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(57) ABSTRACT 

A controller is provided which includes: a function whereby, 
in a case that the game mode has been Switched to the free 
game mode, a mini game is executed; a function whereby, 
each time the minigame is executed, selection data is received 
from a first input device, and determination is made based 
upon the received selection data as to whether accumulated 
points are to be updated; a function whereby, in a case that 
determination has been made that the accumulated points are 
to be updated, the points that correspond to the received 
selection data are added to the accumulated points, thereby 
updating the accumulated points; and a function whereby, 
after the minigame has been executed a predetermined num 
ber of times, the number of extra free games, which are extra 
games provided in addition to the free game, is determined 
according to the updated accumulated points. 
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GAMING MACHINE HAVING A FUNCTION 
OF THE NUMBER OF FREE GAMES 

ACCORDING TO THE RESULT OF A GAME 
N.WHICH A PLAYER SELECTSA CHOICE 
FROM AMONG MULTIPLE CHOICES 

BACKGROUND OF THE INVENTION 

0001 1. Field of the Invention 
0002 The present invention relates to a gaming machine 
which changes the number of free games according to the 
results of a game in which a player can select a desired choice 
from among multiple choices. 
0003 2. Related Art 
0004. It is known that a type of conventional slot machine 
has a function whereby, in a case that a predetermined con 
dition has been satisfied in a basic game, the game mode is 
Switched to a free game mode which allows the player to play 
a game without spending any credits. In a case that the slot 
machine has entered the free game mode, the player has a 
chance to win a great amount of credit. For example, 
AU2000PO6296 discloses a free game employed as a second 
game. In general, the number of Such free games is randomly 
determined, or is set to a predetermined fixed number. 
0005. The present invention provides a gaming machine 
that offers a novel form of entertainment. 

SUMMARY OF THE INVENTION 

0006. A first aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a second 
input device which outputs a signal that starts a basic game; 
and a controller which provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the minigame is executed; 
(d) a function whereby, each time the minigame is executed, 
the selection data is received from the first input device, and 
determination is made based upon the received selection data 
as to whether the accumulated points are to be updated; (e) a 
function whereby, in a case that determination has been made 
that the accumulated points are to be updated, the points that 
correspond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, after the minigame has been 
executed a predetermined number of times, the number of 
extra free games is determined according to the updated accu 
mulated points; and (g) a function of executing the extra free 
game the determined number of times. 
0007. The gaming machine according to the first aspect of 
the present invention provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
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Switched to the free game mode, the minigame is executed; 
(d) a function whereby, each time the minigame is executed, 
the selection data is received from the first input device, and 
determination is made based upon the received selection data 
as to whether the accumulated points are to be updated; (e) a 
function whereby, in a case that determination has been made 
that the accumulated points are to be updated, the points that 
correspond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, after the minigame has been 
executed a predetermined number of times, the number of 
extra free games is determined according to the updated accu 
mulated points; and (g) a function of executing the extra free 
game the determined number of times. 
0008. A second aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a second 
input device which outputs a signal that starts a basic game; 
and a controller which provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the minigame is executed; 
(d) a function whereby, each time the minigame is executed, 
the selection data is received from the first input device, and 
determination is made based upon the received selection data 
as to whether the accumulated points are to be updated; (e) a 
function whereby, in a case that determination has been made 
that the accumulated points are to be updated, the points that 
correspond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, in a case that the updated 
accumulated points are at least equal to a predetermined 
number of points after the mini game has been executed a 
predetermined number of times, the number of extra free 
games is determined according to the updated accumulated 
points; and (g) a function of executing the extra free game the 
determined number of times. 

0009. The gaming machine according to the second aspect 
of the present invention provides: (a) a function whereby, 
upon receipt of the signal from the second input device, the 
basic game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the minigame is executed; 
(d) a function whereby, each time the minigame is executed, 
the selection data is received from the first input device, and 
determination is made based upon the received selection data 
as to whether the accumulated points are to be updated; (e) a 
function whereby, in a case that determination has been made 
that the accumulated points are to be updated, the points that 
correspond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, in a case that the updated 
accumulated points are at least equal to a predetermined 
number of points after the mini game has been executed a 
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predetermined number of times, the number of extra free 
games is determined according to the updated accumulated 
points; and (g) a function of executing the extra free game the 
determined number of times. 

0010. A third aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a counter 
which stores the number of instances of determination that 
the player has won extra free games; a second input device 
which outputs a signal that starts a basic game; and a control 
ler which provides: (a) a function whereby, upon receipt of the 
signal from the second input device, the basic game is started; 
(b) a function whereby, in a case that a predetermined condi 
tion has been satisfied, the game mode is Switched from the 
basic game mode to the free game mode; (c) a function 
whereby, in a case that the game mode has been Switched to 
the free game mode, the minigame is executed; (d) a function 
whereby, each time the minigame is executed, the selection 
data is received from the first input device, and determination 
is made based upon the received selection data as to whether 
the accumulated points are to be updated; (e) a function 
whereby, in a case that determination has been made that the 
accumulated points are to be updated, the points that corre 
spond to the received selection data are added to the accumu 
lated points, thereby updating the accumulated points; (f) a 
function whereby, after the mini game has been executed a 
predetermined number of times, in a case that the updated 
accumulated points are at least equal to the number of points 
that correspond to the number of instances of determination 
that the player has won extra free games, the number of extra 
free games is determined according to the updated accumu 
lated points; (g) a function of incrementing by a predeter 
mined number the number of instances of determination that 
the player has won extra free games; and (h) a function of 
executing the extra free game the determined number of 
times. 

0011. The gaming machine according to the third aspect of 
the present invention provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the minigame is executed; 
(d) a function whereby, each time the minigame is executed, 
the selection data is received from the first input device, and 
determination is made based upon the received selection data 
as to whether the accumulated points are to be updated; (e) a 
function whereby, in a case that determination has been made 
that the accumulated points are to be updated, the points that 
correspond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, after the minigame has been 
executed a predetermined number of times, in a case that the 
updated accumulated points are at least equal to the number of 
points that correspond to the number of instances of determi 
nation that the player has won extra free games, the number of 
extra free games is determined according to the updated accu 
mulated points; (g) a function of incrementing by a predeter 
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mined number the number of instances of determination that 
the player has won extra free games; and (h) a function of 
executing the extra free game the determined number of 
times. 

0012. A fourth aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a second 
input device which outputs a signal that starts a basic game; 
and a controller which provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the mini game is executed 
each time the free game is executed; (d) a function whereby, 
each time the mini game is executed, the selection data is 
received from the first input device, and determination is 
made based upon the received selection data as to whether the 
accumulated points are to be updated; (e)a function whereby, 
in a case that determination has been made that the accumu 
lated points are to be updated, the points that correspond, to 
the received selection data are added to the accumulated 
points, thereby updating the accumulated points; (f) a func 
tion whereby, after the mini game has been executed a pre 
determined number of times, the number of extra free games 
is determined according to the updated accumulated points; 
and (g) a function of executing the extra free game the deter 
mined number of times. 

0013 The gaming machine according to the fourth aspect 
of the present invention provides: (a) a function whereby, 
upon receipt of the signal from the second input device, the 
basic game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the mini game is executed 
each time the free game is executed; (d) a function whereby, 
each time the mini game is executed, the selection data is 
received from the first input device, and determination is 
made based upon the received selection data as to whether the 
accumulated points are to be updated; (e)a function whereby, 
in a case that determination has been made that the accumu 
lated points are to be updated, the points that correspond to 
the received selection data are added to the accumulated 
points, thereby updating the accumulated points; (f) a func 
tion whereby, after the mini game has been executed a pre 
determined number of times, the number of extra free games 
is determined according to the updated accumulated points; 
and (g) a function of executing the extra free game the deter 
mined number of times. 

0014. A fifth aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a second 
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input device which outputs a signal that starts a basic game; 
and a controller which provides functions including: (a) a 
function whereby, upon receipt of the signal from the second 
input device, the basic game is started; (b) a function 
whereby, in a case that a predetermined condition has been 
satisfied, the game mode is Switched from the basic game 
mode to the free game mode; (c) a function whereby, in a case 
that the game mode has been Switched to the free game mode, 
the mini game is executed each time the free game is 
executed; (d) a function whereby, each time the minigame is 
executed, the selection data is received from the first input 
device, and determination is made based upon the received 
selection data as to whether the accumulated points are to be 
updated; (e)a function whereby, in a case that determination 
has been made that the accumulated points are to be updated, 
the points that correspond to the received selection data are 
added to the accumulated points, thereby updating the accu 
mulated points; (f) a function whereby, in a case that the 
updated accumulated points are at least equal to a predeter 
mined number of points after the mini game has been 
executed a predetermined number of times, the number of 
extra free games is determined according to the updated accu 
mulated points; and (g) a function of executing the extra free 
game the determined number of times. 
0015 The gaming machine according to the fifth aspect of 
the present invention provides: (a) a function whereby, upon 
receipt of the signal from the second input device, the basic 
game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
Switched to the free game mode, the mini game is executed 
each time the free game is executed; (d) a function whereby, 
each time the mini game is executed, the selection data is 
received from the first input device, and determination is 
made based upon the received selection data as to whether the 
accumulated points are to be updated; (e)a function whereby, 
in a case that determination has been made that the accumu 
lated points are to be updated, the points that correspond to 
the received selection data are added to the accumulated 
points, thereby updating the accumulated points; (f) a func 
tion whereby, in a case that the updated accumulated points 
are at least equal to a predetermined number of points after the 
mini game has been executed a predetermined number of 
times, the number of extra free games is determined accord 
ing to the updated accumulated points; and (g) a function of 
executing the extra free game the determined number of 
times. 

0016 A sixth aspect of the present invention relates to a 
gaming machine having the following configuration. The 
gaming machine includes: memory which stores accumu 
lated points that are updated according to the results of a mini 
game; a display which displays multiple selection regions; a 
first input device which outputs the selection data associated 
with the selection region selected by a player from among the 
multiple selection regions displayed on the display; a counter 
which stores the number of instances of determination that 
the player has won extra free games; a second input device 
which outputs a signal that starts a basic game; and a control 
ler which provides: (a) a function whereby, upon receipt of the 
signal from the second input device, the basic game is started; 
(b) a function whereby, in a case that a predetermined condi 
tion has been satisfied, the game mode is Switched from the 
basic game mode to the free game mode; (c) a function 
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whereby, in a case that the game mode has been Switched to 
the free game mode, the minigame is executed each time the 
free game is executed; (d) a function whereby, each time the 
minigame is executed, the selection data is received from the 
first input device, and determination is made based upon the 
received selection data as to whether the accumulated points 
are to be updated; (e) a function whereby, in a case that 
determination has been made that the accumulated points are 
to be updated, the points that correspond to the received 
selection data are added to the accumulated points, thereby 
updating the accumulated points; (f) a function whereby, after 
the minigame has been executed a predetermined number of 
times, in a case that the updated accumulated points are at 
least equal to the number of points that correspond to the 
number of instances of determination that the player has won 
extra free games, the number of extra free games is deter 
mined according to the updated accumulated points; (g) a 
function of incrementing by a predetermined number the 
number of instances of determination that the player has won 
extra free games; and (h)a function of executing the extra free 
game the determined number of times. 
0017. The gaming machine according to the sixth aspect 
of the present invention provides: (a) a function whereby, 
upon receipt of the signal from the second input device, the 
basic game is started; (b) a function whereby, in a case that a 
predetermined condition has been satisfied, the game mode is 
Switched from the basic game mode to the free game mode; 
(c) a function whereby, in a case that the game mode has been 
switched to the free game mode, the mini game is executed 
each time the free game is executed; (d) a function whereby, 
each time the mini game is executed, the selection data is 
received from the first input device, and determination is 
made based upon the received selection data as to whether the 
accumulated points are to be updated; (e)a function whereby, 
in a case that determination has been made that the accumu 
lated points are to be updated, the points that correspond to 
the received selection data are added to the accumulated 
points, thereby updating the accumulated points; (f) a func 
tion whereby, after the mini game has been executed a pre 
determined number of times, in a case that the updated accu 
mulated points are at least equal to the number of points that 
correspond to the number of instances of determination that 
the player has won extra free games, the number of extra free 
games is determined according to the updated accumulated 
points; (g) a function of incrementing by a predetermined 
number the number of instances of determination that the 
player has won extra free games; and (h)a function of execut 
ing the extra free game the determined number of times. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0018 FIG. 1 is a flowchart which shows a flow of a game 
executed by a gaming machine according to an embodiment 
of the present invention; 
0019 FIG. 2 is an external perspective view of the gaming 
machine according to the embodiment of the present inven 
tion; 
0020 FIG. 3 is an enlarged front view which shows a 
display region of the gaming machine according to the 
embodiment of the present invention; 
0021 FIG. 4 is a block diagram which shows a controller 
of the gaming machine according to the embodiment of the 
present invention; 
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0022 FIG. 5 is a block diagram which shows a display/ 
input controller of the gaming machine according to the 
embodiment of the present invention; 
0023 FIG. 6 is a diagram which shows symbol sequences 
each of which is displayed on the corresponding video reel of 
the gaming machine according to the embodiment of the 
present invention; 
0024 FIG. 7 is a diagram which shows a symbol disposi 
tion table according to the embodiment of the present inven 
tion; 
0025 FIG. 8 is a flowchart for basic game processing 
executed by the gaming machine according to the embodi 
ment of the present invention; 
0026 FIG. 9A and FIG.9B are flowcharts for free game 
processing executed by the gaming machine according to the 
embodiment of the present invention; 
0027 FIG. 10A and FIG. 10B are flowcharts for mini 
game processing executed by the gaming machine according 
to the embodiment of the present invention; 
0028 FIG. 11 is a diagram which shows a basic game 
random number table according to the embodiment of the 
present invention; 
0029 FIG. 12 is a diagram which shows a free game 
random number table according to the embodiment of the 
present invention; 
0030 FIG. 13 is a diagram which shows a win/lose deter 
mination table according to the embodiment of the present 
invention; 
0031 FIG. 14 is a diagram which shows a point addition 
determination random number table according to the embodi 
ment of the present invention; 
0032 FIG. 15 is a diagram which shows a clear point 
calculation ratio table according to the embodiment of the 
present invention; 
0033 FIG. 16 is a diagram which shows an extra free 
games table according to the embodiment of the present 
invention; 
0034 FIG. 17 shows an example of a display screen for a 
minigame executed by the gaming machine according to the 
embodiment of the present invention; 
0035 FIG. 18 shows an example of a display screen for the 
minigame executed by the gaming machine according to the 
embodiment of the present invention; 
0036 FIG. 19 shows an example of a display screen for the 
minigame executed by the gaming machine according to the 
embodiment of the present invention; 
0037 FIG.20 shows an example of a display screen for the 
minigame executed by the gaming machine according to the 
embodiment of the present invention; and 
0038 FIG.21 shows an example of a display screen for the 
minigame executed by the gaming machine according to the 
embodiment of the present invention. 

DETAILED DESCRIPTION OF THE INVENTION 

0039. Description will be made regarding an embodiment 
of the present invention with reference to the drawings. 
0040. A gaming machine 13 according to the present 
invention includes: RAM 110 which stores the accumulated 
points that are updated according to the results of a mini 
game; a liquid crystal display 30 which displays multiple 
selection regions; a touch panel 32 which outputs the selec 
tion data associated with the specific selection region selected 
by a player from among the multiple selection regions dis 
played on the liquid crystal display 30; and a start switch 25 
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which outputs a signal that starts a basic game. With Such an 
arrangement, the CPU 106 provides functions including: a 
function whereby, upon receipt of a signal from the start 
switch 25, the basic game is started; a function whereby, in a 
case that a predetermined condition has been satisfied, the 
basic game mode is Switched to the free game mode; a func 
tion whereby, in a case that the game mode has been Switched 
to the free game mode, a minigame is executed; a function 
whereby selection data is received from the touch panel 32 
each time the mini game is executed; a function whereby 
determination is made based upon the selection data thus 
received as to whether the accumulated points are to be 
updated; a function whereby, in a case that determination has 
been made that the accumulated points are to be updated, the 
points that correspond to the selection data thus received are 
added to the accumulated points, thereby updating the accu 
mulated points; a function whereby, after the minigame has 
been executed a predetermined number of times, the number 
of extra free games is determined based upon the accumulated 
points thus updated; and a function whereby the extra free 
game is executed the number of times thus determined. 
0041 Although detailed description thereof will be made 
later, a summary description thereof will be made below with 
reference to FIG. 1. That is to say, upon receipt of a signal 
from the start switch 25, the CPU 106 starts the basic game 
(Step S100). In a case that a predetermined condition has been 
satisfied, the basic game mode is Switched to the free game 
mode (step S200). In a case that the game mode has been 
switched to the free game mode, the CPU 106 executes the 
minigame (Step S300). Then, the CPU 106 receives selection 
data from the touch panel 32 each time the mini game is 
executed, and determination is made based upon the selection 
data thus received as to whether the accumulated points are to 
be updated (Step S400). In a case that determination has been 
made that the accumulated points are to be updated, the points 
that correspond to the selection data thus received are added 
to the accumulated points, thereby updating the accumulated 
points (Step S500). After the minigame has been executed a 
predetermined number of times, the number of extra free 
games is determined based upon the accumulated points thus 
updated (Step S600). Subsequently, the CPU 106 executes the 
extra free games the number of times thus determined (Step 
S700). 
0042 FIG. 2 is a perspective view of the gaming machine 
13 according to an embodiment of the present invention. The 
gaming machine 13 includes a cabinet 20. The cabinet 20 has 
a structure in which the face facing the player is open. The 
cabinet 20 includes various kinds of components. Such com 
ponents include: a game controller 100 (see FIG. 4) for elec 
trically controlling the gaming machine 13; a hopper 44 (FIG. 
4) for controlling the insertion of coins (gaming medium) and 
for retaining and paying out the coins, etc. The gaming 
medium is not restricted to coins. Also, examples of Such 
gaming media include medals, tokens, electronic money or 
electronic value information (credit) having the same value. 
0043. Furthermore, a liquid crystal display 30 is provided 
at approximately the central portion of the front face of the 
cabinet 20. Also, another liquid crystal display 40 is provided 
above the liquid crystal display 30. 
0044) The liquid crystal display 30 is provided as a display 
device for displaying various kinds of images with respect to 
the game Such as images for providing visual effects. Such an 
arrangement allows the player to advance the game while 
observing various kinds of images displayed on the afore 
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mentioned liquid crystal display 30. During Such a game, the 
liquid crystal display 30 displays images for the slot game and 
the mini game as shown in FIGS. 17 through 21. 
0045. The gaming machine 13 includes video reels. With 
Such an arrangement, five virtual reels are displayed on the 
liquid crystal display 30. Note that the term “video reel' as 
used here represents a mechanism for displaying a reel on the 
liquid crystal display 30 in the form of an image, instead of a 
mechanical reel. Multiple kinds of symbols necessary for the 
basic game include “BONUS”, “WILD, “TREASURE 
BOX”, “GOLDEN MASK”, “HOLY CUP”, “COMPASS & 
MAP”, “SNAKE”, “A”, “K”, “Q”, “J”, and “10”. With such 
an arrangement, the liquid crystal display 30 displays these 
symbols with an image as if the reel has rotated. 
0046. The other liquid crystal display 40 provided above 
the liquid crystal display 30 is provided for displaying sub 
images. Examples of Such sub-images include an image for 
describing the game rules, a demonstration image, etc. 
0047. Also, sound transmission openings 29a and 29b are 
provided on both the left and right sides above the liquid 
crystal display 40, which allow the sound effects generated by 
a speaker 41 (see FIG. 4) stored within the cabinet 20 to 
propagate outside the cabinet 20. The Sound effects are gen 
erated from the sound transmission openings 29a and 29b 
according to the advance of the game. Also, decorative lamps 
42a and 42b are provided on both the left and right sides of 
approximately the middle part of the gaming machine 13. The 
illumination of the gaming machine 13 by the decorative 
lamps 42a and 42b is controlled so as to correspond to the 
advance of the game. 
0048. The gaming machine 13 includes an approximately 
horizontal operation unit 21 below the liquid crystal display 
30. Furthermore, a coin insertion opening 22, which allows 
the player to insert coins, is provided on the right side of the 
operation unit 21. On the other hand, the components pro 
vided to the left side of the operation unit 21 include: a BET 
switch 23 which allows the player to determine which lines 
are to be set to active pay lines among nine lines L1, L2, L3, 
L4, L5, L6, L7, L8, and L9, for providing a prize described 
later (which will simply be referred to as “active pay lines' 
hereafter), and which allows the player to select the number of 
coins as gaming media which are to be bet on the aforemen 
tioned active pay lines; and a spin repeat bet Switch 24 which 
allows the player to play the game again without changing the 
number of coins bet on the aforementioned active pay lines 
from that in the immediately previous game. Such an arrange 
ment allows the player to set the number of coins bet on the 
aforementioned active pay lines by performing a pushing 
operation on either the BET switch 23 or the spin repeat bet 
switch 24. 

0049. With the aforementioned operation unit 21, a start 
switch 25 is provided on the left side of the BET switch 23, 
which allows the player to input a start operation instruction 
for the basic game in increments of games. Upon performing 
a pushing operation on either the start switch 25 or the spin 
repeat bet Switch 24, which serves as a trigger to start the 
game, the liquid crystal display 30 displays an image of the 
aforementioned five video reels 3A through 3E which then 
Start to rotate. 

0050. On the other hand, a cash out switch 26 is provided 
near the coin insertion opening 22 on the aforementioned 
operation unit 21. Upon the player pushing the cash out 
Switch 26, the inserted coins are paid out from a coin payout 
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opening 27 provided at a lower portion of the front face of the 
cabinet 20. The coins thus paid out are retained in a coin tray 
28. 
0051 FIG. 3 is an enlarged view which shows the display 
region of the gaming machine 13. The gaming machine 13 has 
the nine lines L1 through L9 for providing nine kinds of prizes 
as shown in FIG. 3. Each of the lines L1 through L9 for 
providing a corresponding prize is formed such that it extends 
So as to pass through one of the symbols on each of the video 
reels 3A through 3E when the rotation of the five video reels 
3A through 3E has stopped in the video image. 
0052. Upon pushing the aforementioned BET switch 23 
once, the line L3 for providing a third prize, the line L5 for 
providing a fifth prize, and the line L7 for providing a seventh 
prize, are set to be active pay lines, and one coin is input as a 
credit medal, for example. 
0053. On the other hand, upon pushing the aforemen 
tioned BET switch 23 twice, the line L1 for providing a first 
prize, the line L4 for providing a fourth prize, and the line L8 
for providing an eighth prize, are set to be active pay lines, in 
addition to the aforementioned three lines, and two coins are 
input as credit medals, for example. 
0054. On the other hand, upon pushing the aforemen 
tioned BET switch 23 three times, the line L2 for providing a 
second prize, the line L6 for providing a sixth prize, and the 
line L9 for providing a ninth prize, are set to be active pay 
lines, in addition to the aforementioned six lines, and three 
coins are input as credit medals, for example. 
0055. The game available in the present embodiment is a 
game in which a predetermined set of symbols are made along 
the active pay lines. 
0056 Furthermore, the liquid crystal display 30 displays, 
on the upper portion thereof, a payout display unit 48, a BET 
amount display unit 50, and a credit amount display unit 49 in 
that order from the left side. The payout display unit 48 is a 
component for displaying the amount of coins paid out when 
a particular winning combination of the symbols has been 
displayed along any one the active pay lines for providing a 
prize. The credit amount display unit 49 is a component for 
displaying the amount of coins retained in the gaming 
machine 13 in the form of a credit. The BET amount display 
unit 50 is a component for displaying the BET amount which 
is the number of coins bet on the aforementioned active pay 
lines. 
0057 FIG. 4 is a block diagram which shows an electrical 
configuration of the game controller 100 of the gaming 
machine 13. As shown in FIG. 4, the game controller 100 of 
the gaming machine 13 is a micro computer, and includes an 
interface circuit group 102, an input/output bus 104, a CPU 
106, ROM 108, RAM 110, a communication interface circuit 
111, a random number generator 112, a speaker driving cir 
cuit 122, a hopper driving circuit 124, a lamp driving circuit 
126, and a display/input controller 140. 
0058. The interface circuit group 102 is connected to the 
input/output bus 104. The input/output bus 104 performs 
input/output of data signals or address signals to/from the 
CPU 106. 

0059. Furthermore, the start switch 25 is connected to the 
interface circuit group 102. The start signal output from the 
start switch 25 is converted into a predetermined signal by the 
interface circuit group 102, and the input signal thus con 
verted is supplied to the input/output bus 104. 
0060. Furthermore, the BET switch 23, the spin repeat bet 
switch 24, and the cash out switch 26 are connected to the 
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interface circuit group 102. Each of the Switching signals 
output from these switches 23, 24, and 26 is also supplied to 
the interface circuit group 102, and is converted into a prede 
termined signal by the interface circuit group 102. The 
Switching signals thus converted are Supplied to the input/ 
output bus 104. 
0061 Furthermore, a coin sensor 43 is connected to the 
interface circuit group 102. The coin sensor 43 is a sensor for 
detecting the coins inserted into the coin insertion opening 22. 
The coin sensor 43 is provided in combination with the coin 
insertion opening 22. The sensing signal output from the coin 
sensor 43 is also supplied to the interface circuit group 102. 
and is converted into a predetermined signal by the interface 
circuit group 102. The sensing signal thus converted is Sup 
plied to the input/output bus 104. 
0062. The ROM 108 and the RAM 110 are connected to 
the input/output bus 104. 
0063. Upon receipt of the game start operation instruction 
input through the start switch 25, the CPU 106 reads out a 
game program, and executes the game. The game program 
has been programmed so as to instruct the CPU 106 to per 
form the following operation. That is to say, according to the 
game program, the CPU 106, via the display/input controller 
140, displays on the liquid crystal display 30 an image of the 
five video reels commencing to Scroll the symbols that are 
disposed on the five video reels. Then, the CPU 106 displays 
an image of the five video reels stopping such that the com 
bination of the symbols on these five video reels is rear 
ranged, whereupon a new combination of the symbols is 
made along the active pay lines. In a case that a particular 
winning combination of the symbols when they are stationary 
has been made along any one of the active pay lines, the CPU 
106 pays out a predetermined amount of coins corresponding 
to the particular winning combination. 
0064. The ROM 108 stores: a control program for central 
control of the gaming machine 13; a program for executing 
routines shown in FIG. 8 through FIG. 10 (which will be 
referred to as the “routine execution program hereafter); 
initial data for executing the control program; and various 
data tables used for determination processing. Note that the 
routine execution program includes the aforementioned game 
program etc. On the other hand, examples of the data tables 
include tables such as those shown in FIG. 11 through FIG. 
16. The RAM 110 temporarily stores flags, variables, etc., 
used for the aforementioned control program. 
0065. Furthermore, a communication interface circuit 111 

is connected to the input/output bus 104. The communication 
interface circuit 111 is a circuit for communicating with a 
central controller 11 etc., via the network 12 including vari 
ous kinds of networks such as a LAN. 
0066 Furthermore, the random number generator 112 for 
generating a random number is connected to the input/output 
bus 104. The random number generator 112 generates a ran 
dom number in a predetermined range, e.g., a range between 
0 and 65.535 (2-1). Alternatively, an arrangement may be 
made in which the CPU 106 generates a random number by 
computation. 
0067 Furthermore, the speaker driving circuit 122 for 
driving the speaker 41 is connected to the input/output bus 
104. The CPU 106 reads out the Sound data Stored in the ROM 
108, and transmits the sound data thus read out to the speaker 
driving circuit 122 via the input/output bus 104, thereby pro 
viding predetermined Sound effects generated by the speaker 
41. 
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0068. Furthermore, the hopper driving circuit 124 for driv 
ing the hopper 44 is connected to the input/output bus 104. 
Upon receipt of a cash out signal input from the cash out 
switch 26, the CPU 106 transmits a driving signal to the 
hopper driving circuit 124 via the input/output bus 104. As a 
result, the hopper 44 pays out an amount of coins correspond 
ing to the credit remaining at the current point in time, as 
stored in a predetermined memory area of the RAM 110. 
0069. Also, instead of the payment of real coins, an 
arrangement may be made in which the credit data is stored in 
a data card or the like in the coin payment step. That is to say, 
with Such an arrangement, the player has his/her own card 
which serves as a storage medium. Upon the player inserting 
this card into the gaming machine 13, the data with respect to 
the credit is stored in the card. 

0070 Also, a lamp driving circuit 126 is connected to the 
input/output bus 104 for driving the decorative lamps 42a and 
42b. Underpredetermined conditions according to a program 
stored in the ROM 108, the CPU 106 transmits a signal for 
driving these lamps, thereby causing the decorative lamps 
42a and 42b to blink. 

0071. Furthermore, the display/input controller 140 is 
connected to the input/output bus 104. The CPU 106 creates 
an image display command corresponding to the state and 
results of the game, and outputs the image display command 
thus created to the display/input controller 140 via the input/ 
output bus 104. Upon receipt of the image display command 
input from the CPU 106, the display/input controller 140 
creates a driving signal for driving the liquid crystal display 
30 according to the image display command thus input, and 
outputs the driving signal thus created to the liquid crystal 
display 30. As a result, a predetermined image is displayed on 
the liquid crystal display 30. In addition, the display/input 
controller 140 transmits the signal input through the touch 
panel 32 provided on the liquid crystal display 30 to the CPU 
106 via the input/output bus 104 in the form of an input signal. 
Note that the image display commands include commands 
with respect to the payout amount display unit 48, commands 
with respect to the credit amount display unit 49, and com 
mands with respect to the BET amount display unit 50. 
0072 FIG. 5 is a block diagram which shows an electrical 
configuration of the display/input controller 140 of the gam 
ing machine 13. The display/input controller 140 of the gam 
ing machine 13 is a Sub-microcomputer for performing image 
display processing and input control for the touch panel 32. 
The display/input controller 140 includes an interface circuit 
142, an input/output bus 144, a CPU 146, ROM 148, RAM 
150, a VDP 152, video RAM 154, image data ROM 156, a 
driving circuit 158, and a touch panel control circuit 160. 
0073. The interface circuit 142 is connected to the input/ 
output bus 144. The image display command output from the 
CPU 106 of the aforementioned game controller 100 is Sup 
plied to the input/output bus 144 via the interface circuit 142. 
The input/output bus 144 performs input/output of data sig 
nals or address signals to/from the CPU 146. 
0074. Furthermore, the ROM 148 and the RAM 150 are 
connected to the input/output bus 144. The ROM 148 stores a 
display control program for generating a driving signal, 
which is to be supplied to the liquid crystal display 30, 
according to an image display command received from the 
CPU 106 of the aforementioned game controller 100. On the 
other hand, the RAM 150 stores flags and variables used in the 
aforementioned display control program. 
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0075) Furthermore, the VDP 152 is connected to the input/ 
output bus 144. The VDP 152 includes a so-called sprite 
circuit, a screen circuit, a palette circuit, etc., and can perform 
various kinds of processing for displaying images on the 
liquid crystal display 30. With Such an arrangement, the com 
ponents connected to the VDP 152 include: the video RAM 
154 for storing image data according to the image display 
command received from the CPU 106 of the aforementioned 
game controller 100; and the image data ROM 156 for storing 
various kinds of image data including the aforementioned 
image data for visual effects etc. Furthermore, the driving 
circuit 158 for outputting a driving signal for driving the 
liquid crystal display 30 is connected to the VDP 152. 
0076. The aforementioned CPU 146 instructs the video 
RAM 154 to store the image data which is to be displayed on 
the liquid crystal display 30 according to the image display 
command received from the CPU 106 of the aforementioned 
game controller 100 by reading out the display control pro 
gram stored in the ROM 148 and by executing the program 
thus read out. Examples of the image display commands 
include various kinds of image display commands including 
the aforementioned image display commands for visual 
effects and the like. 

0077. The image data ROM 156 stores various kinds of 
image data including the aforementioned image data for 
visual effects and the like. 

0078. The touch panel control circuit 160 transmits to the 
CPU 106 the signals input via the touch panel32, provided on 
the liquid crystal display 30, via the input/output bus 144 in 
the form of an input signal. 
007.9 FIG. 6 shows symbol sequences which are depicted 
on the respective video reels 3A through 3E, and along each 
of which are disposed a sequence of 21 symbols. Note that the 
symbol sequence for the first video reel corresponds to the 
video reel3A. The symbol sequence for the second video reel 
corresponds to the video reel3B. The symbol sequence for the 
third video reel corresponds to the video reel3C. The symbol 
sequence for the fourth video reel corresponds to the video 
reel 3D. The symbol sequence for the fifth video reel corre 
sponds to the video reel 3E. 
0080. As shown in FIG. 6, the code numbers “00 through 
“20” are assigned to the respective symbols of the symbol 
sequences for the video reels 3A through 3E. The code num 
bers are stored (recorded) in the aforementioned ROM 108 
(FIG. 4) in the form of a data table. 
0081. A symbol sequence is depicted on each of the video 
reels 3A through 3E. Each symbol sequence includes: a 
“BONUS’ symbol (symbol 61) (which will simply be 
referred to as “BONUS’ hereafter); a “WILD’symbol (sym 
bol 62) (which will simply be referred to as “WILD’ hereaf 
ter); a “TREASURE BOX” symbol (symbol 63) (which will 
simply be referred to as “TREASURE BOX hereafter); a 
“GOLDEN MASK” symbol (symbol 64) (which will simply 
be referred to as “GOLDEN MASK” hereafter); a “HOLY 
CUP” symbol (symbol 65) (which will simply be referred to 
as “HOLY CUP hereafter); a “COMPASS & MAP’’ symbol 
(symbol 66) (which will simply be referred to as “COMPASS 
& MAP hereafter); a “SNAKE” symbol (symbol 67) (which 
will simply be referred to as “SNAKE” hereafter); an “A” 
symbol (symbol 68) (which will simply be referred to as “A” 
hereafter); a “K” symbol (symbol 69) (which will simply be 
referred to as “K” hereafter); a “Q” symbol (symbol 70) 
(which will simply be referred to as “Q” hereafter); a “J” 
symbol (symbol 71) (which will simply be referred to as “J” 
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hereafter); and a “10” symbol (symbol 72) (which will simply 
be referred to as “10” hereafter). Each of the symbol 
sequences on the video reels 3A through 3E is moved by 
displaying a video image in which the corresponding video 
reels 3A through 3E are rotated in the forward direction. 
I0082. With the present embodiment, the types of prizes 
prepared include a “BONUS’ prize, a “WILD’ prize, a 
“SNAKE” prize, a “TREASURE BOX prize, a “GOLDEN 
MASK prize, a “HOLY CUP prize, a “COMPASS & MAP 
prize, an 'A' prize, a “K” prize, a “Q' prize, a “J” prize, and 
a “10 prize. The prize type information (prize type data) is 
control information that basically indicates each combination 
of symbols that provides a profit to the player in association 
with the prize (the number of coins to be paid out). Also, the 
prize type information is the control information which is 
used for a stop control operation for each of the video reels 3A 
through 3E, Switching (transition) operation for the game 
state, a coin awarding operation, etc. 
I0083 FIG. 7 shows a symbol disposition table. With the 
symbol disposition table, each code number that indicates the 
positions of the symbols that make up the aforementioned 
symbol sequences is registered in association with the corre 
sponding symbols on the video reels 3A through 3E. Note that 
the first through fifth video reels correspond to the video reels 
3A through 3E, respectively. In other words, the symbol 
disposition table provides the symbol information with 
respect to the symbol positions (code numbers) on the video 
reels 3A through 3E. 
I0084. In FIG. 7, the aforementioned prize types “TREA 
SURE BOX, “GOLDEN MASK, and “COMPASS & 
MAP are abbreviated to “TREASURE, “MASK, and 
“COMPASS, respectively. 
0085 FIG. 8 is a flowcharts which shows a flow of the 
processing operation for the basic game of the gaming 
machine 13, which is executed by the game controller 100 of 
the gaming machine 13. The one routine shown in FIG. 8 
corresponds to one unit of the game. 
I0086. Furthermore, let us say that the gaming machine 13 
is started up beforehand. Also, let us say that the variables 
used in the CPU 106 included in the game controller 100 have 
been initialized to predetermined values, thereby providing 
the normal operation of the gaming machine 13. 
0087 First, the CPU 106 included in the aforementioned 
game controller 100 determines whether or not any credit 
remains, which corresponds to the remaining amount of coins 
inserted by the player (Step S1). Specifically, the CPU 106 
reads out the credit amount C stored in the RAM 110, and 
performs the processing based upon the credit amount C thus 
read out. In a case that the credit amount C is “0” (in a case of 
“NO” in the determination processing denoted by Step S1). 
the CPU 106 is not permitted to start the game. Accordingly, 
in this case, the CPU 106 ends this routine without involving 
any processing. On the other hand, in a case that the credit 
amount C is “1” or more (in a case of “YES” in the determi 
nation processing denoted by Step S1), the CPU 106 deter 
mines that there is remaining credit, and accordingly, the flow 
proceeds to Step S2 according to the instruction from the CPU 
106. 

In the following Step S2, the CPU 106 determines whether or 
not a pushing operation is performed on the spin repeat bet 
switch 24. In a case that the spin repeat bet switch 24 has been 
pushed, and accordingly, in a case of reception of an operation 
signal via the spin repeat switch 24 (in a case of “YES in the 
determination processing denoted by Step S2), the CPU 106 
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switches the processing to Step S13. On the other hand, in a 
case of reception of no operation signal via the spin repeat 
Switch 24 during a predetermined period of time (in a case of 
“NO” in the determination processing denoted by Step S2), 
the CPU 106 determines that the spin repeat bet switch 24 has 
not been pushed, and accordingly, the flow proceeds to Step 
S3 according to the instruction from the CPU 106. 
I0088. In the following Step S3, the CPU 106 sets the game 
condition. Specifically, the CPU 106 determines the number 
of coins to be bet on the active pay lines set in the current game 
according to the user's operation via the BET switch 23. In 
this stage, the CPU 106 receives an operation signal generated 
by the user's operation performed via the BET switch 23. The 
CPU 106 determines the BET amount bet on each active pay 
line based upon the number of instances of reception of the 
BET switch operation signal, and stores the BET amounts 
thus determined in a predetermined memory region in the 
RAM 110. The CPU 106 reads out the credit amount C 
written to a predetermined memory region in the RAM 110. 
Then, the CPU 106 subtracts the total BET amount, which is 
the sum total of the BET amounts, from the credit amount C 
thus read out, and stores the value thus Subtracted in a prede 
termined memory region in the RAM 110. Subsequently, the 
flow proceeds to Step S4 according to the instruction from the 
CPU 106. 

I0089. In the following Step S4, the CPU 106 determines 
whether or not the start switch 25 is in the ON state, i.e., the 
CPU 106 stands by until the player operates the start switch 
25. Upon the player operating the start switch 25, and accord 
ingly, upon receipt of an operation signal via the start Switch 
25 (in a case of “YES” in the determination processing 
denoted by Step S4), the CPU 106 determines that the start 
switch 25 has been operated, and accordingly, the CPU 106 
switches the processing to Step S5. 
0090. On the other hand, in a case that the flow has pro 
ceeded to Step S13, the CPU 106 determines whether or not 
the credit amount C is equal to or greater than the total bet 
amount bet on the previous game. In other words, the CPU 
106 determines whether or not the player can start the game 
by pushing the spin repeat bet Switch 24. Specifically, in a 
case that the spin repeat bet Switch 24 has been pushed, and 
accordingly, in a case that the operation signal has been input 
from the aforementioned switch 24, the CPU 106 reads out 
the credit amount C and the BET amount bet on each of the 
active pay lines L1 to L9 in the previous game stored in the 
predetermined memory areas of the aforementioned RAM 
110. Then, the CPU 106 determines whether or not the afore 
mentioned credit amount C is equal to or greater than the total 
bet amount bet in the previous game based upon the relation 
between the creditamount C and the BET amounts thus read 
out. The CPU 106 performs processing based upon the deter 
mination results. In a case that determination has been made 
that the aforementioned credit amount C is less than the total 
betamount bet on the previous game (in a case of “NO” in the 
processing in Step S13), the CPU 106 cannot start the game, 
and accordingly, the CPU 106 ends this routine without per 
forming any processing. On the other hand, in a case that 
determination has been made that the aforementioned credit 
amount C is equal to or greater than the total bet amount bet 
in the previous game (in a case of “YES in the processing in 
Step S13), the CPU 106 subtracts the total bet amount bet in 
the previous game from the aforementioned credit amount C. 
and stores the subtracted value in a predetermined area of the 
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RAM 110. Subsequently, the flow proceeds to Step S5 
according to the instruction from the CPU 106. 
(0091. In the following Step S5, the CPU 106 performs 
combination determination processing. Specific description 
will be made below regarding the combination determination 
processing. 
0092. In the aforementioned combination determination 
processing, first, the CPU 106 determines the combinations 
of the symbols when they are stationary along the aforemen 
tioned active pay lines. Specifically, the CPU 106 issues a 
command for the random number generator 112 to generate a 
random number, thereby extracting a random number in a 
predetermined range (in a range of “0” to “65535” in the 
present embodiment) generated by the random numbergen 
erator 112. The CPU 106 stores the random number thus 
extracted in a predetermined memory area of the RAM 110. 
Note that description is being made in the present embodi 
ment regarding an arrangement in which the random number 
is generated by the random number generator 112, which is a 
separate component from the aforementioned CPU 106. Also, 
an arrangement may be made in which the random number is 
generated by computation processing by the CPU 106 with 
out involving the random number generator 112. The CPU 
106 reads out a random numbertable and a particular winning 
combination table (random number table for a basic game 
(see FIG. 11)), each of which is stored in the ROM 108. Then, 
the CPU 106 stores, in a predetermined memory area of the 
RAM 110, the random number table and the particular win 
ning combination thus read out. Note that the CPU 106 con 
trols display of the video reels when they are stationary for 
each reel based upon the aforementioned random number 
table. Furthermore, the CPU 106 reads out the random num 
ber table and the particular winning combination table stored 
in the predetermined area of the aforementioned RAM 110. 
Then, the CPU 106 determines the combination of the sym 
bols when they are stationary with respect to the aforemen 
tioned active pay lines with reference to the aforementioned 
random number table using the random number stored in the 
predetermined memory region of the aforementioned RAM 
110 as aparameter. Upon determination of particular winning 
combinations, the CPU 106 stores the particular winning 
combination data thus determined in a predetermined 
memory area of the RAM 110. Then, the CPU 106 reads out 
the random number and the particular winning combination 
data stored in the predetermined memory area of the RAM 
110, and determines the combination to be displayed of the 
symbols when they are stationary based upon the random 
number and the particular winning combination data thus 
read out. In this stage, a symbol disposition table stored in the 
ROM 108 is read out by the CPU 106. The symbol disposition 
table thus read out is stored in a predetermined memory area 
of the RAM 110, and is used as reference data. The CPU 106 
stores the data for the stationary symbols thus determined in 
a predetermined memory area of the RAM 110. Alternatively, 
an arrangement may be made in which the symbols when they 
are stationary are determined for each reel using the afore 
mentioned random number table. 

0093. Upon determination of the combination of the sym 
bols when they are stationary with respect to the aforemen 
tioned active pay lines, the CPU 106 determines whether or 
not the combination of the symbols when they are stationary 
with respect to the active pay lines matches any one of the 
particular winning combinations. In a case that the combina 
tion of the symbols when they are stationary with respect to 
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the active pay lines matches any one of the particular winning 
combinations, the CPU 106 activates a flag, which indicates 
that the player has won the prize that corresponds to the kind 
of particular winning combination, in order to provide the 
prize that accords with the particular winning combination of 
symbols with respect to the active pay lines thus determined 
as described above. The activated flag, which indicates the 
player has won a prize, is stored in a predetermined area of the 
RAM 110 according to the instruction from the CPU 106. On 
the other hand, in a case that the combination of the symbols 
when they are stationary with respect to the active pay lines 
matches any one of the other combinations, i.e., the losing 
combinations, the CPU 106 does not activate the flag which 
indicates that the player has won a prize. Subsequently, the 
flow proceeds to Step S6 according to the instruction from the 
CPU 106. 

0094. In the following Step S6, the CPU 106 displays an 
image of the five video reels 3A through 3E starting to rotate. 
Specifically, the CPU 106 displays an image of the video reels 
3A through E3 starting to rotate in a predetermined order or at 
the same time according to the symbol disposition table 
stored in the aforementioned RAM 110. 
0095. Upon beginning to display a video image of the 
video reels 3A through 3E starting to rotate, the CPU 106 
waits for a predetermined period of time to elapse (Step S7). 
After the predetermined period of time has elapsed (in a case 
of “YES in the determination processing in Step S7), the 
CPU 106 instructs the video reels 3A through 3E to automati 
cally stop rotating (Step S8). Specifically, the CPU 106 dis 
plays an image of the video reels 3A through 3E stopping to 
rotate in a predetermined order or at the same time such that 
the symbols when they are stationary, which correspond to a 
particular winning combination as determined in the afore 
mentioned Step S5, is displayed in a display region that can be 
observed by the player. Subsequently, the flow proceeds to 
Step S9 according to the instruction from the CPU 106. 
0096. In the following Step S9, the CPU 106 determines 
whether or not a predetermined symbol combination has been 
formed based upon the results of the combination determina 
tion processing performed in Step S5. Specifically, the CPU 
106 makes this determination based upon the state of the flag 
that indicates whether or not the player has won a prize with 
respect to the active pay lines stored in the predetermined 
memory area of the aforementioned RAM 110. In a case that 
the flag, which indicates that the player has won a prize, has 
not been activated, i.e., in a case that the symbol combination 
matches any one of the “other combinations, which are 
combinations other than the particular winning combinations 
(in a case of “NO” in the determination processing in Step 
S9), the CPU 106 determines that the particular winning 
combination has not been formed, and ends this routine. On 
the other hand, in a case that the flag, which indicates that the 
player has won a prize, has been activated, i.e., in a case that 
the symbol combination matches any one of the combinations 
other than the “other combinations (in a case of “YES in the 
determination processing in Step S9), the flow proceeds to 
Step 10 according to the instruction from the CPU 106. 
0097. In the following Step S10, the CPU 106 determines 
whether or not the symbol combination thus formed in the 
combination determination processing performed in Step S5 
is “BONUS’. Specifically, in a case that the particular win 
ning combination is “BONUS’ (in a case of “YES” in the 
determination processing in Step S10), the flow proceeds to 
Step S11 according to the instruction from the CPU 106. On 

Sep. 11, 2008 

the other hand, in a case that the particular winning combi 
nation is not “BONUS’ (in a case of “NO” in the determina 
tion processing in Step S10), the flow proceeds to Step S12 
according to the instruction from the CPU 106. 
(0098. In the following Step S11, the CPU 106 performs 
free game processing. Subsequently, the CPU 106 ends this 
routine. 
(0099. In the following Step S12, the CPU 106 pays out 
coins, the number of which corresponds to the particular 
winning combination. Specifically, the CPU 106 calculates 
the number of coins to be paid out that corresponds to the 
particular symbol combination that provides the prize with 
reference to the payout table. The CPU 106 reads out the 
creditamount stored in a predetermined area of the RAM 110. 
Then, the CPU 106 adds the payout amount thus calculated to 
the credit amount thus read out, and stores the Sum total thus 
calculated in a predetermined memory region of the RAM 
110. The CPU 106 displays the value thus stored on the credit 
amount display unit 49. Subsequently, the CPU 106 ends this 
routine. 
0100. Description will be made regarding the free game 
processing with reference to FIG. 9A and FIG.9B. 
0101. In Step S21, the CPU 106 sets the minigame start 
flag to “ON”, following which the flow proceeds to Step S22. 
Specifically, the CPU 106 writes the data that indicates that 
the mini game start flag is in the ON state to the minigame 
start flag storage region of the RAM 110. 
0102) In Step S22, the CPU 106 sets the number of free 
games to N, following which the flow proceeds to Step S23. 
The number of free games is determined in a step where the 
game mode is Switched from the basic game mode to the free 
game mode. 
(0103) In the following Step S23, the CPU 106 performs 
the symbol combination determination processing, following 
which the flow proceeds to Step S24. Specifically, the symbol 
combination determination processing is approximately the 
same as that performed in Step S5 described above with 
reference to FIG.8. The point of difference is that the CPU 
106 uses a free game random number table (see FIG. 12) as a 
reference table. 
0104 Returning to FIG. 9, in Step S24, the CPU 106 
displays an image of the video reels 3A through 3E starting to 
rotate, following which the flow proceeds to Step S25. Spe 
cifically, this processing is the same as that in Step S6 
described above with reference to FIG. 8. 
0105. Returning to FIG. 9, in Step S25, the CPU 106 
determines whether or not a predetermined period of time has 
elapsed. In a case that the predetermined period of time has 
elapsed, the flow proceeds to Step S26. On the other hand, in 
a case that the predetermined period of time has not elapsed, 
the flow proceeds to Step S25. Specifically, this processing is 
the same as that in Step S7 described above with reference to 
FIG 8. 

0106 Returning to FIG. 9, in Step S26, the CPU 106 
displays an image of the video reels 3A through 3E stopping 
to rotate, following which the flow proceeds to Step S27. 
Specifically, this processing is the same as that in Step S28 
described above with reference to FIG. 8. 
0107 Returning to FIG. 9, in Step S27, the CPU 106 
determines whether or not a predetermined symbol combina 
tion has been formed. In a case that the predetermined symbol 
combination has been formed, the flow proceeds to Step S28. 
On the other hand, in a case that the predetermined symbol 
combination has not been formed, the flow proceeds to Step 
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S29. Specifically, this processing is the same as that in Step 
S29 described above with reference to FIG. 8. 

0108 Returning to FIG. 9, in Step S28, the CPU 106 
performs payout processing according to the symbol combi 
nation, following which the flow proceeds to Step S29. Spe 
cifically, the CPU 106 calculates the amount of coins to be 
paid out according to the symbol combination that provides a 
prize, with reference to a free game payout table (not shown). 
The CPU 106 reads out the credit amount stored in a prede 
termined memory region in the RAM 110. Then, the CPU 106 
adds the aforementioned amount thus calculated to the credit 
amount thus read out, and stores the value thus calculated in 
a predetermined memory region in the RAM 110. The CPU 
106 displays the value thus stored on the credit amount dis 
play unit 49. 
0109. In Step S29, the CPU 106 decrements by 1 the 
number of free games N, following which the flow proceeds 
to Step S30. 
0110. In Step S30, the CPU 106 determines whether or not 
N is equal to 0. In a case that N is not equal to 0, the flow 
proceeds to Step S23. On the other hand, in a case that N is 
equal to 0, the flow proceeds to Step S31. 
0111. In Step S31, the CPU 106 determines whether or not 
the mini game end flag is in the ON state. Specifically, the 
CPU 106 determines whether or not the data that indicates the 
minigame end flag is in the ON state has been written to the 
minigame end flag region in the RAM 110. In a case that the 
CPU 106 has determined that the minigame end flag is in the 
ON state, the flow proceeds to Step S32 according to the 
instruction from the CPU 106. On the other hand, in a case 
that determination has not been made that the minigame end 
flag is in the ON state, the flow proceeds to Step S31 accord 
ing to the instruction from the CPU 106. 
0112. In Step S32, the CPU 106 sets the number of extra 
free games to N, following which the flow proceeds to Step 
S33. Specifically, the CPU 106 sets N to be the number of 
extra free games determined in Step S50 or Step S52 
described later with reference to FIG. 10. 

0113. In Step S33, the CPU 106 determines whether or not 
N is equal to 0. In a case that N is not equal to 0, the flow 
proceeds to Step S23 according to the instruction from the 
CPU 106. On the other hand, in a case that N is equal to 0, the 
CPU 106 ends this routine. 
0114 Description will be made regarding minigame pro 
cessing 1 with reference to FIG. 10A and FIG. 10B. 
0115. In Step S41, the CPU 106 determines whether or not 
the mini game start flag is in the ON state. Specifically, the 
CPU 106 determines whether or not the data that indicates 
that the minigame start flag is in the ON state has been written 
to a minigame start flag region in the RAM 110. In a case that 
the CPU 106 has determined that the minigame start flag is in 
the ON state, the flow proceeds to Step S42. On the other 
hand, in a case that the CPU 106 has not determined that the 
minigame start flag is in the ON state, the flow proceeds to 
Step S41. 
0116. In Step S42, the CPU 106 determines for each selec 
tion region whether selection of the respective region by the 
user will result in a win or a loss, following which the flow 
proceeds to Step S43. Here, in an image that provides visual 
effects for the minigame, the selection regions are “BIG 83 
and “SMALL 84. Specifically, in Step S42, the CPU 106 
associates the data that indicates “win” or the data that indi 
cates “lose' with the selection data associated with each 
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selection region. Here, the selection data is the data output 
from the touch panel 32 according to the player's selecting 
operation. 
0117. In Step S43, the CPU 106 receives the selection 
data, following which the flow proceeds to Step S44. Specifi 
cally, the CPU 106 receives the selection data output from the 
touch panel 32 via the display/input controller 140. 
0118. In Step S44, the CPU 106 determines whether or not 
the accumulated points are to be updated, following which the 
flow proceeds to Step S45. Here, the accumulated points are 
updated according to the results of executing the minigame, 
and are stored in a predetermined region in the RAM 110. 
Specifically, in Step S44, in a case that the selection data thus 
received in Step S43 is associated with “win”, the CPU 106 
determines that the accumulated points are to be updated. On 
the other hand, in a case that the selection data thus received 
in Step S43 is associated with “lose', the CPU 106 determines 
that the accumulated points are not to be updated. 
0119. In Step S45, the CPU 106 checks whether or not 
determination has been made that the accumulated points are 
to be updated. In a case that determination has been made that 
the accumulated points are to be updated, the flow proceeds to 
step S46. On the other hand, in a case that determination has 
been made that the accumulated points are not to be updated, 
the flow proceeds to Step S48. Specifically, in Step S45, the 
CPU 106 checks whether or not determination has been made 
in Step S44 that the accumulated points are to be updated. 
I0120. In Step S46, the CPU 106 determines the number of 
points to be added to the accumulated points, following which 
the flow proceeds to Step S47. Specifically, the CPU 106 
determines the number of points to be added to the accumu 
lated points, with reference to a points addition determination 
random number table described later with reference to FIG. 
14. 

I0121. In Step S47, the CPU 106 updates the accumulated 
points, following which the flow proceeds to Step S48. Spe 
cifically, the CPU 106 adds the points which are to be added 
to the accumulated points, the number of which has been 
determined in Step S46, to the accumulated points stored in a 
predetermined storage region in the RAM 110, thereby updat 
ing the accumulated points. 
I0122) In Step S48, the CPU 106 determines whether or not 
the minigame has been executed a predetermined number of 
times. In a case that determination has been made that the 
mini game has been executed the predetermined number of 
times, the flow proceeds to Step S49. On the other hand, in a 
case that determination has not been made that the minigame 
has been executed the predetermined number of times, the 
flow proceeds to Step S42. Specifically, the CPU 106 reads 
out the number of instances of execution of the mini game, 
and determines whether or not the number of instances of 
execution of the mini game has reached the predetermined 
number. 

(0123. In Step S49, the CPU 106 determines whether or not 
the accumulated points are equal to or greater than the number 
of points (clear points) that corresponds to the number of 
instances of determination that the player has won extra free 
games. In a case that determination has been made that the 
accumulated points are equal to or greater than the clear 
points, the flow proceeds to Step S50. On the other hand, in a 
case that determination has not been made that the accumu 
lated points are equal to or greater than the clear points, the 
flow proceeds to Step S52. Here, the number of instances of 
determination that the player has won extra free games is 
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stored in a predetermined storage region in the RAM 110. 
Specifically, in Step S49, the CPU 106 extracts a clear points 
calculation ratio from a clear points calculation ratio table 
described later with reference to FIG. 15. Then, the CPU 106 
multiplies the number of free games by the clear points cal 
culation ratio thus extracted, thereby calculating the points 
that correspond to the number of instances of determination 
that the player has won extra free games. Furthermore, the 
CPU 106 determines whether or not the accumulated points 
are equal to or greater than the aforementioned points thus 
calculated. Specific description will be made later with ref 
erence to FIG. 15. 

(0.124. In Step S50, the CPU 106 determines the number of 
extra free games, following which the flow proceeds to Step 
S51. Specifically, the CPU 106 determines the number of 
extra free games according to the accumulated points, with 
reference to an extra free games table described later with 
reference to FIG. 16. 

(0.125. In Step S51, the CPU 106 increments by 1 the num 
ber of instances of determination that the player has won extra 
free games, following which the flow proceeds to Step S53. 
Specifically, the CPU 106 increments by 1 the number of 
instances of determination that the player has won extra free 
games, which is stored in a predetermined storage region in 
the RAM 110. 

0126. In Step S52, the CPU 106 determines that the num 
ber of extra free games is to be set to Zero, following which the 
flow proceeds to Step S53. 
0127. In step S53, the CPU 106 sets the minigame end flag 
to the ON state. Specifically, the CPU 106 writes the data that 
indicates that the minigame end flag is in the ON State to a 
minigame end flag storage region of the RAM 110. Subse 
quently, the CPU 106 ends this routine. 
0128. Description will be made regarding a basic game 
random number table with reference to FIG. 11. In the basic 
game random number table, each particular winning combi 
nation is registered in association with a corresponding ran 
dom number range and its determination probability. With 
Such an arrangement, a random number is extracted in a range 
of “0” to “65535”. Accordingly, in the combination determi 
nation processing (Step S5 in FIG. 8), in a case that a random 
number has been extracted in a range of “0” to “299, for 
example, determination is made in the gaming machine 13 
that a particular winning combination that provides a 
“BONUS’ prize is to be provided as the final result of the 
basic game. In other words, the probability is “300/65536” 
that the combination of the symbols when they are stationary 
will match the particular winning combination for providing 
the “BONUS’ prize. 
0129. Description will be made regarding a free game 
random number table with reference to FIG. 12. In the free 
game random number table, each particular winning combi 
nation is registered in association with a corresponding ran 
dom number range and its determination probability. With 
Such an arrangement, a random number is extracted in a range 
of “0” to “65535”. Accordingly, in the combination determi 
nation processing (Step S23 in FIG.9), in a case that a random 
number has been extracted in a range of “0” to “999', for 
example, determination is made in the gaming machine 13 
that a particular winning combination that provides a 
“BONUS’ prize is to be provided as the final result of the 
basic game. In other words, the probability is “1000/65536” 
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that the combination of the symbols when they are stationary 
will match the particular winning combination for providing 
the “BONUS’ prize. 
0.130 Description will be made regarding a win/lose deter 
mination table with reference to FIG. 13. The win/lose deter 
mination table is a reference table used by the CPU 106 to 
select from among the two selection regions, i.e., the region 
BIG 83 and the region SMALL 84, the selection region that is 
associated with “win”. For example, let us consider a case in 
which the random number generator 112 has generated a 
random number “ 13000' in the step where each region is 
associated with “win” or “lose” (Step S42 in FIG. 10). In this 
case, the random number "13000' thus generated belongs to 
a random number range of “0” to “29999, and accordingly, 
determination is made that the “BIG' selection region is 
associated with “win”. On the other hand, let us consider a 
case in which the random number generator 112 has gener 
ated a random number 33000'. In this case, the random 
number 33000' thus generated belongs to a random number 
range of “30000” to “49999, and accordingly, determination 
is made that the “SMALL' selection region is associated with 
“win”. On the other hand, let us consider a case in which the 
random number generator 112 has generated a random num 
ber “53000'. In this case, the random number “53000' thus 
generated belongs to a random number range of “50000 to 
“65536, and accordingly, determination is made that the 
player will lose the mini game. Accordingly, a selection 
region associated with “win” is not prepared. That is to say, 
both the region BIG 83 and the region SMALL 84 are asso 
ciated with “lose. 

I0131 Description will be made regarding the points addi 
tion determination random number table with reference to 
FIG. 14. The points addition determination random number 
table is a reference table used by the CPU 106 to determine 
the points to be added to the accumulated points in the mini 
game. For example, letus considera case in which the random 
number generator 112 has generated a random number 
“13000' in the step for determining the points to be added to 
the accumulated points (Step S46 in FIG.10). In this case, the 
random number 13000 thus generated belongs to a random 
number range of “0” to “64999, and accordingly, the CPU 
106 determines that the points to be added to the accumulated 
points are set to “1”. 
0.132. Description will be made regarding the clear points 
calculation ratio table with reference to FIG. 15. The clear 
points calculation ratio table is a reference table used by the 
CPU 106 to calculate the clear points. Let us consider a case 
in which the number of instances of determination that the 
user has won extra free games is “O'” in the step for determin 
ing whether or not the accumulated points are equal to or 
greater than the points (clear points) that corresponds to the 
number of instances of determination that the user has won 
extra free games (Step S49 in FIG. 10), for example. In this 
case, determination is made that the clear points calculation 
ratio is set to 30%. Accordingly, in a case that the number of 
free games is 100, which is the number of extra free games in 
the subsequent free game mode, for example, the CPU 106 
multiplies 100 by “30%” as thus determined, thereby deter 
mining that the clear points are “30'. 
0.133 With such an arrangement, the greater the number of 
instances of determination that the player has won extra free 
games, the greater the clear points calculation ratio. Accord 
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ingly, the greater the number of extra free games, the Smaller 
the probability that the accumulated points will reach the 
clear points. 
0134. Description will be made regarding the extra free 
games table with reference to FIG. 16. The extra free games 
table is a reference table used by the CPU 106 to determine 
the number of extra free games according to the accumulated 
points. For example, in a case that the accumulated points are 
“70” in the extra free games determination processing (Step 
S50 in FIG. 10), the number of extra free games is determined 
to be 50. 

0135 With the present embodiment, the number of extra 
free games increases according to the increase in the accu 
mulated points obtained as a result of repeated instances of 
execution of the minigame. Such an arrangement increases 
the player's level of interest in the minigame provided in the 
free game. This offers a game with further enhanced enter 
tainment value. 
0.136 FIGS. 17 through 21 are diagrams which show 
Video images that provide visual effects for the minigame. In 
FIGS. 17 through 21, a video image for the free game is 
displayed in the upper display region of the display regions of 
the liquid crystal display 30. On the other hand, the lower 
display region displays a video image for the minigame. 
0.137 Now, description will be made regarding the video 
image for the minigame shown in FIG. 17. In FIG. 17, a card 
81 is displayed such that the back of the card 81 faces the 
player, and a card 82 is displayed such that the face of the card 
82 faces the player. Furthermore, the selection regions, i.e., 
the region BIG 83 and the region SMALL 84, are displayed. 
Furthermore, the mini-game state is displayed, which indi 
cates that the accumulated points are 20, and the clear points 
are 30. Such an arrangement allows the player to make a 
choice from among: an option in which the playerbets that the 
value of the card 81, the back of which is facing the player, is 
greater than the value of the card 82, the face of which is 
facing the player; and an option in which the player bets that 
the value of the card 81, the back of which is facing the player, 
is smaller than the value of the card 82, the face of which is 
facing the player. With Such an arrangement, in a case that the 
player selects the region BIG 83, the player bets that the value 
of the card 81 is greater than that of the card 82. On the other 
hand, in a case that the player selects the region SMALL 84, 
the player bets that the value of the card 81 is smaller than that 
of the card 82. 
0.138. Description will be made regarding the video image 
for the minigame shown in FIG. 18. FIG. 18 shows the state 
in which the region BIG 83 is highlighted after the player has 
selected the region BIG 83 in the state shown in FIG. 17. 
0.139. Description will be made regarding the video image 
for the minigame shown in FIG. 19. In FIG. 19, the card 81 is 
displayed such that the face of the card 81 faces the player, 
which indicates that the value of the card 81 is “J”. In this 
case, the value of the card 81 is greater than the value of the 
card 82, i.e., “10'. Accordingly, a notice “WIN!! 1 POINT 
GET is displayed, which indicates that the user has won 1 
point. Furthermore, the state of the accumulated points is 
displayed, which indicates that the accumulated points have 
been updated to “21. This video image for the minigame is 
displayed under the following two conditions. One condition 
is that the selection data associated with the region BIG 83 is 
associated with the data that indicates “win” in Step S42 
shown in FIG. 10. The other condition is that the player has 
selected the region BIG 83. 
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0140. Description will be made regarding the video image 
for the minigame shown in FIG. 20. In FIG. 20, the card 81 is 
displayed such that the face of the card 81 faces the player, 
which indicates that the value of the card 81 is “7”. In this 
case, the value of the card 81 is smaller than the value of the 
card 82, i.e., "10'. Accordingly, a notice “LOSE is dis 
played. Furthermore, the state of the accumulated points is 
displayed, which indicates that the accumulated points have 
not been updated, i.e., the accumulated points remain 20. This 
Video image for the minigame is displayed under the follow 
ing two conditions. One condition is that the selection data 
associated with the region BIG 83 is associated with the data 
that indicates “lose” in Step S42 shown in FIG. 10. The other 
condition is that the player has selected the region BIG 83. 
0.141. Description will be made regarding the video image 
for the minigame shown in FIG. 21. FIG. 21 shows the state 
in which the accumulated points are 35, which is greater than 
the clear points, after the minigame has ended. Furthermore, 
a notice “Win 30 extra free games is displayed, which 
indicates that the number of extra free games has been deter 
mined to be 30. This video image for the minigame is dis 
played under the following condition. That is to say, the 
aforementioned condition is that the number of extra free 
games determined in the extra free games determination pro 
cessing (Step S50 in FIG. 10) has been determined to be 30. 
0142. While the gaming machine according to the present 
invention has been described above by way of embodiments, 
it should be clearly understood that the embodiments are 
merely a listing of specific examples, and that the embodi 
ments in no way restrict the present invention, and that the 
specific configurations such as the means may be modified 
and altered as suitable. Moreover, it should be understood that 
the advantages described in association with the embodi 
ments are merely a listing of most preferred advantages 
according to the present invention, and that the advantages of 
the present invention are by no means restricted to those 
described in association with the embodiments of the present 
invention. 
0.143 For example, description has been made in the 
present embodiment regarding an arrangement in which a 
Video image for the free game is displayed in the upper 
display region of the liquid crystal display 30, and a video 
image for the mini game is displayed in the lower display 
region thereof. However, the present invention is not 
restricted to Such an arrangement. Also, an arrangement may 
be made in which a video image for the mini game is dis 
played in the upper display region of the liquid crystal display 
30, and a video image for the free game is displayed in the 
lower display region thereof. Also, a video image for the mini 
game may be displayed on the liquid crystal display 40. 
0144. Description has been made in the present embodi 
ment regarding an arrangement in which the minigame pro 
vides two selection options. However, the present invention is 
not restricted to Such an arrangement. The mini game may 
provide three or more selection options. 
0145. Description has been made in the present embodi 
ment regarding an arrangement in which the mini game is 
executed only in a case that the game mode has been Switched 
to the free game mode. However, the present invention is not 
restricted to Such an arrangement. Also, an arrangement may 
be made in which the mini game is executed every time the 
free game is executed. 
0146 While preferred embodiments of the present inven 
tion have been described and illustrated above, it is to be 
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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 gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been Switched to the free game 
mode, the mini game is executed; (d) a function 
whereby, each time the minigame is executed, the selec 
tion data is received from said first input device, and 
determination is made based upon the received selection 
data as to whether the accumulated points are to be 
updated; (e)a function whereby, in a case that determi 
nation has been made that the accumulated points are to 
be updated, the points that correspond to the received 
Selection data are added to the accumulated points, 
thereby updating the accumulated points; (f) a function 
whereby, after the mini game has been executed a pre 
determined number of times, the number of extra free 
games is determined according to the updated accumu 
lated points; and (g) a function of executing the extra free 
game the determined number of times. 

2. A gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been Switched to the free game 
mode, the mini game is executed; (d) a function 
whereby, each time the minigame is executed, the selec 
tion data is received from said first input device, and 
determination is made based upon the received selection 
data as to whether the accumulated points are to be 
updated; (e)a function whereby, in a case that determi 
nation has been made that the accumulated points are to 
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be updated, the points that correspond to the received 
Selection data are added to the accumulated points, 
thereby updating the accumulated points; (f) a function 
whereby, in a case that the updated accumulated points 
are at least equal to a predetermined number of points 
after the minigame has been executed a predetermined 
number of times, the number of extra free games is 
determined according to the updated accumulated 
points; and (g) a function of executing the extra free 
game the determined number of times. 

3. A gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a counter which stores the number of instances of determi 
nation that the player has won extra free games; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been switched to the free game 
mode, the mini game is executed; (d) a function 
whereby, each time the minigame is executed, the selec 
tion data is received from said first input device, and 
determination is made based upon the received selection 
data as to whether the accumulated points are to be 
updated; (e)a function whereby, in a case that determi 
nation has been made that the accumulated points are to 
be updated, the points that correspond to the received 
Selection data are added to the accumulated points, 
thereby updating the accumulated points; (f) a function 
whereby, after the minigame has been executed a pre 
determined number of times, in a case that the updated 
accumulated points are at least equal to the number of 
points that correspond to the number of instances of 
determination that the player has won extra free games, 
the number of extra free games is determined according 
to the updated accumulated points; (g) a function of 
incrementing by a predetermined number the number of 
instances of determination that the player has won extra 
free games; and (h)a function of executing the extra free 
game the determined number of times. 

4. A gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
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game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been Switched to the free game 
mode, the minigame is executed each time the free game 
is executed; (d) a function whereby, each time the mini 
game is executed, the selection data is received from said 
first input device, and determination is made based upon 
the received selection data as to whether the accumu 
lated points are to be updated; (e)a function whereby, in 
a case that determination has been made that the accu 
mulated points are to be updated, the points that corre 
spond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, after the minigame has 
been executed a predetermined number of times, the 
number of extra free games is determined according to 
the updated accumulated points; and (g) a function of 
executing the extra free game the determined number of 
times. 

5. A gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been Switched to the free game 
mode, the minigame is executed each time the free game 
is executed; (d) a function whereby, each time the mini 
game is executed, the selection data is received from said 
first input device, and determination is made based upon 
the received selection data as to whether the accumu 
lated points are to be updated; (e)a function whereby, in 
a case that determination has been made that the accu 
mulated points are to be updated, the points that corre 
spond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, in a case that the updated 
accumulated points are at least equal to a predetermined 
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number of points after the minigame has been executed 
a predetermined number of times, the number of extra 
free games is determined according to the accumulated 
points thus updated; and (g) a function of executing the 
extra free game the determined number of times. 

6. A gaming machine comprising: 
memory which stores accumulated points that are updated 

according to the results of a minigame; 
a display which displays a plurality of selection regions; 
a first input device which outputs the selection data asso 

ciated with the selection region selected by a player from 
among the plurality of selection regions displayed on 
said display; 

a counter which stores the number of instances of determi 
nation that the player has won extra free games; 

a second input device which outputs a signal that starts a 
basic game; and 

a controller which provides: (a) a function whereby, upon 
receipt of the signal from said second input device, the 
basic game is started; (b) a function whereby, in a case 
that a predetermined condition has been satisfied, the 
game mode is Switched from the basic game mode to the 
free game mode; (c) a function whereby, in a case that 
the game mode has been Switched to the free game 
mode, the minigame is executed each time the free game 
is executed; (d) a function whereby, each time the mini 
game is executed, the selection data is received from said 
first input device, and determination is made based upon 
the received selection data as to whether the accumu 
lated points are to be updated; (e)a function whereby, in 
a case that determination has been made that the accu 
mulated points are to be updated, the points that corre 
spond to the received selection data are added to the 
accumulated points, thereby updating the accumulated 
points; (f) a function whereby, after the minigame has 
been executed a predetermined number of times, in a 
case that the updated accumulated points are at least 
equal to the number of points that correspond to the 
number of instances of determination that the player has 
won extra free games, the number of extra free games is 
determined according to the accumulated points thus 
updated; (g) a function of incrementing by a predeter 
mined number the number of instances of determination 
that the player has won extra free games; and (h) a 
function of executing the extra free game the determined 
number of times. 


