of the unit game 
execution processing based on FIG. 20. In Step S216 to Step 
S219, the CPU 106 performs similar processing to that of 
Step S71 to Step S74 which are shown in FIG. 6. 

0250 In Step S220, the CPU 106 determines a condition 
that the rescue setting flag is 1. When this condition is satis 
fied, the processing proceeds to Step S221, and when this 
condition is not satisfied, the unit game execution processing 
is ended. 

0251. In Step S221, the CPU 106 updates the value Tc of 
the consumed medal counter based on the number of medals, 
which is calculated in Step S219. Specifically, the CPU 106 
reduces the value Tc of the consumed medal counter by the 
number of medals, which is calculated in Step S219. Note 
that, when the value Tc of the consumed medal counter has 
become a minus as a result of the above-described reduction, 
the CPU 106 sets the value Tc of the consumed medal counter 
at 0. 

0252. In Step S222 and Step S223, the CPU 106 performs 
similar processing to that of Step S75 and Step S76 which are 
shown in FIG. 6. Thereafter, the CPU 106 ends the unit game 
execution processing. 

0253 Next, a description will be made of the rescue pay 
execution processing based on FIG. 21. In Step S224, the 
CPU 106 determines a condition that the rescue setting flag is 
1. When this condition is satisfied, the processing proceeds to 
Step S225, and when this condition is not satisfied, the rescue 
pay execution processing is ended. 
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0254. In Step S225, the CPU 106 decides Tc maxk (this is 
so-called "ceiling') based on the value k of the reference 
number counter and the third correspondence table shown in 
FIG. 25. Here, the third correspondence table shows a corre 
spondence relationship among the value k of the reference 
number counter, a value of Tc maxk, and the payout number 
by the rescue pay, and is stored in the ROM 108. For example, 
when the valuek of the reference number counter becomes 1, 
the CPU 106 decides Tc max k at 4000. The CPU 106 deter 
mines a condition that the value Tc of the consumed medal 
counter coincides with the decided Tc max k. When this 
condition is satisfied, the processing proceeds to Step S227, 
and when this condition is not satisfied, the processing pro 
ceeds to Step S226. 
0255 In Step S226, the CPU 106 displays images corre 
sponding to the value Tc of the consumed medal counter on 
the upper display 33 and the liquid crystal display 16. Spe 
cifically, the CPU 106 calculates a value of Tc max 1-Tc, a 
value of Tc max 2-Tc, a value of Tc max3-Tc, and a value 
of Tc max 4-Tc as the remaining numbers of consumed 
medals until receiving the rescue pay. Note that, when such a 
value of Tc max ko-Tc becomes a minus, the CPU 106 
calculates the value of Tc maxko-Tc to be 0. Here, ko is an 
integer within a range of 1 to 4. Subsequently, as shown in 
FIG. 43, the CPU 106 displays the reset condition explanation 
panel 401 and a count down panel 404 on the upper display 
33. On the count down panel 404, the remaining numbers of 
consumed medals until receiving the rescue pay (in FIG. 42. 
simply expressed as “remaining number of consumed cred 
its') and the numbers of medals to be paid by the rescue pay 
(in FIG. 42, simply expressed as “payout number) are shown 
in association with each other. Specifically, on the countdown 
panel 402, the value of Tc max 1-Tc and the payout number 
"360 are displayed in association with each other, the value 
of Tc max 2-Tc and the payout number “720 are displayed 
in association with each other, the value of Tc max3-Tc and 
the payout number “ 1440 are displayed in association with 
each other, and the value of Tc max 4-Tc and the payout 
number 2880” are displayed in association with each other. 
FIG. 42 shows a display example when Tc is equal to 2000. 
Note that, as shown in FIG. 32, when the value of Tc max 
k-Tc is larger than 1000, the display areas 31, 32a and 32b 
and the rescue pay button 210 are displayed on the liquid 
crystal display 16 besides the display areas Q1 to Q15. 
0256 When the value of Tc maxk-Tc has become 1000 
or less, the CPU 106 displays the reset condition explanation 
panel 401 and the count down panel 404 on the upper display 
33, and meanwhile, displays the woman angel 249 on the 
liquid crystal display 16 as shown in FIG. 35. The CPU 106 
expands the wings of the woman angel 249 every time when 
the value of Tc max k1-Tc is reduced. Moreover, the CPU 
106 irradiates the light from the lamp 30, and rotates the 
reflection plate. The CPU 106 increases the rotation speed of 
the reflection plate every time when the value of Tc max 
k1-Tc is reduced. Thereafter, the CPU 106 ends the rescue 
pay execution processing. 

0257. In Step S227, the CPU 106 decides the amount of 
the rescue pay, that is, the number of medals to be paid by the 
rescue pay based on the value k of the reference number 
counter and the third correspondence table. For example, 
when the valuek of the reference number counter becomes 1, 
the CPU 106 decides the number of medals to be paid by the 
rescue pay at 360. The CPU 106 stores the decided number as 
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the rescue pay number in the RAM 110. Note that the initial 
value of the rescue pay number is 0. 
0258 Moreover, the CPU 106 displays images showing 
that the rescue pay is generated and showing the payout 
number by the rescue pay on the upper display 33 and the 
liquid crystal display 16. Display examples are shown in FIG. 
38 and FIG. 39. 

0259. In Step S228, the CPU 106 determines a condition 
that the value k of the reference number counter is 4 or more. 
When this condition is satisfied, the processing proceeds to 
Step S229, and when this condition is not satisfied, the pro 
cessing proceeds to Step S231. 
0260. In Step S229, the CPU 106 resets the value Tc of the 
consumed medal counter at 0, and resets the value k of the 
reference number counter at 1. In Step S230, the CPU 106 
turns off the rescue setting flag. Thereafter, the CPU 106 ends 
the rescue pay execution processing. 
0261. In Step S231, the CPU 106 increases the value k of 
the reference number counter by 1. Thereafter, the CPU 106 
ends the rescue pay execution processing. 
0262 The description has been made above of the embodi 
ments of the present invention; however, the embodiments 
merely illustrate specific examples, and do not particularly 
limit the present invention. It is possible to appropriately 
perform design changes for specific configurations of the 
respective means and the like. Moreover, the effects described 
in the embodiments of the present invention merely list the 
most Suitable effects generated from the present invention, 
and the effects derived from the present invention are not 
limited to those described in the embodiments of the present 
invention. The above-described respective embodiments may 
be mutually combined. 
0263. In the above-described detailed explanation, the 
explanation has been made mainly of the characteristic por 
tions so that the present invention can be more easily under 
standable. The present invention is not limited to the embodi 
ments described in the above-described detailed explanation, 
and can also be applied to other embodiments, and applica 
tion ranges thereof are broad. Moreover, the terms and the 
phraseology which are used in this specification are used for 
explaining the present invention with accuracy, and are not 
used for limiting the interpretation of the present invention. 
Moreover, it is considered easy for those skilled in the art to 
figure out other configurations, systems, methods, and the 
like, which are incorporated in the concept of the present 
invention, from the concept of the present invention described 
in this specification. Hence, the description of scope of claims 
must be regarded as one incorporating equilibrium configu 
rations of those of the scope of the technical concept of the 
present invention without departing therefrom. Moreover, it 
is an object of the abstract to assist patent offices, common 
public institutions, engineers who belong to this technical 
field and are not conversant in patents, law terms, or technical 
terms, and the like so that they can rapidly determine the 
technical contents and essence of this application by a simple 
investigation. Hence, the abstract is not intended to limit the 
scope of the invention to be evaluated by the description of the 
scope of claims. Moreover, in order to sufficiently understand 
the object of the present invention and the effects intrinsic to 
the present invention, it is desired that the present invention be 
interpreted in full consideration for already-disclosed docu 
ments, and the like. 
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0264. The above-described detailed explanation incorpo 
rates processing executed by a computer. The explanation and 
the expression in the above description are described for the 
purpose of being understood most efficiently by those skilled 
in the art. In this specification, the respective steps for use in 
deriving one result should be understood as processing free 
from self-contradiction. Moreover, in the respective steps, 
electric or magnetic signal transmission/reception, recording, 
and the like are performed. In the processing in each step, 
Such a signal is expressed by a bit, a value, a symbol, a letter, 
a term, a number, or the like; however, it is necessary to keep 
it in mind that these are merely used for explanation conve 
nience. Moreover, the processing in each step is sometimes 
described in expression common to a human action; however, 
the processing explained in this specification is basically 
executed by a variety of devices. Moreover, other configura 
tions required for performing the respective steps become 

(e) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
ber of the valid reference numbers, to provide a pay 
out of an amount corresponding to the one reference 
number; and 

(f) to invalidate the reference number reached by the 
stored execution number of unit games. 

3. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
self-evident from the above-explanation. 
What is claimed is: 

1. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided; and 

a controller that operates: 
(a) to perform a control to repeatedly execute the unit 

games, 

(b) to perform a control to invalidate the plural types of 
reference numbers in order from a smaller one in 
value every time when a predetermined reset condi 
tion is satisfied; 

(c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(e) to provide a payout when it is determined that the 
stored execution number of unit games has reached 
any of the valid reference numbers; and 

(f) to invalidate the reference number reached by the 
stored execution number of unit games. 

2. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
(a) to repeatedly execute the unit games; 
(b) to perform a control to invalidate the plural types of 

reference numbers in order from a smaller one in 
value every time when a predetermined reset condi 
tion is satisfied; 

(c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(a) to perform a control to repeatedly execute the unit 
games, 

(b) to invalidate the plural types of reference numbers in 
order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to display, on a display, the predetermined reset 

condition, a payout amount corresponding to each of 
the reference numbers, and a remaining number of the 
unit games until the stored execution number of unit 
games reaches each of the reference numbers; 

(e) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid: 

(f) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
ber of the valid reference numbers, to provide a pay 
out of an amount corresponding to the one reference 
number; and 

(g) to invalidate the reference number reached by the 
stored execution number of unit games. 

4. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided; and 

a controller that operates: 
(a) to repeatedly execute the unit games; 
(b) to invalidate the plural types of reference numbers in 

order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 

(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid: 

(e) when it is determined that the stored execution num 
ber of unit games has reached any of the valid refer 
ence numbers, to receive an input using an input 
device capable of input as to whether or not a player is 
to receive the payout; 
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(f) to provide a payout when the information inputted 
from the input device indicates a message that the 
player is to receive the payout; and 

(g) to invalidate the reference number reached by the 
stored execution number of unit games. 

5. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided; and 

a controller that operates: 
(a) to repeatedly execute the unit games; 
(b) to invalidate the plural types of reference numbers in 

order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(e) when it is determined that the stored execution num 
ber of unit games has reached any of the valid refer 
ence numbers, to receive an input using an input 
device capable of input as to whether or not a player is 
to receive the payout: 

(f) to provide a payout when the information inputted 
from the input device indicates a message that the 
player is to receive the payout; 

(g) to invalidate the reference number reached by the 
stored execution number of unit games; and 

(h) when the information inputted from the input device 
indicates the message that the player is to receive the 
payout, to invalidate the reference number larger in 
value than the reference number reached by the stored 
execution number of unit games. 

6. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
(a) to repeatedly execute the unit games; 
(b) to invalidate the plural types of reference numbers in 

order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(e) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
ber of the valid reference numbers, to receive an input 
using an input device capable of input as to whether or 
not a player is to receive the payout; 
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(f) to provide a payout of an amount corresponding to the 
one reference number when the information inputted 
from the input device indicates a message that the 
player is to receive the payout; and 

(g) to invalidate the reference number reached by the 
stored execution number of unit games. 

7. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
(a) to repeatedly execute the unit games; 
(b) to invalidate the plural types of reference numbers in 

order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid: 

(e) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
ber of the valid reference numbers, to receive an input 
using an input device capable of input as to whether or 
not a player is to receive the payout: 

(f) to provide a payout of an amount corresponding to the 
one reference number when the information inputted 
from the input device indicates a message that the 
player is to receive the payout; 

(g) to invalidate the reference number reached by the 
stored execution number of unit games; and 

(h) when the information inputted from the input device 
indicates the message that the player is to receive the 
payout, to invalidate the reference number larger in 
value than the reference number reached by the stored 
execution number of unit games. 

8. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
(a) to perform a control to repeatedly execute the unit 

games, 

(b) to invalidate the plural types of reference numbers in 
order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to display, on a display, the predetermined reset 

condition, a payout amount corresponding to each of 
the reference numbers, and a remaining number of the 
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unit games until the stored execution number of unit 
games reaches each of the reference numbers; 

(e) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(f) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
ber of the valid reference numbers, to receive an input 
using an input device capable of input as to whether or 
not a player is to receive the payout; 

(g) to provide a payout of an amount corresponding to 
the one reference number when the information input 
ted from the input device indicates a message that the 
player is to receive the payout; and 

(h) to invalidate the reference number reached by the 
stored execution number of unit games. 

9. A gaming device comprising: 
a storage device that stores plural types of reference num 

bers, each of which indicates an execution number of 
unit games, the execution number being taken as an 
occasion where a payout is provided, and the plural 
types of reference numbers being associated with plural 
types of payout amounts; and 

a controller that operates: 
(a) to perform a control to repeatedly execute the unit 

games: 

(b) to invalidate the plural types of reference numbers in 
order from a smaller one in value every time when a 
predetermined reset condition is satisfied; 

(c) to store each execution number of unit games; 
(d) to display, on a display, the predetermined reset 

condition, a payout amount corresponding to each of 
the reference numbers, and a remaining number of the 
unit games until the stored execution number of unit 
games reaches each of the reference numbers; 

(e) to determine whether or not the stored execution 
number of unit games has reached any of the reference 
numbers which are valid; 

(e) when it is determined that the stored execution num 
ber of unit games has reached any one reference num 
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ber of the valid reference numbers, to receive an input 
using an input device capable of input as to whether or 
not a player is to receive the payout: 

(f) to provide a payout of an amount corresponding to the 
one reference number when the information inputted 
from the input device indicates a message that the 
player is to receive the payout; 

(g) to invalidate the reference number reached by the 
stored execution number of unit games; and 

(h) when the information inputted from the input device 
indicates the message that the player is to receive the 
payout, to invalidate the reference number larger in 
value than the reference number reached by the stored 
execution number of unit games. 

10. A gaming device comprising: 
a storage device that stores plural types of reference con 

Sumptions, each of which indicates a consumption of bet 
money, the consumption being taken as an occasion 
where a payout is provided; and 

a controller that performs: 
(a) processing for performing a control to repeatedly 

execute unit games; 
(b) processing for performing a control to invalidate the 

plural types of reference consumptions in order from 
a smaller one in value when a predetermined reset 
condition is satisfied; 

(c) processing for storing each consumption of the bet 
money; 

(d) processing for performing a control to determine 
whether or not the stored consumption of the bet 
money has reached any of the reference consumptions 
which are valid; 

(e) processing for performing a control to provide a 
payout when it is determined that the stored consump 
tion of the bet money has reached any of the valid 
reference consumptions; and 

(f) processing for performing a control to invalidate the 
reference consumption reached by the stored con 
Sumption of the bet money. 


