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GAMING MACHINE 

0001. This application is based on and claims the benefit 
of priority from Japanese Patent Application No. 2007 
073360, filed on 20 Mar. 2007, the content of which is incor 
porated herein by reference. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming machine 
that provides a game via a gaming medium (gaming value) 
Such as coins or the like. 
0004 2. Related Art 
0005 Conventionally, amusement facilities having slot 
machines or the like (see Patent documents 1 through 44, for 
example) provide amusement services in which players play 
games via various kinds of gaming media Such as coins, cash, 
or the like, which are inserted into the slot machines. With 
Such amusement services, each slot machine provides a pay 
out according to the award (game results) won by the player 
on his/her game. 
0006. Some casinos having multiple slot machines pro 
vide a known amusement service, that is, a so-called jackpot 
award, as follows. That is to say, a portion of the credits spent 
at these slot machines are reserved. When the reserved credits 
reach a predetermined value, some slot machines provide a 
great amount of payout, much greater than normal awards. In 
the normal state, each slot machine provides a normal award 
at a predetermined probability. Accordingly, each player 
plays a game to win the normal game. Furthermore, ajackpot 
award is provided at a predetermined time according to 
another award determination that differs from that of the 
normal award. 
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0012 However, conventional slot machines provide a 
jackpot award in which only the player who has been playing 
a game at the slot machine at which the jackpot award has 
been won can receive the benefit of the jackpot award. Such a 
jackpot award provides no benefit to other players having 
spent a great amount of coins. In some cases, a player receives 
the jackpot award immediately after he or she has started to 
play the game. In some cases, such a situation causes the other 
players to feel distrust or displeasure with respect to the 
amusement service, leading to a loss of interest in the amuse 
ment service. 
0013. In addition, conventional slot machines are known 
that provide a cashback service. With the cashback service, 
when the amount of credits thus spent by the player reaches a 
predetermined amount, the player can receive the cashback 
service (see Patent document 15, for example). That is, when 
the amount of credits thus spent by the player reaches a 
so-called upper limit, a predetermined amount of credits are 
paid out. However, with such slot machines, when the player 
has spent a great amount of credits, the player receives a profit 
according to the cashback service, even if the player has not 
won the game. In some cases, such a cashback service incurs 
a sense of unfairness among the players who have won profits 
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according to the awards won in the games, leading to loss of 
interest in the amusement service. 
0014. The present invention has been made in view of the 
aforementioned problem. Accordingly, it is an object thereof 
to provide a slot machine that provides an amusement service 
without incurring a sense of unfairness with regard to players 
who can win in a game, thereby preventing a situation in 
which players who have spent a great amount of credits, such 
as coins or the like, feel distrust or displeasure with respect to 
the amusement service, or a situation in which such players 
lose interest in the amusement service. 

SUMMARY OF THE INVENTION 

0015. In order to solve the aforementioned problem, the 
present invention provides the following features. 
0016. In a first aspect of the present invention, a slot 
machine is provided which comprises: a display that displays 
an image; a symbol display device that is capable of display 
ing multiple symbols; an input device that allows a player to 
input an instruction; and a controller programmed to execute 
the processes of: (a) executing a game by, after a predeter 
mined amount of credits, which is not more than a maximum 
betamount determined beforehand, has been bet, rearranging 
the multiple symbols via the symbol display device, and 
paying out a predetermined amount of credits according to 
the rearranged symbols; (b) determining whether the amount 
of bet credits is the maximum bet amount; (c) Switching the 
game mode from a non-insurance mode to a insurance mode 
according to a user's input operation via the input device, 
when a predetermined amount of credits has been inserted; 
(d) counting the number of games after the game mode has 
been Switched to the insurance mode, when determination has 
been made in the determining process (b) that the amount of 
bet credits matches the maximum bet amount, and when the 
Switched game mode is the insurance mode; and (e) paying 
out a predetermined number of credits, when the number of 
games counted in the counting process (d) reaches a prede 
termined number. 
0017. With the slot machine according to the first aspect of 
the present invention, when a predetermined amount of cred 
its has been inserted, the game mode is Switched from the 
non-insurance mode to the insurance mode, according to the 
player's input operation via the input device. When the slot 
machine determines that the amount of bet credits matches 
the maximum betamount, and the Switched game mode is the 
insurance mode, it counts the number of games during the 
insurance mode. When the number of games thus counted 
reaches a predetermined number, a predetermined amount of 
credits are paid out. That is, in a case that the player has 
inserted a predetermined amount of credits, and inputs a 
particular instruction via the input device, the game state of 
the slot machine is switched to the insurance mode. When the 
slot machine determines that the amount of bet credits 
matches the maximum bet amount, it counts the number of 
games. When the number of games thus counted reaches a 
predetermined number, the player receives a predetermined 
award. 
0018 With such an arrangement, in the insurance mode, 
the number of games is counted, and when the number of 
games thus counted has reached a predetermined number, a 
predetermined amount of credits are paid out (the game mode 
is Switched to the cashback mode), even if the player has spent 
a great amount of credits for games over a long period of time. 
Accordingly, the insurance mode provides an award to a 
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player who has not won any award in the game. However, the 
player needs to insert a predetermined amount of credits 
before the game mode is Switched to the insurance mode. In 
addition, when the slot machine determines that the amount 
of bet credits matches the maximum betamount, it counts the 
number of games in the insurance mode. Such an arrange 
ment provides fairness among the players who can receive 
awards according to the games. Furthermore, Such an 
arrangement invites the players to play a game with the maxi 
mum permissible amount of credits, thereby providing the 
amusement facilities, such as casinos, with the increased 
earnings. 
0019. Thus, such an arrangement provides an amusement 
service without incurring a sense of unfairness with regard to 
players who can win awards in the amusement service, 
thereby preventing a situation in which players who have 
spent a great amount of credits, such as coins, come to feel 
distrust or displeasure with respect to the amusement service, 
or a situation in which Such players lose interest in the amuse 
ment service. 
0020. In a second aspect of the slot machine as described 
in the first aspect of the present invention, the controller is 
further programmed so as to provide the process (f): display 
ing an image indicating a mode selected from the insurance 
mode and the non-insurance mode on the display. 
0021. With the slot machine according to the second 
aspect of the present invention, the display displays an image 
which indicates that the current game mode is the non-insur 
ance mode or the insurance mode. That is, the slot machine 
notifies the player of whether the current game state is the 
non-insurance mode or the insurance mode, thereby allowing 
the player to recognize the current game state. With Such an 
arrangement, in cases where the player has spent a great 
amount of credits, such as coins or the like, the player plays 
the game in the non-insurance mode, giving consideration to 
an option to Switch the game mode to the insurance mode. On 
the other hand, the insurance mode relaxes the player playing 
the game. Thus, Such an arrangement prevents a situation in 
which players who have spent a great amount of credits, such 
as coins, come to feel distrust or displeasure with respect to 
the amusement service, or a situation in which such players 
lose interest in the amusement service. 

0022. In a third aspect of the slot machine as described in 
the second aspect of the present invention, after the difference 
between the predetermined number and the number of games 
has reached a predetermined number in the insurance mode, 
a rendered image is displayed every time the number of games 
is counted in the displaying process (f). 
0023. With the slot machine according to the third aspect 
of the present invention, in a case where the number of 
remaining games, which is the difference between the prede 
termined number and the counted number of games, is a 
predetermined number or less, in the insurance mode the slot 
machine provides visual effects every time that the number of 
remaining games is decremented, i.e., every time that the 
number of games is counted. Such an arrangement notifies the 
player who has spent a great amount of credits, such as coins 
or the like, that a predetermined amount of credits will be paid 
out soon, which relaxes the player playing the game. Thus, 
Such an arrangement prevents a situation where players who 
have spent a great amount of credits. Such as coins, come to 
feel distrust or displeasure with respect to the amusement 
service, or a situation in which Such players lose the interest 
in the amusement service. 
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0024. In a fourth aspect of the slot machine as described in 
the third aspect of the present invention, the symbol display 
device is a mechanical reel device including multiple reels 
each of which has an outer face bearing the plurality of 
symbols. With Such an arrangement, the display comprises a 
first display provided in front of the mechanical reel device, 
having a function of displaying a screen image while allowing 
a player to visually observe the multiple symbols displayed 
on the multiple reels, and a second display provided above the 
first display. Furthermore, in the displaying process (f), the 
first display displays the rendered image, and the second 
display displays an image indicating that the current game 
state is the insurance mode. 

0025. With the slot machine according to the fourth aspect 
of the present invention, the symbol display device is a 
mechanical reel device on which multiple symbols are 
depicted. In addition, the display comprises a transparent first 
display that allows the player to visually identify the multiple 
symbols, and the second display provided above the first 
display. The first display displays an image that provides 
visual effects. On the other hand, the second display indicates 
whether the current game mode is the insurance mode or the 
non-insurance mode. Such an arrangement displays the 
game, the game state, and an image that provides visual 
effects, all at the same time, thereby allowing the player to 
recognize the game State. Thus, Such an arrangement prevents 
a situation in which players who have spent a great amount of 
credits, such as coins, come to feel distrust or displeasure with 
respect to the amusement service, or a situation in which such 
players lose interest in the amusement service. 
0026. In a fifth aspect of the present invention, a method 
for a slot machine comprises the steps of: (a) executing a 
game by, after a predetermined amount of credits, which is 
not more than a maximum bet amount determined before 
hand, has been bet, rearranging the multiple symbols via a 
symbol display device that is capable of displaying multiple 
symbols, and paying out a predetermined amount of credits 
according to the rearranged symbols; (b) determining 
whether the amount of bet credits is the maximum bet 
amount; (c) Switching the game mode from a non-insurance 
mode to a insurance mode according to a user's input opera 
tion via an input device that allows the player to input an 
instruction, when a predetermined amount of credits has been 
inserted, (d) counting the number of games after the game 
mode has been Switched to the insurance mode, in a case 
where determination has been made in the determining step 
(b) that the amount of bet credits matches the maximum bet 
amount, and in a case where the Switched game mode is the 
insurance mode; and (e) executing a payout of a predeter 
mined amount of credits, when the counted number of games 
in the counting step (d) has reached a predetermined number. 
0027. According to the fifth aspect of the present inven 

tion, in the insurance mode, the number of games is counted, 
and when the number of games thus counted reaches a pre 
determined number, a predetermined amount of credits are 
paid out (the game mode is Switched to the cashback mode), 
even if the player has spent a great amount of credits in the 
games over a long period of time. Accordingly, the insurance 
mode provides an award to a player who has not won any 
award in the game. However, the player needs to insert a 
predetermined amount of credits before the game mode is 
Switched to the insurance mode. Also, when the slot machine 
determines that the amount of bet credits matches the maxi 
mum bet amount, it counts the number of games during the 
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insurance mode. Such an arrangement provides fairness 
among the players who can receive awards according to the 
gameS. 
0028. Furthermore, such an arrangement invites the play 
ers to play a game with the maximum permissible amount of 
credits, thereby providing the amusement facilities, such as 
casinos, with the increased earnings. 
0029. Therefore, such an arrangement provides an amuse 
ment service without incurring a sense of unfairness with 
regard to players who can win awards in the amusement 
service, thereby preventing a situation in which players who 
have spent a great amount of credits. Such as coins, come to 
feel distrust or displeasure with respect to the amusement 
service, or a situation in which Such players lose interest in the 
amusement service. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0030 FIG. 1 is a perspective schematic view illustrating a 
gaming machine according to an embodiment of the present 
invention; 
0031 FIG. 2 is a schematic diagram illustrating symbol 
sequences, each of which is depicted on the outer face of a 
corresponding reel; 
0032 FIG. 3 is a block diagram illustrating an internal 
configuration of the gaming machine shown in FIG. 1; 
0033 FIG. 4 is a flowchart illustrating a procedure of the 
authentication readout processing for acquiring a game pro 
gram and a game system program, which is performed by the 
mother board and the gaming board shown in FIG. 3; 
0034 FIG. 5 is a flowchart illustrating a subroutine for 
game mode selection processing: 
0035 FIG. 6 is a diagram illustrating an example of 
images displayed on an upper image display panel and a 
lower image display panel in the non-insurance mode; 
0036 FIG. 7 is a diagram illustrating an example of an 
image displayed on the lower image display panel, which 
allows the player to select the insurance mode from the non 
insurance mode; 
0037 FIG. 8 is a diagram illustrating an example of the 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0038 FIG. 9 is a flowchart illustrating a subroutine for 
game execution processing: 
0039 FIG. 10 is a flowchart illustrating a subroutine for 
award determination processing 1; 
0040 FIG. 11 is a flowchart illustrating a subroutine for 
award determination processing 2; 
0041 FIG. 12 is a flowchart illustrating a subroutine for 
count processing: 
0042 FIG. 13 is a flowchart illustrating a subroutine for 
insurance payout notice visual effect display processing: 
0043 FIG. 14 is a flowchart illustrating a subroutine for 
lottery processing: 
0044 FIG. 15 is a diagram illustrating multiple kinds of 
awards, and the relation between the probability for each 
award that a player will win an award and the payout amount; 
0045 FIG. 16 is a flowchart illustrating a subroutine for 
reel rotation control processing: 
0046 FIGS. 17(a) through 17(d) are side views illustrat 
ing the rotation operation of the reel; 
0047 FIG. 18 is a schematic diagram illustrating the cor 
respondence between the steps and the code number, 
0048 FIG. 19 is a flowchart illustrating a subroutine for 
bonus game processing: 
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0049 FIG. 20 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0050 FIG. 21 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0051 FIG. 22 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0052 FIG. 23 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0053 FIG. 24 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode; 
0054 FIG. 25 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel at the time when the game mode is 
switched to the cashback mode: 
0055 FIG. 26 is a flowchart illustrating a subroutine for 
MAX BET setting change processing; and 
0056 FIG. 27 is a diagram illustrating a table that indi 
cates the relation between the set value of the MAX BET and 
the payout amount that corresponds to the MAX BET thus 
Set. 

DETAILED DESCRIPTION OF THE INVENTION 

0057. A slot machine 10 according to an embodiment of 
the present invention includes: an upper image display panel 
33 and a lower image display panel 16, each of which is a 
display for displaying images; a display window 15 which is 
a symbol display device; a touch panel 69 which is an input 
device. With Such an arrangement, when a predetermined 
amount of credits are inserted, the mode is switched from a 
non-insurance mode to an insurance mode according to the 
input operation via the touchpanel 69. In the insurance mode, 
only in a case that determination has been made that the 
player has played a game with the MAX BET, the number of 
games is counted. When the number of games thus counted 
reaches a predetermined number, a predetermined amount of 
credits are paid out. With Such an arrangement, only in a case 
that determination has been made that the player has played a 
game with the MAX BET, i.e., the player has bet the maxi 
mum permissible amount of credits on a game, the number of 
games is counted in the insurance mode. Such an arrangement 
provides fairness among the players who can receive profits 
while spending a great amount of credits in the games. Fur 
thermore. Such an arrangement invites the players to play a 
game with the maximum permissible amount of credits, 
thereby providing the amusement facilities, such as casinos, 
with the advantage of increased earnings. A description is 
provided below regarding the present embodiment with ref 
erence to the drawings. 
0058 FIG. 1 is a perspective schematic view illustrating a 
gaming machine according to an embodiment of the present 
invention. A gaming machine 10 according to the present 
embodiment is a slot machine. Note that the gaming machine 
according to the present invention is not restricted to a slot 
machine. For example, the gaming machine 10 may be a 
single gaming machine Such as a video slot machine, Video 
card gaming machine, etc. In addition, the gaming machine 
10 may be a so-called mass gaming machine (multi-terminal 
gaming machine). Such as a horse racing gaming machine, a 
bingo gaming machine, a lottery gaming machine, etc., which 
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requires that a predetermined period of time must elapse 
before the game results are displayed. 
0059. At the gaming machine 10, the player plays a game 
using coins or bills, or equivalent electronic value informa 
tion. Note that the credits used in the present invention are not 
restricted in particular. Examples of credits include medals, 
tokens, and electronic money. 
0060. The gaming machine 10 includes a cabinet 11. The 
cabinet 11 includes three reels 14 (14L, 14C, and 14R) pro 
vided rotatably therewithin. A symbol sequence comprising 
22 designs (referred to as “symbols' hereinafter) is depicted 
on the outer face of each reel 14. 
0061 The lower image display panel 16 is provided in the 
form of a front panel that covers these reels 14. The lower 
image display panel 16 includes a transparent liquid crystal 
panel 16, which displays various kinds of information with 
respect to the game or images for providing visual effects in 
the game. The lower image display panel 16 serves as an 
output device for displaying an image according to the 
present invention. The lower image display panel 16 includes 
a credit amount display unit 31 and a payout amount display 
unit 32. The credit amount display unit 31 displays the num 
ber of coins inserted as the credits in the form of an image. 
The payout amount display unit 32 provides a function 
whereby, in a case where the symbol combination rearranged 
on the pay line matches a predetermined combination, the 
number of coins to be paid out is displayed in the form of an 
image. 
0062. The lower image display panel 16 includes three 
display windows 15 (15L, 15C, and 15R) provided in a form 
that allows the area behind the panel to be visually confirmed. 
With Such an arrangement, the player can visually identify the 
three symbols depicted on the outerface of the corresponding 
reel 14 by way of each display window 15. The lower image 
display panel 16 has a single pay line that extends across the 
three display windows 15 along the horizontal direction. The 
pay line determines the symbol combination. When the sym 
bol combination rearranged along the pay line matches a 
predetermined combination, a predetermined number of 
coins is paid out according to the combination and the number 
of coins inserted (BET amount). 
0063. It should be noted that an arrangement may be made 
according to the present invention in which multiple pay lines 
are formed Such that each line extends across the three display 
windows 15 in the horizontal direction or in oblique direc 
tions. With Such an arrangement, these pay lines are set to 
active pay lines according to the number of coins inserted. In 
a case where the symbol combination rearranged along any 
one of the active pay lines matches a predetermined combi 
nation, a predetermined number of coins are paid out accord 
ing to the combination thus rearranged. 
0064. Furthermore, an unshown touch panel 69 is pro 
vided in front of the lower image display panel 16, which 
allows the player to input various kinds of instructions via the 
touch panel 69. 
0065. The units provided below the lower image display 
panel 16 include: a control panel 20 including multiple but 
tons 23 through 27, which allows the player to input instruc 
tions for advancing the game; a coin reception opening 21 
which receives coins so that they are stored in the cabinet 11: 
and a bill identifying unit 22. 
0066. The control panel 20 includes a spin button 23, a 
change button 24, a cash out button 25, a 1-BET button 26, 
and a maximum BET button 27. The spin button 23 allows the 
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player to input an instruction to start the reels 14 rotating. The 
change button 24 is used to call the staff of the amusement 
facility and request that they make change for the player. The 
cash out button 25 allows the player to input an instruction to 
pay out the coins, which are stored as the credits, to a coin tray 
18. 
0067. The 1-BET button 26 allows the player to input an 
instruction to bet a single coin on the game. The maximum 
BET button 27 allows the player to input an instruction to bet, 
from the coins stored as the credits, the maximum number of 
coins (50 coins in the present embodiment) which the player 
can bet on a single game. 
0068. It should be noted that in the present invention, the 
phrase “credits are inserted indicates that the credits are 
spent. Examples of the situations in which credits are spent 
include: a situation in which the credits are bet on the game; 
and a situation in which the credits are spent on Switching the 
game mode to the insurance mode, as described later. For 
example, let us consider an arrangement in which the coins 
inserted into the coin reception opening 21 are directly bet on 
the game. With Such an arrangement, the insertion of the coins 
into the coin reception opening 21 corresponds to the inser 
tion of credits. On the other hand, let us consider an arrange 
ment in which the coins inserted into the coin insertion open 
ing 21 are temporarily stored as the credits, and upon the 
player operating the 1-BET button 26 or the maximum BET 
button 27, the coins thus stored as the credits are bet on the 
game, as with the present embodiment. With Such an arrange 
ment, using the coins stored as credits for betting on the game 
corresponds to the insertion of credits. 
0069. The bill identifying unit 22 identifies whether or not 
a bill is genuine, and stores the bill thus determined to be 
genuine in the cabinet 11. 
0070 The upper image display panel 33 is provided on the 
front of the cabinet 11. The upper image display panel 33 
includes a liquid crystal panel which displays images for 
visual effects, images for introducing the game, and images 
for explaining the rules of the game. With the present embodi 
ment, the upper image display panel 33 serves as an output 
device for images according to the present invention, in the 
same way as the lower image display panel 16. Note that an 
arrangement may be made according to the present invention 
in which either the lower image display panel 16 or the upper 
image display panel 33 serves as the output device for the 
images. 
0071. Furthermore, the cabinet 11 includes a speaker 29. 
The speaker 29 serves as an audio output device according to 
the present invention. A card reader 36, a data indicator 37. 
and a keypad 38 are provided underneath the lower image 
display panel 16. 
0072 The card reader 36 allows the player to read out data 
from a Smart card, and to write data to the Smart card. The 
Smartcard is a card possessed by the player that stores data for 
identifying the player, and data with respect to the history of 
the games played by the player. In addition, the Smart card 
stores data that corresponds to coins, bills, or credits. More 
over, a magnetic stripe card may be employed instead of the 
smart card. The data indicator 37 comprises a fluorescent 
display or the like, for displaying the data read out via the card 
reader 36 or the data input by the player via the keypad 38. 
0073 FIG. 2 is a schematic diagram illustrating symbol 
sequences, each of which is depicted on the outer face of a 
corresponding reel. A symbol sequence including 22 symbols 
is depicted on the outer face of each of the left reel 14L, the 
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center reel 14C, and the right reel 14R. The symbol sequences 
depicted on these reels 14 differ from one another. Each 
symbol sequence includes a combination of symbols, i.e., a 
“DO symbol, “3B” symbol, “2B” symbol, “CHERRY” sym 
bol, “1B” symbol, “PLUM” symbol, “AB” symbol, and 
“APPLE symbol. 
0074. In a case where the three symbols rearranged along 
the pay line are three “DO' symbols, three “3B” symbols, 
three “2B” symbols, three “CHERRY” symbols, three “1B 
symbols, three “PLUM” symbols, or three “AB” symbols, a 
predetermined amount of credits are added to the credits 
possessed by the player (see FIG. 15). In addition, in a case 
where only one or two "CHERRY” symbols are rearranged 
along the pay line, a predetermined amount of credits is added 
to the credits possessed by the player according to the number 
of “CHERRY” symbols thus rearranged (see FIG. 15). 
0075. The APPLE' symbol is a bonus game trigger sym 
bol (which is a symbol that Switches the game stage to the 
bonus game stage). In a case where three APPLE' symbols 
are rearranged along the pay line, the game stage can be 
switched to the bonus game stage. With the present embodi 
ment, the bonus game is a free game (which allows the player 
to play the game a predetermined number of times without the 
need to bet coins on the game). 
0076. The bonus game according to the present invention 

is not particularly restricted, as long as the bonus game pro 
vides an advantageous game state for the player. The advan 
tageous game state is not particularly restricted, as long as 
such a state provides the player with an advantage when 
compared with the normal game state (the game state other 
than the game state of the bonus game or the game state in the 
cashback mode). Examples of such advantageous game states 
include: a state that provides the player with a chance to win 
a greater amount of credits than in the normal game state; a 
state in which the probability of the player winning credits is 
higher than it is in the normal game state; a state in which the 
player can play the game by spending a smaller amount of 
credits than in the normal game state, etc. Specific examples 
of the bonus games include a free game, a second game, a 
mystery bonus game, etc. 
(0077. When the spin button 23 is depressed after the 
1-BET button 26 or the maximum BET button 27 has been 
depressed so as to start the game, the rotation of the reels 14 
causes the sequence of symbols depicted on each reel 14 to be 
displayed through the display window 15 in motion from the 
top to bottom. Then, each reel 14 stops rotating after a pre 
determined period of time, whereupon the symbols are rear 
ranged in the display windows 15. Furthermore, various kinds 
of awards (see FIG. 15), each corresponding to a symbol 
combination, are predetermined. When a combination of the 
symbols, which is stationary after being rearranged, along the 
pay line matches any one of the awards, a predetermined 
amount of coins are paid out according to the award, and are 
added to the credits possessed by the player. In addition, in a 
case where the symbol combination thus rearranged corre 
sponds to the bonus game trigger, the player wins the bonus 
game. 
0078 FIG. 3 is a block diagram illustrating an internal 
configuration of the gaming machine shown in FIG. 1. A 
gaming board 50 includes a CPU (Central Processing Unit) 
51, ROM 55 and boot ROM 52, a card slot 53S compatible 
with a memory card 53, an IC socket 54S compatible with a 
GAL (Generic Array Logic) 54, which are connected to one 
another via an internal bus. 
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007.9 The memory card 53 comprises a nonvolatile 
memory Such as compact flash (trademark) or the like, which 
Stores a game program and a game system program. The game 
program includes a lottery program. The aforementioned lot 
tery program is used for determining the symbol (code num 
ber that corresponds to the symbol) rearranged along the pay 
line for each reel 14. The aforementioned lottery program 
includes symbol weighting data that corresponds to each of 
multiple kinds of payout ratios (e.g., 80%, 84%, and 88%). 
The symbol weighting data is data for each of the three reels 
14, and indicates the correspondence between the code num 
ber of each symbol (see FIG. 2) and one or multiple random 
numbers in a predetermined number range (0 to 256). The 
payout ratio is determined based upon the payout ratio setting 
data output from the GAL 54. The lottery is performed based 
upon the symbol weighting data that corresponds to the pay 
out ratio. 

0080 Furthermore, the card slot 53S has a configuration 
that allows the memory card 53 to be detachably inserted, and 
is connected to the motherboard 40 via an IDE bus. Such an 
arrangementallows the kinds or content of the game provided 
by the gaming machine 10 to be changed by performing the 
following operation. More specifically, the memory card 53 is 
first extracted from the card slot 53S, and another game pro 
gram and another game system program are written to the 
memory card 53. Then, the memory card 53 thus rewritten is 
inserted into the card slot 53S. In addition, the kinds or con 
tent of the games provided by the gaming machine 10 can be 
changed by replacing the memory card 53 storing a game 
program and a game system program with another memory 
card 53 storing another game program and game system 
program. The game program includes: a program for advanc 
ing the game; a program for providing a bonus game; and a 
program for providing a cash-back mode. Furthermore, the 
game program includes: image data and audio data which are 
output in the game; and image data and audio data used to 
notify the player that the game mode has been switched to the 
insurance mode. 

0081. The GAL 54 is a kind of PLD that has a fixed OR 
array structure. The GAL54 includes multiple input ports and 
output ports. Upon reception of predetermined data via each 
input port, output data that corresponds to the input data is 
output via the corresponding output port. The data thus output 
via each output port is the aforementioned payout ratio setting 
data. On the other hand, IC socket 54S has a structure that 
allows the GAL 54 to be detachably mounted, and is con 
nected to the motherboard 40 via a PCI bus. Such an arrange 
ment allows the payout ratio setting data, which is output 
from the GAL 54, to be changed by performing the following 
operation. Specifically, the GAL 54 is first extracted from the 
IC socket 54S, and the program stored in the GAL 54 is 
replaced. Then, the GAL 54 is mounted to the IC socket 54S. 
Furthermore, the payout ratio setting data can be changed by 
replacing the GAL 54 with another GAL 54. 
0082. The CPU 51, the ROM 55, and the boot ROM 52, 
which are connected to one another via the internal bus, are 
connected to the motherboard 40 via the PCI bus. The PCIbus 
provides signal transmission between the motherboard 40 
and the gaming board 50. Furthermore, electric power is 
supplied from the motherboard 40 to the gaming board 50 via 
the PCI bus. The ROM 55 stores the country identification 
information and an authentication program. The boot ROM 
52 stores a preliminary authentication program, a program 
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(boot code) which instructs the CPU 51 to start up the pre 
liminary authentication program, etc. 
I0083. The authentication program is a program (forgery 
check program) for authenticating the game program and the 
game system program. The authentication program is defined 
to follow the procedure (authentication procedure) for con 
firming and authenticating that the game program and the 
game system program, which are to be acquired after the 
authentication, have not been forged, i.e., the procedure for 
authenticating the game program and the game system pro 
gram. The preliminary authentication program is a program 
for authenticating the aforementioned authentication pro 
gram. The preliminary authentication program is defined to 
follow the procedure for authenticating that the authentica 
tion program has not been forged, i.e., the procedure for 
authenticating the authentication program (authentication 
procedure). 
I0084. The motherboard 40 includes a commercially avail 
able motherboard (a printed circuit board connected to basic 
components of a personal computer), and includes a main 
CPU 41, ROM (Read Only Memory) 42, and RAM (Random 
Access Memory) 43. The main CPU 41 is a computation 
processing device according to the present invention. 
I0085. The ROM 42 comprises a memory device such as 
flash memory or the like, and stores programs to be executed 
by the main CPU 41 such as the BIOS (Basic Input/Output 
System) etc., and permanent data. Upon the main CPU 41 
executing the BIOS, predetermined peripheral devices are 
initialized, and the game program and the game system pro 
gram stored in the memory card 53 are acquired by way of the 
gaming board 50. It should be noted that with the present 
invention, replacement of the content stored in the ROM 42 
may or may not be permitted. 
I0086. The RAM 43 stores data and programs used for 
operating the main CPU 41. Furthermore, the RAM 43 can 
store the authentication program, the game program, and the 
game system program, which are read out by way of the 
gaming board 50. The RAM 43 is a storage device according 
to the present invention. 
I0087 Furthermore, the RAM 43 has a storage region pro 
vided for storing an insurance mode flag. The insurance mode 
flag is a flag indicating whether the game mode is the insur 
ance mode or in the non-insurance mode. The insurance mode 
flag storage region includes a storage region of a predeter 
mined amount of bits, for example. The insurance mode flag 
exhibits the “ON state' or “OFF state” according to the con 
tent stored in this storage region. The “ON state' of the 
insurance mode flag indicates that the game mode is in the 
insurance mode. On the other hand, the “OFF state' of the 
insurance mode flag indicates that the game mode is in the 
non-insurance mode. Moreover, the RAM 43 stores the credit 
amount and the data Such as the credit amount inserted for 
each game, the credit amount paid out for each game, etc. In 
addition, the RAM 43 has a storage region for a game counter 
for counting the games. 
I0088. Furthermore, a main PCB (Printed Circuit Board) 
60 and a Sub-PCB 80 described later are connected to the 
motherboard 40 via USB. Moreover, a power supply unit 45 
is connected to the motherboard 40. Upon electric power 
being supplied to the motherboard 40 from the power supply 
unit 45, the main CPU 41 provided to the motherboard 40 
starts up. In addition, the electric power is Supplied to the 
gaming board 50 via the PCI bus, which starts up the CPU 41. 
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0089 Apparatuses and devices, each of which generates 
an input signal to be input to the main CPU 41, are connected 
to the main PCB 60 and the sub-PCB 80. Furthermore, appa 
ratuses and devices, having operations controlled according 
to control signals output from the main CPU 41, are con 
nected to the main PCB 60 and the sub-PCB 80. According to 
the input signal input to the main CPU 41, the main CPU 41 
executes the game program and the game system program 
stored in the RAM 43, which provides a function of executing 
predetermined computation processing and storing the com 
putation results in the RAM 43, and a function of executing 
control processing for the apparatuses and devices in the form 
of transmission of a corresponding control signal to each of 
the apparatuses and devices. 
0090. More specifically, a lamp 30, a sub-CPU 61, a hop 
per 66, a coin detection unit 67, a graphic board 68, a speaker 
29 which serves as an output device, the touch panel 69, the 
bill identifying unit 22, the card reader 36, a key switch 38S, 
and the data indicator 37 are connected to the main PCB 60. 
The lamp 30 blinks in a predetermined pattern according to 
the control signal output from the main CPU 41. 
0091. The sub-CPU 61 controls the starting and stopping 
of the rotation of the reels 14 (14L, 14C, and 14R). An FPGA 
(Field Programmable Gate Array) 63 and a motor driving 
circuit 62 including a driver 64 are connected to the sub-CPU 
61. The FPGA 63 is a programmable electronic circuit such as 
an LSI etc., which serves as a control circuit for a stepping 
motor 70. The driver 64 has a function as an amplification 
circuit for pulses to be input to the stepping motor 70. The 
stepping motors 70 (70L, 70C, and 70R), which rotate the 
respective reels 14, are connected to the motor driving circuit 
62. Each stepping motor 70 is a single- or two-phase stepping 
motor. 

0092. With the present invention, the driving method for 
each stepping motor is not particularly restricted. For 
example, a two-phase driving method or a single-phase driv 
ing method may be employed. In addition, a DC motor may 
be employed instead of each stepping motor. Let us consider 
an arrangement that employs DC motors. With Such an 
arrangement, a deviation counter, a D/A converter, and a 
servoamplifier are connected in that order to the sub-CPU 61, 
and each DC motor is connected to the servo amplifier. Fur 
thermore, the rotational position of each DC motor is detected 
by a rotary encoder. The rotary encoder Supplies the current 
rotational position of each DC motor to the deviation counter 
as data. 

0093. Furthermore, an index detection circuit 65 and a 
position deviation detection circuit 71 are connected to the 
Sub-CPU 61. The index detection circuit 65 detects the posi 
tion (index described later) of each reel 14 as it rotates. Fur 
thermore, the index detection circuit 65 has a function of 
detecting if any of the reels 14 are out of step. It should be 
noted that a detailed description is provided later with refer 
ence to the drawings regarding the control of the starting 
operation and stopping operation of the reels 14. 
0094. The position deviation detection circuit 71 detects 
deviations in the position of each reel 14 after the reels 14 
have stopped rotating. For example, the position deviation 
detection circuit 71 detects a deviation in the positions of the 
reels 14 when they are stationary by way of the player forcibly 
altering the positions of the reels 14 in Such a manner as to 
create a particular symbol combination that matches a win 
ning symbol combination, even though the player should not 
achieve the winning symbol combination in this stage. The 
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position deviation detection circuit 71 has a configuration for 
detecting fins (not shown) mounted on the inner side of each 
reel 14, for example, thereby detecting deviations in the posi 
tions of the reels 14 when they are stationary. 
(0095. The hopper 66 is provided within the cabinet 11, and 
pays out a predetermined amount of coins to the coin tray 18 
via a coin payout opening 19 according to a control signal 
output from the main CPU 41. The coin detection unit 67 is 
provided within the coin payout opening 19. Upon detection 
of the payout of a predetermined amount of coins via the coin 
payout opening 19, the coin detection unit 67 outputs an input 
signal to the main CPU 41. 
0096. The graphics board 68 controls the image display 
operation for the upper image display panel 33 and the lower 
image display panel 16, each of which serves as an output 
device, according to control signals output from the main 
CPU 41. The credit amount display unit 31 provided at the 
lower image display panel 16 displays the credit amount 
stored in the RAM 43. On the other hand, the payout amount 
display unit 32 provided at the lower image display panel 16 
displays the number of coins paid out. The graphic board 68 
includes a VDP (Video Display Processor), which generates 
image databased on the control signal output from the main 
CPU 41, a video RAM which temporarily stores image data 
thus created by the VDP, and the like. It should be noted that 
the image data used by the VDP for creating the image data is 
included in the game program which has been read out from 
the memory card 53, and has been stored in the RAM 43. 
(0097. The bill identifying unit 22 checks whether or not a 
bill is genuine. In a case where the bill thus checked is genu 
ine, the bill is accepted and stored in the cabinet 11. Upon 
reception of a genuine bill, the bill identifying unit 22 outputs 
an input signal to the main CPU 41 based upon the value of the 
bill thus received. The main CPU 41 stores the credit amount 
in the RAM 43 according to the value of the bill transmitted in 
the form of the input signal. 
0098. The card reader 36 reads out the data from the smart 
card, and transmits the data thus read out to the main CPU 41. 
Furthermore, the card reader 36 writes data to the smart card 
according to the control signal received from the main CPU 
41. The key switch 38S is provided on the keypad 38. Upon 
the player operating the keypad 38, the key switch 38S out 
puts a predetermined input signal to the main CPU 41. The 
data indicator 37 displays the data read out via the card reader 
36 or the data input by the player via the keypad 38 according 
to the control signal output from the main CPU 41. 
(0099. The control panel 20, a reverter 21S, a coin counter 
21C, and a cold-cathode tube 81 are connected to the Sub PCB 
80. The control panel 20 includes a spin switch 23S that 
corresponds to the spin button 23, a change switch 24S that 
corresponds to the change button 24, a CASHOUT switch 
25S that corresponds to the CASHOUT button 25, a 1-BET 
switch 26S that corresponds to the 1-BET button 26, and a 
maximum BET switch 27S that corresponds to the maximum 
BET button 27. Upon the player operating any one of these 
buttons 23 through 27, the corresponding Switch from among 
the switches 23S through 27S outputs an input signal to the 
main CPU 41. 

0100. The coin counter 21C is provided within the coin 
reception opening 21, and checks whether or not a coin 
inserted by the player via the coin reception opening 21 is 
genuine. Coins other than those thus determined to be genu 
ine are discharged via the coin payout opening 19. Further 
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more, upon detection of a genuine coin, the coin counter 21C 
outputs an input signal to the main CPU 41. 
0101 The reverter 21S operates according to a control 
signal output from the main CPU 41. The reverter 21S pro 
vides a function whereby, in a case that the coin counter 21C 
has determined that a coin is genuine, the coin thus deter 
mined to be genuine is transferred to a cash box (not shown) 
provided within the gaming machine 10 or the hopper 66. 
That is, in a case where the hopper 66 is filled with coins, the 
coins thus determined to be genuine are transferred to the cash 
box by the reverter 21S. The cold-cathode tube 81 has a 
function as a backlight provided on the back face side of the 
lower image display panel 16 and the upper image display 
panel 33. The cold-cathode tube 81 emits light according to a 
control signal output from the main CPU 41. 
0102 Next, a description is provided regarding the pro 
cessing performed by the gaming machine 10. FIG. 4 is a 
flowchart illustrating a procedure for authentication readout 
processing performed by the motherboard 40 and the gaming 
board 50 shown in FIG. 3 for reading out the game program 
and the game system program. Here, let us say that the 
memory card 53 has been inserted into the card slot 53S 
provided to the gaming board 50, and the GAL 54 has been 
mounted to the IC socket 54S. 
0103 First, when the power supply switch for the power 
Supply unit 45 is turned on (upon Supplying power), the 
motherboard 40 and the gaming board 50 startup (Steps S1-1 
and S1-2). After the motherboard 40 and the gaming board 50 
startup, separate procedures are executed in parallel. That is, 
in the gaming board 50, the CPU 51 reads out the preliminary 
authentication program stored in the boot ROM 52, and a 
preliminary authentication is performed so as to confirm and 
authenticate that the authentication program has not been 
forged before the authentication program is read out (Step 
S2-2). On the other hand, in the motherboard 40, the main 
CPU 41 executes the BIOS stored in the ROM 42, the com 
pressed data incorporated in the BIOS is decompressed, and 
the data thus decompressed is stored in the RAM 43 (Step 
S1-2). Then, the main CPU 41 executes the BIOS thus decom 
pressed and stored in the RAM 43, which performs diagnostic 
processing and initializing processing for various kinds of 
peripheral devices (Step S1-3). 
0104. In this stage, the ROM 55 provided to the gaming 
board 50 is connected to the main CPU 41 via the PCI bus. 
The main CPU 41 reads out the authentication program stored 
in the ROM 55, and stores the authentication program thus 
read out in the RAM 43 (Step S1-4). In this step, the main 
CPU 41 stores the authentication program in the RAM 43 
while confirming that the stored data is error-free by perform 
ing a checksum according to the ADDSUM method (standard 
check function), which is a function provided by the BIOS. 
0105. Next, after the main CPU 41 has confirmed what is 
connected to the IDE bus, the main CPU 41 accesses the 
memory card 53 that has been inserted into the card slot 53S 
via the IDEbus, and reads out the game program and the game 
system program from the memory card 53. With such an 
arrangement, the main CPU 41 reads out the game program 
data and the game system program data in four byte incre 
ments. Subsequently, the main CPU 41 performs authentica 
tion processing according to the authentication program 
stored in the RAM 43, in order to confirm and authenticate 
that the game program and the game system program thus 
read out have not been forged (Step S1-5). After the authen 
tication processing has been completed Successfully, the 
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main CPU 41 stores the game program and the game system 
program which were the authentication targets (which have 
been authenticated) in the RAM 43 (Step S1-6). Next, the 
main CPU 41 accesses the GAL 54 mounted to the IC socket 
54S via the PCI bus, reads out the payout ratio setting data 
from the GAL54, and stores the payout ratio setting data thus 
read out in the RAM 43 (Step S1-7). Then, the main CPU 41 
reads out the country identification information stored in the 
ROM 55 provided to the gaming board 50, and stores the 
country identification information in the RAM 43 (Step 
S1-8). 
0106. After the aforementioned processing has been per 
formed, the main CPU 41 sequentially reads out the game 
program and the gaming system program, and executes the 
programs thus read out, thereby preparing the game. 
0107 After the processing illustrated in FIG. 4 has been 
performed, the main CPU 41 performs the game mode selec 
tion processing. FIG. 5 is a flowchart illustrating a subroutine 
for the game mode selection processing. It should be noted 
that during the execution of this Subroutine, upon detection of 
a detection signal output from the coin counter 21C according 
to detection of a coin inserted via the coin reception opening 
21, interrupt processing is performed to add to the credit 
amount stored in the RAM 43. 

0.108 First, the main CPU 41 determines whether or not 
the insurance mode flag is in the “ON state' (Step S111). In a 
case where determination has been made that the insurance 
mode flag is not in the “ON state', i.e., when the insurance 
mode flag is in the "OFF state', the main CPU 41 displays a 
non-insurance mode image (step S112). In this processing, 
the main CPU 41 transmits to the graphic board 68 a render 
ing instruction to display the non-insurance mode image. In 
the graphics board 68, the VDP extracts image data from the 
RAM 43, decompresses the image data thus extracted, and 
stores the image data thus decompressed in the video RAM 
according to the aforementioned rendering instruction, 
thereby creating image data for one frame. The image data 
thus created is output to the upper image display panel 33 and 
the lower image display panel 16. As a result, the upper image 
display panel33 and the lower image display panel 16 display 
images as shown in FIG. 6, for example. 
0109 FIG. 6 is a diagram illustrating an example of 
images (upper image 301 and lower image 401) displayed on 
the upper image display panel 33 and the lower image display 
panel 16 in the non-insurance mode. In the lower image 401, 
the reference numerals 15 (15L, 15C, and 15R) denote dis 
play windows. Reference numeral 31 denotes a creditamount 
display unit. Reference numeral 32 denotes a payout amount 
display unit. Reference numeral PAYLINE 214 denotes a pay 
line. Furthermore, an image 210, which shows "BET FOR 
RESCUE PAY MORE INFO, is displayed in the lower-right 
portion of the lower image 401. With such an arrangement, 
upon the player touching a predetermined portion of the touch 
panel 69 that corresponds to the display region of the image 
210, the screen is switched to another screen that allows the 
player to select the insurance mode. FIG. 7 is a diagram 
illustrating an example of an image displayed on the lower 
image display panel, which allows the player to select the 
insurance mode while in the non-insurance mode. Upon the 
player touching a predetermined portion of the touchpanel 69 
that corresponds to the display region of the image 210, a 
lower image 402 is displayed on the lower image display 
panel 16. Furthermore, an image 220 is displayed in the lower 
portion of the lower image 402, which prompts the player to 
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make a selection with respect to the insurance mode. The 
image 220 thus displayed includes YES 221, which is an 
image that allows the player to select the insurance mode, and 
NO 222, which is an image that allows the player to select the 
non-insurance mode, in addition to a description with respect 
to a predetermined amount of credit paid out in the cashback 
mode (rescue payout). With Such an arrangement, an instruc 
tion is input to select the insurance mode when the player 
touches a predetermined portion of the touch panel 69 that 
corresponds to the display region of the YES image 221. 
0110 Let us consider a case in which the insurance mode 

is selected. In this case, when the game count reaches a 
predetermined number (e.g., 1000) or more without the 
player acquiring a predetermined amount of credits (180 in 
the present embodiment) or more in a game unit, and without 
the player winning any bonus games, the gaming machine 10 
transits to the cashback mode. In the cashback mode, the 
player can acquire a predetermined amount of credits (360 
credits in the present embodiment) or coins that correspond to 
the credits. That is, such an arrangement allows the player to 
play the game in an insurance mode that provides an insur 
ance function whereby, in a case where the player does not 
win a predetermined amount of credits or a bonus game over 
a long period of time, the player is compensated for all of or 
a part of the lost credits. 
0111. On the other hand, in a case where an instruction has 
not been input to select the insurance mode, the non-insur 
ance mode is selected. Let us consider a case in which the 
non-insurance mode is selected. In this case, the gaming 
machine does not transit to the cashback mode even if the 
player has not won any bonus games over a long period of 
time. 
0112. After the processing in Step S112, the main CPU 41 
determines whether or not an instruction has been input to 
display a help image (Step S113). Upon the player touching a 
predetermined portion of the touchpanel 69, the instruction to 
display the help image is input. 
0113. Upon the input of an instruction to display the help 
image, the help image is displayed (Step S114). In this pro 
cessing, the main CPU 41 transmits to the graphic board 68 a 
rendering instruction to display the help image. The graphic 
board 68 performs processing for displaying images on the 
upper image display panel 33 and the lower image display 
panel 16. 
0114. In a case that the processing has been executed in 
Step S114, or in a case where an instruction has not been input 
in Step S113 to display the help image, the main CPU 41 
determines whether or not an instruction has been input to 
select the insurance mode (Step S115). As described above, 
upon the player touching a predetermined portion of the touch 
panel 69 that corresponds to the YES image 221 included in 
the image 220, the instruction to select the insurance mode is 
input. 
0115. In a case where the instruction to select the insur 
ance mode is input, the main CPU 41 sets the insurance mode 
flag stored in the RAM 43 to the “ON state” (Step S116). 
Subsequently, the main CPU 41 subtracts a predetermined 
value from the credit amount stored in the RAM 43 (Step 
S117). 
0116. In a case where determination has been made in Step 
S111 that the insurance mode flag is in the “ON state', or 
when the processing has been executed in Step S117, the 
processing is performed for displaying an insurance mode 
image (step S118). In this processing, the main CPU 41 
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(computation processing device) transmits to the graphics 
board 68 a rendering instruction to display an insurance mode 
image. In the graphics board 68, the VDP extracts image data, 
which is image data used for images that provide notifications 
to the player, from the RAM 43 (storage device), decom 
presses the image data thus extracted, and stores the image 
data thus decompressed in the video RAM according to the 
aforementioned rendering instruction, thereby creating 
image data for one frame. The image data thus created is 
displayed on the upper image display panel 33 and the lower 
image display panel 16. As a result, the upper image display 
panel33 and the lower image display panel 16 display images 
as shown in FIG. 8, for example. 
0117 FIG. 8 is a diagram illustrating an example of the 
images displayed on the upper image display panel33 and the 
lower image display panel 16 in the insurance mode. FIG. 
8(1) is a diagram illustrating an example of the images (upper 
image 302 and lower image 403) displayed on the upper 
image display panel 33 and the lower image display panel 16 
in the insurance mode, which the game mode has been 
Switched to according to the player's operation of selecting 
the YES 221. In this stage, the player plays the game in the 
insurance mode. Accordingly, the upper image 302 displays 
an image 230 that shows "RESCUE ON”. On the other hand, 
an image 235, which shows “RESCUE ON MORE INFO 
and indicates that the game mode is in the insurance mode, is 
displayed in the lower-right portion of the lower image 403. 
Furthermore, an image 236, which shows “If you do not win 
any award in 1000 games with the MAX BET, you will 
receive a rescue payout of 360 credits, which indicates the 
conditions, etc. according to when the game mode is Switched 
from the insurance mode to the cashback mode, is displayed 
in the lower-right portion of the lower image 403. Here, the 
term "MAX BET as used here represents the maximum bet 
amount, which is the maximum credit amount that the player 
can bet on one game. 
0118 FIG. 8(2) is a diagram illustrating an example of an 
image (lower image 404) displayed on the lower image dis 
play panel 16 after the player has executed a unit game in the 
insurance mode. The lower image 404 displays an image 237. 
which shows “If you do not win any award in 999 games with 
the MAX BET, you will receive a rescue payout of 360 
credits, indicating information with respect to the number of 
remaining games, and is a condition for Switching to the 
cashback mode (in which credits are paid out as rescue pay 
out). 
0119. After the processing in Step S118, the main CPU 41 
performs game execution processing according to the insur 
ance mode (Step S119). A description is provided below later 
regarding this processing with reference to FIG.9. In brief, in 
the insurance mode, the upper image display panel 33 dis 
plays the upper image 302, and the lower image display panel 
16 displays the lower image 403. 
0.120. On the other hand, in a case where an instruction has 
not been input in Step S115 to select the insurance mode, the 
main CPU 41 performs the game execution processing 
according to the non-insurance mode (Step S120). This pro 
cessing is approximately the same as that according to the 
insurance mode (see FIG. 9), except that the main CPU 41 
does not perform the processing for Switching the game mode 
to the cashback mode, and does not perform the processing 
for counting the games. Accordingly, a description of the 
game processing according to the non-insurance mode is 
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omitted here. After the execution of the processing in Step 
S119 or S120, the flow returns to Step S111. 
0121. A description has been provided in the present 
embodiment regarding an arrangement in which, based upon 
the notification data, the upper image display panel 33 and the 
lower image display panel 16, each of which serves as an 
output device, display the upper image 302 and the lower 
image 403, respectively, each of which notifies the player that 
the game mode has been Switched to the insurance mode. 
Furthermore, an arrangement may be made according to the 
present invention in which the speaker 29, which serves as an 
output device, outputs sound based upon the notification data, 
which notifies the player that the game mode has been 
Switched to the insurance mode. 
0122 FIG.9 is a flowchart illustrating a subroutine for the 
game execution processing in the insurance mode, which is 
called and executed in Step S119 of the subroutine shown in 
FIG. 5. In this flowchart, the value used by the game counter 
for counting the games is represented by G. 
0123. In the game execution processing, the main CPU 41 

first determines whether or not the player has bet any coins 
(Step S10). In this processing, the main CPU 41 determines 
whether or not the main CPU 41 has received an input signal 
output from the 1-BET switch 26S according to the player 
operating the 1-BET button 26, oran input signal output from 
the maximum BET switch 27S according to the player oper 
ating the maximum BET button 27. In a case where the main 
CPU 41 has determined that the player has not betany coins, 
the flow returns to Step S10. 
0124 On the other hand, in a case that determination has 
been made in Step S10 that the player has bet coins, the main 
CPU 41 subtracts the credit amount stored in the RAM 43 
according to the number of coins thus bet (Step S11). 
(0.125. Next, the main CPU41 determines if the spin button 
23 is ON (Step S12). In this processing, the main CPU 41 
determines whether or not the main CPU 41 has received an 
input signal output from the spin Switch 23S according to the 
player pushing the spin button 23. In a case where the main 
CPU 41 has determined that the spin button 23 is not ON, the 
flow returns to Step S12. It should be noted that in a case 
where the spin button 23 is not ON (in a case of reception of 
an instruction to end the game before the spin button 23 is 
ON), the main CPU 41 cancels the subtraction results 
obtained in Step S11. 
0126. Next, the main CPU 41 determines whether or not 
the player has bet the MAX BET credits (Step S13). In this 
processing, the main CPU 41 determines whether or not the 
amount thus bet matches the maximum bet amount. In a case 
where the main CPU 41 has determined that the MAX BET 
credits have been bet, the main CPU 41 adds to the game 
count (G) (Step S14). With such an arrangement, in a case that 
the game mode has switched to the insurance mode, the value 
of game count (G) is cleared (G is reset to 0). 
0127. After the execution of the processing in Step S14, or 
in a case where determination has been made in Step S13 that 
the MAX BET credits have not been bet, the main CPU 41 
performs lottery processing (Step S15). In the lottery process 
ing, the main CPU 41 (computation processing device) 
executes a lottery program stored in the RAM 43 (storage 
device) so as to determine the code number for each reel 14 
when it is stationary. Thus, the symbol combination to be 
rearranged is determined. A detailed description is provided 
later regarding this processing with reference to FIGS. 14 and 
15. It should be noted that the description is made in the 
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present embodiment regarding an arrangement in which the 
symbol combination to be rearranged is determined, thereby 
selecting one award from among multiple kinds of awards. In 
addition, an arrangement may be made according to the 
present invention in which, one award is first selected from 
among the multiple kinds of awards by lottery, followed by 
determining the symbol combination to be rearranged based 
upon the award thus selected. 
I0128. Next, the main CPU 41 performs reel rotation con 
trol processing (Step S16). In this processing, after all the 
reels 14 start to rotate, the main CPU 41 stops the rotation of 
each reel Such that the symbol combination rearranged along 
the pay line matches the symbol combination that corre 
sponds to the award determined in Step S15. A detailed 
description is provided later regarding this processing with 
reference to FIGS. 16 to 18. Next, the main CPU 41 deter 
mines award determination processing (Step S17). A detailed 
description is provided later regarding this processing with 
reference to FIGS. 10 and 11. Next, the main CPU 41 per 
forms count processing (Step S18). A detailed description is 
provided later regarding this processing with reference to 
FIG. 12. 

I0129 FIG. 10 is a flowchart illustrating a subroutine for 
award determination processing 1, which is an example of a 
Subroutine for the award determination processing that is to 
be called in Step S17 of the subroutine shown in FIG. 9, 
thereby executing the award determination processing. 
0.130 First, the main CPU 41 determines whether or not a 
bonus trigger has occurred, i.e., whether or not the symbol 
combination as rearranged in the display windows 15 
matches the “APPLE symbol combination (Step S121). In a 
case that determination has been made that the bonus game 
trigger has occurred, the main CPU 41 (computation process 
ing device) reads out a program from the RAM 43 (storage 
device) for providing a bonus game, and executes the bonus 
game processing (Step S122). A description is provided later 
regarding the bonus game processing with reference to FIG. 
19. 

I0131. After the processing in Step S122, the game counter 
is reset to zero (Step S123). It should be noted that a descrip 
tion has been made regarding an arrangement in which, in 
Such a case, the game counter is reset to Zero. In addition, an 
arrangement may be made in which, in Such a case, the game 
mode Switches from the insurance mode to the non-insurance 
mode (the insurance mode flag is set to the OFF state). With 
Such an arrangement, in a case where the game stage has 
Switched to the bonus game stage, the game mode is returned 
to the non-insurance mode, thereby providing fairness among 
the players who can receive awards from the game. 
(0132. On the other hand, in a case where determination has 
been made in Step S121 that the bonus game trigger has not 
occurred, the main CPU 41 determines whether or not the 
player has won an award (Step S124). In a case where deter 
mination has been made that the player has won an award, the 
main CPU 41 performs payout processing (payout of coins 
according to the credit amount inserted and the award) (Step 
S125). In this case, in a mode in which the coins are to be 
retained, the main CPU 41 adds to the creditamount stored in 
the RAM 43. On the other hand, in a mode in which the coins 
are to be paid out, the main CPU 41 transmits a control signal 
to the hopper 66 so as to pay out a predetermined number of 
coins. In this case, the coin detection unit 67 counts the 
number of coins paid out through the hopper 66. When the 
count value reaches a specified number, the coin detection 
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unit 67 transmits a payout completion signal to the main CPU 
41. Upon reception of this signal, the main CPU 41 stops 
driving the hopper 66, whereupon the coin payout processing 
ends. 

0133. In a case where the main CPU 41 has executed the 
processing in Step S123 or Step S125, or in a case where 
determination has been made that the player has not won any 
award (when determination has been made that the player has 
lost the game), the main CPU 41 ends this subroutine. 
0134 FIG. 11 is a flowchart illustrating a subroutine for 
award determination processing 2, which is another example 
of a Subroutine for award determination processing that is 
called and executed in Step S17 of the subroutine shown in 
FIG. 9. A description has been made regarding the award 
determination processing 1 in which, after the bonus game 
processing, the game counter is reset to Zero (or the insurance 
mode flag is set to the OFF state). On the other hand, in the 
award determination processing 2, in a case where the payout 
amount is at least a predetermined amount, the game count is 
reset to Zero (or the insurance mode flag is set to the OFF 
state). The predetermined amount is represented by P in this 
flowchart. 

0135 First, the main CPU 41 determines whether or not 
the bonus game trigger has occurred, i.e., whether or not the 
symbol combination as rearranged in the display windows 15 
matches the “APPLE symbol combination (Step S150). In a 
case where determination has been made that the bonus game 
trigger has occurred, the main CPU 41 (computation process 
ing device) reads out a program from the RAM 43 (storage 
device) for the bonus game, and executes the bonus game 
processing (Step S151). A detailed description is provided 
later regarding the bonus game processing with reference to 
FIG. 19. 

0136. On the otherhand, in a case where determination has 
been made in Step S150 that the bonus game trigger has not 
occurred, the main CPU 41 determines whether or not the 
player has won any award (Step S153). In a case where 
determination has been made that the player has won any 
award, the main CPU 41 performs the payout processing 
(payout of coins according to the credit amount inserted and 
the award) (Step S154). In this case, in a mode in which the 
coins are to be retained, the main CPU 41 adds to the credit 
amount stored in the RAM 43. On the other hand, in a mode 
in which the coins are to be paid out, the main CPU 41 
transmits a control signal to the hopper 66 So as to pay out a 
predetermined number of coins. In this case, the coin detec 
tion unit 67 counts the number of coins paid out through the 
hopper 66. When the count value reaches a specified number, 
the coin detection unit 67 transmits a payout completion 
signal to the main CPU 41. Upon reception of this signal, the 
main CPU 41 stops driving the hopper 66, and the coin payout 
processing ends. 
0137 In a case that the main CPU 41 has executed the 
processing in Step S151 or Step S154, or in a case that 
determination has been made that the player has not won any 
award (in a case that determination has been made that the 
player has lost the game), a determination is made as whether 
or not the credit amount paid out is equal to or greater than P 
(Step S152). In this processing, P represents a predetermined 
payout amount (180 credits in the present embodiment). In a 
case that determination has been made that the credit amount 
paid out is equal to or greater than P, the main CPU 41 resets 
the game counter to zero. It should be noted that the descrip 
tion has been made regarding an arrangement in which, in 
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Such a case, the game counter is resetto Zero. Furthermore, an 
arrangement may be made in which, in Such a case, the game 
mode is Switched from the insurance mode to the non-insur 
ance mode (the insurance mode is set to the OFF state). With 
Such an arrangement, in a case where the game stage has 
Switched to the bonus game stage, the game mode is returned 
to the non-insurance mode, thereby providing fairness among 
the players who can receive awards from the game. 
0.138. On the other hand, in a case where determination has 
been made in Step S152 that the credit amount paid out is not 
equal to or greater than P. or when the main CPU 41 has 
executed the processing in Step S155, the main CPU 41 ends 
this subroutine. 
0.139 FIG. 12 is a flowchart illustrating a subroutine for 
count processing which is called in Step S18 of the subroutine 
shown in FIG. 9, thereby executing the count processing. In 
this flowchart, the number counted by the game counter is 
represented by G, and a number specified as the game count 
that causes the Switch to the insurance mode is represented by 
X 

0140 First, the main CPU 41 determines whether or not G 
is equal to or greater than (X-10) (Step S130). That is, the 
main CPU 41 determines whether or not ten games or less 
remain before the game count reaches the specified number 
(X), which causes the Switch to the insurance mode. In a case 
where determination has been made that there are ten or less 
games remaining, insurance payout notification visual effect 
display processing is performed (Step S131). In this case, the 
Switch to the cashback mode will occursoon. Accordingly, in 
the insurance payout notification visual effect display pro 
cessing, the main CPU 41 performs visual effect display 
processing, which is described in detail with reference to FIG. 
13, examples of which include processing in which the num 
ber of remaining games is displayed in a large size or the like 
(FIGS. 20 through 24). 
0141 Next, the main CPU 41 determines whether or not G 

is equal to X (Step S132). That is, the main CPU 41 deter 
mines whether or not the game counter (G) matches the 
specified number (X). In a case where determination has been 
made that G is equal to X, the game mode is Switched to the 
cashback mode, and the insurance payout visual effect dis 
play processing is performed (Step S133). In this processing, 
images shown in FIG. 25 are displayed. 
0.142 Next, the main CPU 41 performs lottery processing 
(Step S134). The main CPU 41 calls the lottery processing, 
which is described later in detail with reference to FIG. 14. In 
a case where the game mode has been Switched to the cash 
back mode, the main CPU 41 performs the lottery, and deter 
mines the symbol combination to be rearranged. 
0.143 Next, the main CPU 41 calls the reel rotation control 
processing, which is described in detail with reference to FIG. 
16, and performs the reel rotation control processing, which 
provides a symbol combination according to the lottery 
results (Step S135). Next, the main CPU 41 calls the award 
determination processing, which has been described in detail 
with reference to FIGS. 10 and 11, and determines the award 
that corresponds to the symbol combination thus displayed 
after the reels stop rotating (Step S136). 
0144. Next, the main CPU 41 performs payout processing 
(Step S137). In this processing, the main CPU 41 performs 
the payout processing according to the award. At the same 
time, the main CPU 41 performs payout processing according 
to the cashback mode (360 credits for rescue payout in the 
present embodiment). Next, the main CPU 41 sets the insur 
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ance mode flag to the OFF state (Step S138). Subsequently, 
the main CPU 41 ends this subroutine. 
0145 FIG. 13 is a flowchart illustrating a subroutine for 
the insurance payout notification visual effect display pro 
cessing, which is called in Step S131 of the subroutine shown 
in FIG. 12, thereby executing the insurance payout notifica 
tion visual effect display processing. 
0146 First, the main CPU 41 determines whether or not 
the player has played the game with the MAX BET (Step 
S160). Specifically, the main CPU 41 determines whether or 
not determination has been made in Step S13, shown in FIG. 
9, that the player has played the game with the MAX BET. In 
a case where determination has been made that the player has 
played the game with the MAX BET, the main CPU 41 
displays the difference between the specified number and the 
game count, which is obtained by Subtracting the count value 
of the game count (G) from the specified number (X) (Step 
S161). 
0147. After the execution of the processing in Step S161, 
or in a case where determination has been made in Step S160 
that the player has not played the game with the MAX BET, 
the main CPU 41 displays images that provide visual effects 
(Step S162). In this processing, the value obtained by sub 
tracting the count value of the game count from the specified 
number is ten or less. Accordingly, the main CPU 41 displays 
the remaining number of games (10 to 1) in a large size before 
the game mode is Switched to the cashback mode (which 
provides the rescue payout in which a predetermined amount 
of credits are paid out). Furthermore, the main CPU 41 pro 
vides special visual effects, as shown in FIG. 20 to FIG. 24. 
0148 FIG. 20 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode. FIG.20(1) 
is a diagram illustrating an example of images (upper image 
306 and lower image 406) displayed on the upper image 
display panel 33 and the lower image display panel 16 in the 
insurance mode. An image 240, showing an explanatory text 
“The number of MAX BET games remaining before provid 
ing rescue payment, and a notice “10 GAMES, is included 
in the central portion of the upper image 306. Furthermore, an 
image 238, showing a notice “RESCUE ON RESCUE PAY 
360 CREDITS, which indicates that the game mode is in the 
RESCUE ON mode, is included in the upper image 306. On 
the other hand, an image 242, showing a notice “10 GAMES’. 
which indicates that 10 games remain before the rescue pay 
out is provided, is included in the lower image 406. 
014.9 FIG. 2002) is a diagram illustrating an image dis 
played in a stage in which the number of remaining games is 
nine, this number having been obtained by Subtracting the 
number of remaining games by 1 after the unit game has been 
executed in the state shown in FIG.20(1), and the game count 
has been added. The images shown in this drawing are an 
example of images (upper image 307 and lower image 407) 
displayed on the upper image display panel 33 and the lower 
image display panel 16. Each of the upper image 307 and the 
lower image 407 displays the number of remaining games, 
i.e.,9. Furthermore, a point of illumination 245 is displayed in 
the lower portion of the lower image 407. The point of illu 
mination 245 serves as a hint that visual effects are about to 
start before the rescue payout is awarded. Such visual effects 
provide the player with a feeling that there are only a few 
games remaining before the rescue payout is awarded. 
0150 FIG. 21 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
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lower image display panel in the insurance mode. FIG. 21 (1) 
is a diagram illustrating an image displayed in a stage in 
which the number of remaining games is eight, this number 
having been obtained by Subtracting the number of remaining 
games by 1 after the unit game has been further executed in 
the state shown in FIG. 2002), and the game count has been 
further added. The images shown in this drawing are an 
example of images (upper image 308 and lower image 408) 
displayed on the upper image display panel 33 and the lower 
image display panel 16. Each of the upper image 308 and the 
lower image 408 displays the number of remaining games, 
i.e., 8. An angel 246 is displayed in a lower portion of the 
lower image 408, gradually spreading her wings, which is a 
visual effect that notifies the player that the rescue payout will 
be awarded soon. Such visual effects provide the player with 
a feeling that the rescue payout will be awarded sooner. 
0151 FIG. 21(2) is a diagram illustrating an image dis 
played in a stage in which the number of remaining games is 
seven, this number having been obtained by Subtracting the 
number of remaining games by 1 after the unit game has been 
further executed in the state shown in FIG. 21(1), and the 
game count has been further added. The images shown in this 
drawing are an example of images (upper image 309 and 
lower image 409) displayed on the upper image display panel 
33 and the lower image display panel 16. Each of the upper 
image 309 and the lower image 409 displays the number of 
remaining games, i.e., 7. The angel 246 is displayed in a lower 
portion of the lower image 409, gradually spreading her 
wings, which is a visual effect that notifies the player that the 
rescue payout will be awarded soon. Such visual effects pro 
vide the player with a feeling that the rescue payout will be 
awarded sooner. 

0152 FIG. 21(3) is a diagram illustrating an image dis 
played in a stage in which the number of remaining games is 
six, this number having been obtained by Subtracting the 
number of remaining games by 1 after the unit game has been 
further executed in the state shown in FIG. 21(2), and the 
game count has been further added. The images shown in this 
drawing are an example of images (upper image 310 and 
lower image 410) displayed on the upper image display panel 
33 and the lower image display panel 16. Each of the upper 
image 310 and the lower image 410 displays the number of 
remaining games, i.e., 6. The angel 246 is displayed in a lower 
portion of the lower image 410, gradually spreading her 
wings, which is a visual effect that notifies the player that the 
rescue payout will be awarded soon. Such visual effects pro 
vide the player with a feeling that the rescue payout will be 
awarded sooner. 

0153 FIG. 22 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode. FIG. 22(1) 
is a diagram illustrating an image displayed in a stage in 
which the number of remaining games is five, this number 
having been obtained by Subtracting the number of remaining 
games by 1 after the unit game has been further executed in 
the state shown in FIG. 21(3), and the game count has been 
further added. The images shown in this drawing are an 
example of images (upper image 311 and lower image 411) 
displayed on the upper image display panel 33 and the lower 
image display panel 16. Each of the upper image 311 and the 
lower image 411 displays the number of remaining games, 
i.e., 5. The angel 246 is displayed in a lower portion of the 
lower image 411, gradually spreading her wings, which is a 
visual effect that notifies the player that the rescue payout will 
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be awarded soon. Such visual effects provide the player with 
a feeling that the rescue payout will be awarded sooner. 
0154 FIG. 22(2) is a diagram illustrating an image dis 
played in a stage in which the number of remaining games is 
four, this number having been obtained by subtracting the 
number of remaining games by 1 after the unit game has been 
further executed in the state shown in FIG. 22(1), and the 
game count has been further added. The images shown in this 
drawing are an example of images (upper image 312 and 
lower image 412) displayed on the upper image display panel 
33 and the lower image display panel 16. Each of the upper 
image 312 and the lower image 412 displays the number of 
remaining games, i.e., 4. The angel 248 is displayed in a lower 
portion of the lower image 412, spreading her wings widely, 
which is a visual effect that notifies the player that the rescue 
payout will be awarded soon. Such visual effects provide the 
player with a feeling that the rescue payout will be awarded 
SOOC. 

0155 FIG. 23 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode. FIG. 23(1) 
is a diagram illustrating an image displayed in a stage in 
which the number of remaining games is three, this number 
having been obtained by Subtracting the number of remaining 
games by 1 after the unit game has been further executed in 
the state shown in FIG. 22(2), and the game count has been 
further added. The images shown in this drawing are an 
example of images (upper image 313 and lower image 413) 
displayed on the upper image display panel 33 and the lower 
image display panel 16. Each of the upper image 313 and the 
lower image 413 displays the number of remaining games, 
i.e., 3. The angel 248 is displayed in a lower portion of the 
lower image 413, spreading her wings widely, which is a 
visual effect that notifies the player that the rescue payout will 
be awarded soon. Such visual effects provide the player with 
a feeling that the rescue payout will be awarded sooner. 
0156 FIG. 23(2) is a diagram illustrating an image dis 
played in a stage in which the number of remaining games is 
two, this number having been obtained by subtracting the 
number of remaining games by 1 after the unit game has been 
further executed in the state shown in FIG. 23(1), and the 
game count has been further added. The images shown in this 
drawing are an example of images (upper image 314 and 
lower image 414) displayed on the upper image display panel 
33 and the lower image display panel 16. Each of the upper 
image 314 and the lower image 414 displays the number of 
remaining games, i.e. 2. The angel 248 is displayed in a lower 
portion of the lower image 412, spreading her wings widely, 
which is a visual effect that notifies the player that the rescue 
payout will be awarded soon. Such visual effects provide the 
player with a feeling that the rescue payout will be awarded 
SOOC. 

0157 FIG. 24 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel in the insurance mode. Specifi 
cally, FIG. 24 shows an image displayed in a stage in which 
the number of remaining games is one, this number having 
been obtained by Subtracting the number of remaining games 
by 1 after the unit game has been further executed in the state 
shown in FIG. 23(2), and the game count has been further 
added. The images shown in this drawing are an example of 
images (upper image 315 and lower image 415) displayed on 
the upper image display panel 33 and the lower image display 
panel 16. Each of the upper image 315 and the lower image 
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415 displays the number of remaining games, i.e., 1. An angel 
249 is displayed in a lower portion of the lower image 415, 
spreading her wings even more widely, which is a visual 
effect that notifies the player that the rescue payout is just 
about to be awarded. Such visual effects provide the player 
with a feeling that the rescue payout is just about to be 
awarded. 
0158 FIG. 25 is a diagram illustrating an example of 
images displayed on the upper image display panel and the 
lower image display panel when the game mode Switches to 
the cashback mode. FIG. 25(1) is a diagram illustrating an 
image displayed in the cashback mode in which the number of 
remaining games is Zero, this number having been obtained 
by Subtracting the number of remaining games by 1 after the 
unit game has been further executed in the state shown in FIG. 
24, and the game count has been further added. The images 
shown in this drawing are an example of images (upper image 
316 and lower image 416) displayed on the upper image 
display panel 33 and the lower image display panel 16. The 
upper image 316 shows that the player will receive a rescue 
payout in the form of 360 credits. On the other hand, the lower 
image 416 shows that the player now has 876 (786+90) cred 
its as a result of a payout of 90 credits due to the “DO' symbol 
combination (image 254), which corresponds to a award, 
having been rearranged in the display windows 15L,15C, and 
15R in the game in the cashback mode. Furthermore, the 
lower image 416 displays an angel image 253, which offers 
the player to receive the rescue payout. 
0159 FIG. 25(2) is a diagram illustrating an example of an 
image (lower image 417) displayed on the lower image dis 
play panel 16 after the cashback mode ends. The lower image 
417 displays the credit amount “1236 (876+360) as a result 
of a payout of 360 credits according to the rescue payout, and 
displays an image 255 that shows "RESCUE OFF", which 
indicates that the cashback mode has ended. 

0160 FIG. 14 is a flowchart illustrating a subroutine for 
lottery processing called in Step S15 of the subroutine shown 
in FIG. 9, by which the lottery processing is executed. The 
main CPU 41 executes a lottery program stored in the RAM 
43, thereby executing the lottery processing. First, the main 
CPU 41 selects a random number in a range of values from 0 
to 255 for each of the three reels 14 by executing a random 
number generating program stored in the lottery program 
(Step S31). A description is provided in the present embodi 
ment regarding an arrangement in which each random num 
ber is generated by a program (i.e., an arrangement in which 
a so-called software random number generator is used). In 
addition, an arrangement may be made of the present inven 
tion in which a random number generator is provided, and 
each random number is extracted from the random number 
generator (i.e., a so-called hardware random number genera 
tor is used). 
0.161 Next, the main CPU 41 (computation processing 
device) determines the code number (see FIG. 2) for each reel 
14 based upon the three random numbers thus selected with 
reference to the symbol weighting data corresponding to the 
payout ratio setting data, which has been output from the 
GAL 54 and stored in the RAM 43 (storage device) (Step 
S32). The code number selected for each reel 14 corresponds 
to the symbol code number of the symbol which is to be 
rearranged along the pay line. The main CPU 41 determines 
the code number for each reel 14, thereby determining an 
award. For example, let us considera case in which the main 
CPU 41 determines that the code numbers for the reels 14 are 
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“00”, “00', and “00'. This determination indicates that the 
CPU 41 has determined that the player wins the “DO award. 
It should be noted that the reel rotation control processing is 
performed according to the reel code numbers thus deter 
mined, as described later. 
0162 Next, a description is provided regarding the award 
according to the present embodiment. FIG. 15 is a diagram 
illustrating multiple kinds of awards and the relation for each 
award between the probability that a player will win the award 
and the payout amount. FIG. 15 illustrates an example of the 
aforementioned relations with a payout ratio of 88% (exclud 
ing the bonus game). It should be noted that the probability 
that the player will win the award shown in the drawing 
represents the probability that the player will win the award 
after the code numbers of the reels 14 have been determined 
based upon the three random numbers with reference to the 
symbol weighting data. That is, the aforementioned random 
numbers are not associated with the award. 
0163. In this example, the probability that the player will 
win the bonus game trigger is 0.5%. In a case where the player 
has won the bonus game trigger, the three APPLE' symbols 
are rearranged along the pay line, upon which the player wins 
the bonus game. In the bonus game stage, a free game is 
executed a predetermined number of times, as determined by 
lottery. 
0164. On the other hand, the probability that the player 
will win the “DO” award is 0.5%. In a case where the player 
has won the “DO award, the three “DO' symbols are rear 
ranged along the pay line, upon which the player wins 30 
coins per coin bet. The lower the probability that the player 
will win the award is, the greater the amount of credit to be 
paid out according to the award is. It should be noted that, in 
a case where the symbol combination as rearranged does not 
match any one of the symbol combinations corresponding to 
the awards shown in FIG. 15, the player loses the game, and 
accordingly, the player does not receive any coins. 
0.165 FIG. 16 is a flowchart illustrating a subroutine for 
the reel rotation control processing which is called in Step 
S16 of the subroutine shown in FIG. 9, by which the reel 
rotation control processing is executed. It should be noted that 
the main CPU 41 and the sub CPU 61 perform this processing 
in cooperation with each other. 
0166 First, the main CPU 41 transmits a start signal to the 
sub CPU 61, which is an instruction to start to rotate the reels 
(Step S40). Upon reception of the start signal from the main 
CPU 41, the sub CPU 61 performs reel rotation processing 
(Step S51). In this processing, the sub CPU 61 sends pulses to 
the motor driving circuit 62. The pulses output from the sub 
CPU 61 are amplified by the driver 64, and are sent to the 
stepping motors 70 (70L, 70C, and 70R). As a result, each 
stepping motor 70 rotates, thereby rotating each reel 14 (14L, 
14C, and 14R). The single- or two-phase stepping motor 
provides rotation with a stepping angle of 0.90. With such an 
arrangement, one rotation corresponds to 400 steps. Accord 
ingly, upon 400 pulses being sent to the stepping motor 70, the 
corresponding reel 14 makes one revolution. 
0167. At the time that the reels 14 start to rotate, the sub 
CPU 61 sends the pulses to the motor driving circuit 62 at a 
low frequency. Subsequently, the sub CPU 61 increases the 
frequency of the pulses. The rotation speed of each reel 14 
increases according to the increase in the frequency of the 
pulses. After a predetermined period of time has elapsed, the 
sub CPU 61 maintains the pulse frequency at a constant value. 
As a result, each reel 14 rotates at a constant rotation speed. 
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0168 Next, a description is provided regarding the rota 
tion operation of the reels 14 with reference to FIG. 17. FIGS. 
17(a) to 17(d) are side views illustrating the rotation opera 
tion of the reels 14. As shown in FIG. 17(a), a semicircular 
metal plate 14a is provided on the side face of each reel 14. 
The metal plate 14a rotates along with the reel 14. Further 
more, 22 symbols (see FIG. 2) are provided on the outerface 
of each reel 14. Such an arrangement allows the player to 
visually identify the three symbols, which have been selected 
from among the 22 symbols depicted on the outerface of each 
reel 14, through the corresponding display window 15 formed 
in front of the reel 14. In this drawing, each bold arrow 
indicates the direction of rotation of the reel 14. Furthermore, 
a proximity sensor 65a is provided on the side of each reel 14. 
The proximity sensor 65a is provided to detect the metal plate 
14a. The proximity sensor 65a does not move or rotate, 
regardless of the rotation of the reels 14. 
0169 FIG. 17(a) shows the metal plate 14a at a position 
(also referred to as “position A' hereinafter) that corresponds 
to the beginning of the detection period in which the proxim 
ity sensor 65a detects the metal plate 14a. Upon rotation of 
the reel 14 from the state in which the metal plate 14a is 
positioned at the position A, the metal plate 14a moves to the 
position shown in FIG. 17(b). FIG. 17(b) shows the metal 
plate 14a at a position (also referred to as “position B” here 
inafter) that corresponds to the detection period in which the 
proximity sensor 65a detects the metal plate 14a. Upon rota 
tion of the reel 14 from the state in which the metal plate 14a 
is positioned at the position B, the metal plate 14a moves to 
the position shown in FIG. 17(c). FIG. 17(c) shows the metal 
plate 14a at a position (also referred to as “position Chere 
inafter) that corresponds to the beginning of the period of time 
in which the proximity sensor 65a does not detect the metal 
plate 14a. 
0170 Upon rotation of the reel 14 from the state in which 
the metal plate 14a is positioned at the position C, the metal 
plate 14a moves to the position shown in FIG. 17(d). FIG. 
17(d) shows the metal plate 14a at a position (also referred to 
as “position D” hereinafter) that corresponds to a period in 
time in which the proximity sensor 65a does not detect the 
metal plate 14a. Upon further rotating the reel 14, the position 
of the metal plate 14a is returned to the position A. As 
described above, the position of the metal plate 14a changes 
in the following order: position A, position B, position C, 
position D. position A, and so on. 
0171 The proximity sensor 65a is a component of the 
index detection circuit 65 (see FIG. 3). Next, the state in 
which the proximity sensor 65a detects the metal plate 14a is 
referred to as the "HIGH state'. On the other hand, the state in 
which the proximity sensor 65a does not detect the metal 
plate 14a is referred to as the “LOW state'. When the metal 
plate 14a moves through the range of positions from position 
A to position B to position C, the index detection circuit 65 
state is HIGH. On the other hand, when the metal plate moves 
through the range of positions from position C to position D 
to position A, the index detection circuit 65 state is LOW. 
Note that the Sub CPU 61 detects the point of rising from the 
LOW state to the HIGH state as the index (origin) 1. On the 
other hand, the Sub CPU 61 detects the point of falling from 
the HIGH state to the LOW state as the index (origin) 2. Thus, 
the sub CPU 61 detects the rotational position of each reel 14. 
0172. The main CPU 41 transmits a start signal to the sub 
CPU 61 in Step S40, followed the main CPU 41 providing 
visual effects for the rotation of the reels (Step S41). The main 
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CPU 41 performs such visual effect processing during a 
period of time (e.g., three seconds) determined based upon 
the results of the lottery processing (Step S15 in FIG. 9), 
examples of which include: image display processing in 
which images are displayed on the lower image display panel 
16; audio processing in which Sound is output from the 
speaker 29; etc. 
(0173 Next, the main CPU 41 determines whether or not 
the current timing is the timing at which the reels 14 are 
instructed to stop rotating (Step S42). Here, the main CPU 41 
instructs the reels 14 to stop rotating, at a time before the end 
of the visual effects provided in the reel rotation step, with the 
aforementioned time corresponding to a predetermined 
period of time that is necessary for the reels 14 to stop rotat 
ing. It should be noted that the period of time necessary for the 
reels 14 to stop rotating is determined beforehand. 
0.174. In a case where determination has been made in Step 
S42 that the current timing is not the timing designated for the 
main CPU 41 to instruct the reels 14 to stop rotating, the flow 
returns to Step S42, and the main CPU 42 continues to pro 
vide visual effects for the reel rotation step. On the other hand, 
in a case where determination has been made in Step S42 that 
the current timing is the timing designated for the main CPU 
41 to instruct the reels 14 to stop rotating, the main CPU 41 
transmits to the Sub CPU 61 the code number stored in the 
RAM 43 for each reel (Step S43). Upon reception of the code 
number from the main CPU 41, the Sub CPU 61 converts the 
code number into the stop position (steps) of the correspond 
ing reel with the index as the base, based upon the correspon 
dence table, which is stored in ROM (not shown) and indi 
cates the correspondence between the steps and the code 
number (Step S52), provided to the sub CPU 61. 
0175 FIG. 18 is a schematic diagram illustrating the cor 
respondence between the steps and the code number. Each 
code number is associated with a corresponding index and 
corresponding steps. It should be noted that each code num 
ber corresponds to any one of the symbols depicted on the 
outer face of each reel 14 (see FIG. 2). The symbol that 
corresponds to any one from among the range of code num 
bers “00” to “10, corresponds to the index 1. On the other 
hand, the symbol that corresponds to any one from among the 
range of code numbers “11” to “21, corresponds to the index 
2. Here, the steps shown in the correspondence table in FIG. 
18 are defined with the index 1 as the base. For example, letus 
considera case in which the code number is "08. In this case, 
the reel stops rotating after the reel has rotated 145 steps from 
the index 1. On the other hand, letus considera case in which 
the code number is “12. In this case, the reel stops rotating 
after the reel has rotated 218 steps from the index 1. 
(0176) Next, the sub CPU 61 executes the reel stop process 
ing (Step S53). In this processing, the sub CPU 61 instructs 
the index detection circuit 65 to detect the point of rising 
(index 1) from the LOW state to the HIGH state for each reel 
14. Then, at the timing at which the index 1 is detected, the sub 
CPU 61 sends to the motor driving circuit 62 the number of 
pulses that corresponds to the number of steps thus converted 
from the code number in Step S52. Subsequently, the sub 
CPU 61 stops sending pulses. 
0177. For example, let us consider a case in which deter 
mination has been made in Step S52 that the reel should stop 
rotating at a reel stop position that is a distance 145 steps from 
the index 1. In this case, at the timing at which the index 1 is 
detected, the Sub CPU 61 sends 145 pulses to the motor 
driving circuit 62, followed by the sub CPU 61 stopping 
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sending pulses. On the other hand, let us consider a case in 
which determination has been made in Step S52 that the reel 
should stop rotating at a reel stop position that is at a distance 
218 steps from the index 1. In this case, at the timing at which 
the index 1 is detected, the sub CPU 61 sends 218 pulses to the 
motor driving circuit 62. As a result, each reel 14 stops rotat 
ing according to the code number determined in Step S32 
shown in FIG. 14, thereby rearranging the symbol combina 
tion along the pay line so as to correspond to the award 
determined in Step S32, shown in FIG. 14. On the other hand, 
the main CPU 41 ends the visual effects for the reel rotation 
step. After the completion of the processing in Steps S44 and 
S53, this processing ends. 
0.178 Furthermore, let us consider a case in which the 
index that corresponds to the code number thus transmitted in 
Step S43 does not match the index thus detected by the index 
detection circuit 65 when the reels 14 are stationary. In this 
case, the reels 14 have deviated from their regular positions. 
Accordingly, the main CPU 41 performs processing Such as 
display processing in which an error message is displayed on 
the lower image display panel 16, followed by the game being 
Suspended. For example, let us consider a case in which the 
index detection circuit 56 has detected the index 1 after the 
reel 14L has stopped rotation, although the processing has 
been performed so that the reel 14L should stop rotation at a 
position that corresponds to the index 2 according to the code 
number 12. In Such a case, the game is Suspended. 
(0179 FIG. 19 is a flowchart illustrating a subroutine for 
bonus game processing, which is called in Step S122 or Step 
S151 of the subroutine shown in FIG. 10 or FIG. 11, thereby 
executing the bonus game processing. In the bonus game 
processing, the main CPU 41 first executes the random num 
bergenerating program included in the lottery program stored 
in the RAM 43 so as to obtain a random number. Then, the 
main CPU 41 determines the number of bonus games, from 
within a range of 10 to 25, based upon the random number 
thus obtained (Step S60). The main CPU 41 stores the number 
of bonus games thus determined in the RAM 43. 
0180 Subsequently, the main CPU 41 performs the lottery 
processing (Step S61) and the reel rotation control processing 
(Step S63). The processing in Step S61 is approximately the 
same as that described with reference to FIG. 14. In addition, 
the processing in Step S63 is approximately the same as that 
described with reference to FIG. 16. These processing steps 
have been described above, and therefore, no description 
thereof follows hereafter. 

0181. Next, the main CPU 41 determines whether or not 
the bonus game trigger has occurred, i.e., whether or not the 
APPLE' symbol combination has been rearranged in the 
display windows 15 (Step S64). In a case where determina 
tion has been made that the bonus trigger has occurred, the 
repetition numbert, according to which the bonus game is to 
be repeatedly provided, is newly determined by lottery (Step 
S65). The repetition numbert thus determined is added to the 
number of currently remaining bonus games T (Step S66). 
With Such an arrangement, in a case where the player has won 
another bonus game award in a bonus game, the number of 
remaining bonus games is added to. Specifically, let us con 
sider a case in which the game stage Switches to a first bonus 
game stage that provides 20 bonus games. Furthermore, letus 
Suppose that in the twelfth of these bonus games, the player 
wins another bonus game award that provides 17 bonus 
games. In this case, the player wins 25 (=20-12+17) bonus 
games following the twelfth bonus game. 



US 2008/O 139287 A1 

0182. In a case where the bonus game trigger has not 
occurred, the main CPU 41 determines whether or not the 
player has won any award (Step S67). In a case where deter 
mination has been made that the player has won any award, 
the main CPU 41 pays out coins according to the coins betand 
the award (Step S68). 
0183. After the execution of the processing in Step S66 or 
S68, or in a case where determination has been made in Step 
S67 that the player has not won any award (i.e., in a case that 
the player has lost the game), the main CPU 41 reads out the 
number of remaining bonus games T stored in the RAM 43, 
and Subtracts by 1 the number of remaining bonus games T 
thus read out. Then, the main CPU 41 again stores in the RAM 
43 the number of remaining bonus games T thus Subtracted 
(Step S69). 
0184 Next, the main CPU 41 determines whether or not 
the number of remaining bonus games T has reached the 
number determined in Step S60 (S70). Specifically, this deter 
mination is made by determining whether or not the number 
of remaining bonus games T stored in the RAM 43 is zero. 
When the number of remaining bonus games is not Zero, i.e., 
in a case where determination has been made that the number 
of bonus games executed has not reached the number deter 
mined in Step S60, the flow returns to Step S61, and the 
aforementioned processing is repeated. On the other hand, in 
a case that determination has been made that the number of 
remaining bonus games Tis Zero, i.e., in a case that determi 
nation has been made that the number of bonus games 
executed has reached the number determined in Step S60, the 
main CPU 41 ends this subroutine. 

0185 FIG. 26 is a flowchart illustrating a subroutine for 
the MAX BET setting change processing. This processing 
allows the settings to be changed with respect to the value 
which is to be bet on the game as the MAX BET FIG. 27 is a 
diagram illustrating a table which indicates the relation 
between the MAX BET set value and the payout amount that 
corresponds to the MAX BET thus set. This table is used in 
the setting change processing, which allows the settings to be 
changed with respect to the value that is to be bet on the game 
as the MAX BET. In this table, the value which is to be bet on 
the game as the MAX BET is associated with the upper limit 
value (P) of the payout amount, which is to be provided in the 
insurance mode. 

0186. In the first processing, the main CPU 41 reads out 
the settings of a setting change switch 85 (Step S140). Here, 
the setting change switch 85 is an input device that allows the 
MAX BET value to be changed. Specifically, the setting 
change Switch 85 allows the manager of the gaming machine 
10 to change the settings at a predetermined timing, e.g., at the 
time when the power Supply is turned on. In the next process 
ing, the main CPU 41 updates the settings with respect to the 
MAX BET (Step S141). In the next processing, the main CPU 
41 changes the upper limit value (P) of the payout amount that 
is to be provided in the insurance mode (Step S142). In this 
processing, the main CPU 41 acquires the upper limit value 
(P) corresponding to the value of the setting change Switch 
with reference to the table (FIG. 27), and stores the upper 
limit value (P) thus acquired as the upper limit corresponding 
to the value that is to be bet on the game as the MAX BET. 
With Such an arrangement, in a case where the credit amount 
paid out in the insurance mode is greater than the upper limit 
value, the number of games or the insurance mode is reset (see 
FIG. 11). Let us considera case in which the upper limit value 
is set to a higher value. Specifically, let us consider a case in 
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which the value that is to be bet on the game as the MAX BET 
is set to 50, which sets the upper limit to 3000. In this case, the 
upper limit is set to a higher value. Accordingly, it would be 
unusual for the number of games or the insurance mode to be 
reset, even if the player won any award in the insurance mode. 
After the completion of the processing in Step S142, the main 
CPU 41 ends this subroutine. 

0187. A description has been provided in the present 
embodiment regarding an arrangement in which the number 
of games is counted every time the player plays the game with 
the MAX BET in the insurance mode. With such an arrange 
ment, when the number of games reaches a predetermined 
number, the game mode is Switched to the cashback mode 
(see FIG.9). Note that the present invention is not restricted to 
Such an arrangement. In addition, an arrangement may be 
made in which the number of games is counted every game, 
regardless of whether or not the player plays the game with 
the MAX BET. With such an arrangement, when the number 
of games reaches a predetermined number, the game mode is 
switched to the cashback mode. 

0188 As described above, the gaming machine 10 accord 
ing to the present embodiment includes the main CPU 41 
(computation processing device), the RAM 43 (storage 
device), and the upper image display panel 33 and the lower 
image display panel 16. The gaming machine 10 having Such 
a configuration provides: processing in which a lottery pro 
gram stored in the RAM 43 is executed so as to select one 
award from among multiple kinds of awards determined 
beforehand (see FIG. 14); processing in which, in a case that 
a predetermined amount of credits have been inserted, a pro 
gram for Switching the game mode from the non-insurance 
mode to the insurance mode is read out from the RAM 43, and 
the program thus read out is executed (see FIG.5); processing 
in which notification data and visual effects data, which are 
used to notify the player that the game mode has been 
switched to the insurance mode, are read out from the RAM 
43, and images (see FIG. 20 etc.) are displayed on the upper 
image display panel 33 and the lower image display panel 16 
based upon the notification data and the visual effects data 
(see FIG. 12 etc.); processing in which, after the game mode 
is Switched to the insurance mode, the number of games is 
counted every time the game is executed with the MAX BET 
(see FIG.9), and the difference between the number of games 
thus counted and a predetermined number (see FIG. 8 etc.) is 
displayed, and when the number of games thus counted 
reaches a predetermined number, a program for Switching the 
game mode to the cashback mode is read out from the RAM 
43, and the program thus read out is executed (see FIG. 12); 
processing in which the award won by the player is identified, 
and in a case where the award thus identified matches the 
bonus game award, the number of games thus counted or the 
insurance mode is reset (see FIG. 10); processing in which, in 
a case that the credit amount paid out according to the award 
is equal to or greater than a predetermined value, the number 
of games thus counted or the insurance mode is reset (see FIG. 
11); and processing that allows the settings with respect to the 
MAX BET and the payout amount to be changed (see FIG. 
26). 
0189 With the gaming machine 10, upon inserting a pre 
determined amount of credits, the game mode is Switched 
from the non-insurance mode to the insurance mode. After the 
game mode is Switched to the insurance mode, the number of 
games is counted and accumulated every time the player 
plays the game with the MAX BET. When the number of 
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games thus counted reaches a predetermined number, the 
game mode is Switched to the cashback mode. Such an 
arrangement allows the player to Switch the game mode from 
the non-insurance mode to the insurance mode by inserting a 
predetermined amount of credits. The insurance mode pro 
vides the following advantages to the player. That is, when the 
number of games played by the player reaches a predeter 
mined number, the game mode is Switched to the cashback 
mode, which provides a award to the player and is compen 
sation for a case in which the player has not won any bonus 
game award for a long period of time over which the player 
has spent a great number of coins. It should be noted that the 
player needs to insert a predetermined amount of credits for 
Switching the game mode to the insurance mode. Further 
more, the number of games is counted only in a case where the 
player plays the game with the MAX BET. Such an arrange 
ment provides fairness among the players who can receive 
awards in the games. 
0190. Furthermore, such an arrangement displays an 
image for informing the player that the game mode has been 
switched to the insurance mode (see FIG. 8). In addition, such 
an arrangement displays the difference between the number 
of games and the predetermined number. Thus, such an 
arrangement not only provides a function of notifying the 
player that the game mode has been Switched to the insurance 
mode, but also a function of enhancing the player's interest in 
the cashback mode. Thus, such an arrangement prevents a 
situation in which players who have spent a great amount of 
coins come to feel distrust or displeasure with respect to the 
gaming machine, or a situation in which Such players lose 
interest in the amusement service. 
0191) A description has been provided in the present 
embodiment regarding the gaming machine 10 which pro 
vides a function whereby, when the number of games reaches 
a predetermined number, the game mode is Switched to the 
cashback mode. However, the present invention is not 
restricted to Such an arrangement. In addition, the gaming 
machine according to the present invention may provide a 
function whereby, in a case that the balance of coins bet/coins 
paid out drops below a predetermined amount, the game 
mode is switched to the cashback mode. 
0.192 A description has not been provided in the present 
embodiment regarding player identification information in 
particular. Furthermore, an arrangement may be made 
according to the present invention in which player identifica 
tion information is provided for each player, and a predeter 
mined variable (e.g., the number of games, the balance of 
credits) is counted and accumulated for each player in a form 
that is associated with the player identification information. 
With Such an arrangement, at the time when the game is 
started, or at the time when the game mode is Switched to the 
insurance mode, the gaming machine 10 requests the player 
to input the player's own identification information. Upon the 
player inputting the player identification information, the pre 
determined variable thus counted is reset. Such an arrange 
ment ensures that cashback is awarded to a player who has 
spent a great amount of credits, thereby further enhancing the 
player's interest in the amusement service. 
0193 A description has been provided in the present 
embodiment regarding an arrangement in which the symbols 
are rearranged (see Step 16 in FIG. 9), and processing is 
performed according to the symbol combination thus rear 
ranged (Step S17 in FIG.9), followed by the number of games 
being counted (Step S18 in FIG. 9). However, according to 
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the present invention, the timing at which the number of 
games is counted is not particularly restricted. For example, 
an arrangement may be made in which the number of games 
is counted at a predetermined timing (e.g., the timing at which 
the symbols are rearranged) in a period of time from the 
beginning of the display of the symbols up to the completion 
of processing executed based upon the symbol combination 
thus rearranged. It should be noted that the timing at which 
the balance of credits is calculated may be set to a predeter 
mined timing in the same way as described above. 
0194 Furthermore, an arrangement may be made accord 
ing to the present invention in which, in a case where the 
player has won a particular award before the game mode is 
switched to the cashback mode, and after the number of 
games has reached the predetermined number, the gaming 
machine 10 provides only the Switching of the game mode to 
the cashback mode. Moreover, an arrangement may be made 
in which, in Such a case, the gaming machine 10 selects one of 
the bonus game stage and the cashback mode, based upon the 
game state or the like, and the bonus game stage or the 
cashback mode is provided according to the selection results. 
0.195. It should be noted that the function of providing the 
cashback mode according to the balance of credits may be 
modified in a form similar to that of the aforementioned 
arrangement. That is, an arrangement may be made in which, 
in a case where the player has won a particular award before 
the game mode is Switched to the cashback mode and after the 
balance of credits has reached a predetermined amount or 
less, the gaming machine 10 provides only the bonus game 
stage, or provides only the cashback mode. In addition, an 
arrangement may be made in which, in Such a case, the 
gaming machine 10 selects one between the bonus game stage 
and the cashback mode based upon the game state or the like, 
and the bonus game stage or the cashback mode is provided 
according to the selection. 
0196. Furthermore, an arrangement may be made in 
which, when the number of games thus counted reaches a 
predetermined number, a cashback mode is provided to the 
player, which offers an award in a form similar to a free game, 
a second game, mystery bonus, etc. With Such an arrange 
ment, a predetermined amount of credits are paid out by 
means of any one of these award forms. 
0.197 Moreover, the timing at which a predetermined 
amount of credits are paid out is not restricted to the timing at 
which the symbols are rearranged after the completion of a 
unit game, similar to the aforementioned mystery bonus. For 
example, an arrangement may be made in which the credits 
are paid out immediately after the number of games has 
reached the predetermined number. 
0.198. In addition, the payout method for paying out a 
predetermined amount of credits is not restricted in particular. 
For example, an arrangement may be made in which actual 
coins are to be paid out. Furthermore, an arrangement may be 
made in which the credit amount is to be added to. 
0199 However, letus consider an arrangement that allows 
the player to distinguish between whether the player receives 
the payout according to the normal game or the bonus game, 
or receives the payout according to the cashback mode. In 
order to provide Such a function, such an arrangement needs 
to have the following function. That is, such an arrangement 
needs to provide a function whereby, in a case that actual 
coins are to be paid out according to the mystery bonus in the 
cashback mode, the coins are paid out at a timing that differs 
from that at which coins are paid out according to the normal 
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game or according to the bonus game. In addition, an arrange 
ment may be made in which payout according to the normal 
game or according to the bonus game is performed using 
actual coins, and payout according to the cashback mode is 
performed by adding to the credits, thereby allowing the 
player to discern the difference in the payout between the 
game in the normal game stage or in the bonus game stage and 
the game in the cashback mode. 
0200 While the embodiments according to the present 
invention have been described above, it should be clearly 
understood that the embodiments are in no way meant to 
restrict the present invention, and that the specific configura 
tions such as the means may be modified and altered as 
suitable. Moreover, it should be understood that the advan 
tages described in association with the embodiments are 
merely a listing of most preferred advantages, and that the 
advantages of the present invention are by no means restricted 
to those described in connection with the embodiments. 
0201 While preferred embodiments of the present inven 
tion have been described and illustrated above, it is to be 
understood that they are exemplary of the invention, and are 
not to be considered to be limiting. Additions, omissions, 
Substitutions, and other modifications can be made thereto 
without departing from the spirit or scope of the present 
invention. Accordingly, the invention is not to be considered 
to be limited by the foregoing description, and is only limited 
by the scope of the appended claims. 
What is claimed is: 
1. A slot machine comprising: 
a display that displays an image; 
a symbol display device that is capable of displaying a 

plurality of symbols; 
an input device that allows a player to input an instruction; 

and 
a controller programmed to execute the processes of 

(a) executing a game by, after a predetermined amount of 
credits, which is not more than a maximum bet 
amount determined beforehand, has been bet, rear 
ranging the plurality of symbols via the symbol dis 
play device, and paying out a predetermined amount 
of credits according to the rearranged symbols; 

(b) determining whether the amount of bet credits is the 
maximum bet amount; 

(c) Switching the game mode from a non-insurance 
mode to an insurance mode according to a user's input 
operation via the input device, when a predetermined 
amount of credits has been inserted; 

(d) counting the number of games after the mode has 
been switched to the insurance mode, when determi 
nation has been made in the determining process (b) 
that the amount of bet credits matches the maximum 
betamount, and when the Switched game mode is the 
insurance mode; and 
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(e) paying out a predetermined amount of credits, when 
the counted number of games in the counting process 
(d) has reached a predetermined number. 

2. A slot machine according to claim 1, wherein the con 
troller is further programmed to execute the process: 

(f) displaying an image indicating a mode selected from the 
insurance mode and the non-insurance mode on the dis 
play. 

3. A slot machine according to claim 2, wherein, in the 
displaying process (f), after the difference between the pre 
determined number and the number of games has reached a 
predetermined number in the insurance mode, a rendered 
image is displayed every time the number of games is 
counted. 

4. A slot machine according to claim 3, wherein 
the symbol display device is a mechanical reel device 

including a plurality of reels, each of which has an outer 
face bearing the plurality of symbols; 

the display comprises a first display provided in front of the 
mechanical reel device, having a function of displaying 
a screen image while allowing a player to visually 
observe the plurality of symbols displayed on the plu 
rality of reels, and a second display provided above the 
first display; and 

the first display displays the rendered image, and the sec 
ond display displays an image indicating that the current 
game state is the insurance mode, in the displaying pro 
cess (f). 

5. A method for a slot machine comprising the steps of 
(a) executing a game by, after a predetermined amount of 

credits, which is not more than a maximum bet amount 
determined beforehand, has been bet, rearranging a plu 
rality of symbols via a symbol display device that is 
capable of displaying the plurality of symbols, and pay 
ing out a predetermined amount of credits according to 
the rearranged symbols; 

(b) determining whether the amount of bet credits is the 
maximum bet amount; 

(c) Switching the game mode from a non-insurance mode 
to an insurance mode according to a user's input opera 
tion via an input device that allows the player to input an 
instruction, when a predetermined amount of credits has 
been inserted; 

(d) counting the number of games after the game mode has 
been Switched to the insurance mode, in a case where 
determination has been made in the determining step (b) 
that the amount of bet credits matches the maximum bet 
amount, and in a case where the Switched game mode is 
the insurance mode; and 

(e) executing a payout of a predetermined amount of cred 
its, when the counted number of games in the counting 
step (d) has reached a predetermined number. 

c c c c c 


