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Fig. 8 
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Fig. 10 
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Fig.11 
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Fig. 12 
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Fig. 13 
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Fig. 15 
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Fig. 16 
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Fig. 17 
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Fig. 18 

Output information table 
Number of reaches Output information (URL) 

http://kk-k-kick.001.htm 
10 http://kick-kick.002.htm 
20 http://kk-k-k-k-k,003.htm 
30 http://-kick-kick,004.htm 

http://kk-k-k-k-k,005.htm 
http://kkk:cksk,006.htm 

  



Patent Application Publication Sep. 20, 2007 Sheet 16 of 37 US 2007/0218985 A1 

Fig. 19 

Encoding process 

S400 

Set output information (URL) -- (http://-k-k-k, -k-k-k. 001.htm) 
S401 

Generate Tode identifier 

S402 

Generate number of characters identifier 

S403 

Binarization process 

S404 

Add end pattern 

S405 

Convert Code language 

S406 

Generate error correction code language 
S407 

Arrange data 

S408 

Mask process 

S409 

Add format information 

S410 2. Ho Generate two-dimensional code 

RET 

  



Patent Application Publication Sep. 20, 2007 Sheet 17 of 37 US 2007/0218985 A1 

Fig. 20 
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Fig. 21 
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Fig. 23 
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Fig. 24 
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Fig. 37 
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Fig. 39 
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Fig. 40 
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Fig. 43 
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GAMING MACHINE, SERVICE PROVIDING 
SYSTEMAND SERVER 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application relates to Japanese Patent 
Application Nos. 2004-373955 and 2004-374626, filed on 
Dec. 24, 2004. The contents of these applications are incor 
porated herein by reference in their entirety. 

BACKGROUND OF THE INVENTION 

0002) 1. Field of the Invention 
0003. The present invention relates to, for example, a 
gaming machine Such as a pachinko gaming machine, a 
service providing system provided with Such a gaming 
machine and a server, as well as Such a server, and with 
respect to the gaming machine, the present invention more 
particularly concerns a gaming machine capable of display 
ing an output information image. 
0004 2. Discussion of the Background 
0005. In a pachinko gaming machine, gaming balls are 
launched onto a gaming board by a player's operation of a 
launching handle and, gaming balls launched onto the gam 
ing board are then flowed downwardly on the gaming board 
while colliding against nails and the like to change the 
direction of movement thereof. Then, in the event that 
gaming balls enter a starting opening provided on the 
gaming board, internal lottery is performed for determining 
whether or not a big hit should be generated, and if a big hit 
is generated as a result of the internal lottery, a predeter 
mined combination of plural special symbols (for example, 
“7'-'7'-'7) is stopped and displayed on a display device 
Such as an LCD and, Subsequently, a special gaming state is 
generated. A game in the special gaming state is generally 
the game in which a single game regarded as 1 round can be 
played up to 10 rounds, wherein the single game is from the 
time a special winning opening provided in the gaming 
board is brought into an open state to the time when ten 
gaming balls have entered the special winning opening or 
when a predetermined time has elapsed. Every time a 
gaming ball enters the special winning opening, a predeter 
mined number of gaming balls are disbursed, which allows 
the player to acquire a great number of gaming balls in the 
special gaming state. In Such a pachinko gaming machine, 
generally, in the event that the display state of special 
symbols becomes reach (one more to win), the variable 
display of remaining special symbols is changed to a dif 
ferent state from usual and also effect images are changed to 
reach effect images, which allows the player to have sense 
of expectancy and immediacy. 
0006. However, such internal lottery is independently 
performed by a computer in each game and, previous results 
are not reflected on the probability of the occurrence of a big 
hit. Therefore, in some cases, only reach may frequently be 
generated and no big hit may be generated for a long time 
(so-called “hamari” state) and, as a result, no special gaming 
state can be generated for a long time. In such cases, even 
when various reach effect images are displayed and inge 
nious effects are performed, the player can not enjoy himself 
and has complaints. Therefore, there is a need for providing 
a new service which can cast aside the player's dissatisfac 
tion and uncomfortable feeling. 
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0007 As a conventional pachinko gaming machine, for 
example, There have been a pachinko gaming machine in 
which two-dimensional codes including game information 
and the like are displayed on a display device Such as an 
LCD, thereby enabling players to capture the two-dimen 
sional codes through a portable telephone and the like for 
acquiring game information (for example, see JP-A 2004 
236902). 
0008. With the pachinko gaming machine described in 
JP-A 2004-236902, it is possible to offer pleasure of acqui 
sition of game information from pachinko gaming machine 
with the use of a portable telephone, in addition to pleasure 
of games and pleasure of effects. 
0009. However, with the pachinko gaming machine 
described in JP-A 2004-236902, only a two-dimensional 
code is displayed in the event of the occurrence of a big hit 
and, therefore, pleasure and satisfaction which a player can 
obtain by the displayed two-dimensional code reduce by 
half. Moreover, for example, in the case where, although 
only reaches frequently occur, no winning of a big-hit is 
given for a long time without an occurrence of a special 
gaming State, the two-dimensional code is not displayed, 
making it difficult to solve the dissatisfaction and displea 
sure that the player bears. 
0010 Moreover, in the above-mentioned gaming 
machine, the output information image is displayed auto 
matically at a predetermined timing during the operation of 
a special game, and in order to obtain the display of the 
output information image, no game-playing skill of the 
player is required, with the result that the satisfaction of the 
player derived from the acquired display of the output 
information image is reduced, failing to enhance the desire 
of the player for the game. 
0011 Since the player's pleasure and satisfaction may 
vary depending on the timing when two-dimensional codes 
are displayed, the timing of displaying of two-dimensional 
codes is significantly important. Therefore, the pachinko 
gaming machine described in JP-A 2004-236902 has left 
much to be improved. Moreover, there is a state in which, 
during normal games, although the player has played a great 
number of games, no big-hit is obtained, with only money 
and time being spent. In Such a case, the player tends to bear 
dissatisfaction and the like, and it is necessary to compensate 
for the long course of games without a big-hit. Moreover, it 
is necessary to produce a new item to be Supplied so as to 
allow the player to maintain the desire for the game during 
a long course of normal games. 
0012. The contents of JP-A 2004-236902 are incorpo 
rated herein by reference in their entirety. 

SUMMARY OF THE INVENTION 

0013 The present invention has been devised so as to 
solve the above-mentioned problems, and its objective is to 
provide a gaming machine which enhances the pleasure and 
satisfaction of the player derived from a displayed output 
information image such as a two-dimensional code, reduces 
the dissatisfaction and displeasure that the player bears when 
a big-hit has not been given for a long time, and allows the 
player to maintain desire for the game, and a service 
providing system and a server for Such a gaming machine. 
0014. In order to achieve the above-mentioned objec 
tives, the present invention provides the following configu 
rations: 
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0.015 The following configurations are prepared as the 
first aspect of the present invention. 
0016 (1) A gaming machine comprising: 
0017 display means capable of displaying images: 
0018 reach deciding means for deciding whether or not 
a reach state is generated based upon the results of a lottery 
as to whether or not a special gaming state that is advanta 
geous for the player is generated; 
0.019 reach state generation means for generating the 
reach state in accordance with the contents of the decision of 
the reach deciding means; 
0020 counting means for counting the number of gener 
ated reach states by the reach state generation means as the 
number of reaches, until a special gaming state is generated; 
and 

0021 display control means for conducting a control of 
displaying an output information image including predeter 
mined output information to the display means, on the 
occasion that the number of reaches counted by the counting 
means has become a number no less than a predetermined 
number. 

0022. According to the configuration (1) of the invention, 
on the occasion that the number of reaches has reached a 
predetermined number, an output information image con 
taining predetermined output information (for example, a 
two-dimensional code, Such as a QR code (registered trade 
mark)) is displayed. Here, the player is allowed to acquire 
the output information by image capturing the output infor 
mation image by using the image pickup means (for 
example, a CCD camera) of a cellular phone or the like. 
Moreover, by transmitting the output information to the 
server or the like through the cellular phone or the like, 
information corresponding to the output information (for 
example, image data for waiting images, music data for 
cellular phone ring melodies and the like) is transmitted 
from the server or the like to the cellular phone as an extra 
service. 

0023. According to the invention of the configuration (1), 
the player is allowed to get the output information in 
accordance with the number of reach states; therefore, for 
example, even in the case where, although only reaches 
frequently occur, no winning is given on a lottery as to 
whether or not a special gaming state is generated with the 
result that no special gaming state has occurred for a long 
time, to cause strong dissatisfaction and displeasure in the 
player, by displaying the output information image, the 
pleasure and satisfaction of the player can be increased. 
0024 (2) The gaming machine according to the configu 
ration (1), 
0025 wherein 
0026 the reach state generation means generates either 
one of a common reach state which has a relatively low 
probability of generating a special gaming state or a special 
reach state which has a relatively high probability of gen 
erating a special gaming state, in accordance with the 
contents of the decision of the reach deciding means, 
0027 the counting means counts the number of generated 
special reach states by the reach state generation means as 
the number of special reaches until a special gaming state is 
generated, and 
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0028 the display control means conducts a control of 
displaying an output information image including predeter 
mined output information to the display means in Such a 
manner that the output information image can be captured 
from the outside by image pickup means, on occasion that 
the number of special reaches counted by the counting 
means has become a number no less than a predetermined 
number. 

0029. According to the invention of the configuration (2), 
the player is allowed to get the output information in 
accordance with the number of occurrences of the special 
reach state that gives a particularly big expectation for the 
generation of a special gaming state; therefore, for example, 
even in the case where, although the special reach state has 
occurred a plurality of times, no special gaming state has 
occurred for a long time, by displaying the output informa 
tion image, the pleasure and satisfaction of the player can be 
increased. 

0030 (3) A service providing system having: 
0031 the gaming machine according to the configuration 
(1); and 
0032 a server capable of transmitting and receiving data 
through a communication line to and from a portable ter 
minal device provided with the image pickup means, 

0033 wherein 
0034) 
0035 information storage means for storing a plurality of 
types of information to be transmitted to the portable ter 
minal device in a manner so as to correspond to respective 
pieces of output information; 

0036) extracting means which, upon receipt of output 
information from the portable terminal device that generates 
the output information based upon image data obtained by 
capturing an output information image displayed to the 
display means by using the image pickup means, extracts the 
information corresponding to the output information from 
the information storage means; and 

0037 transmission means for transmitting the informa 
tion extracted by the extracting means to the portable 
terminal device through the communication line. 

the server comprises: 

0038 According to the invention of the configuration (3), 
the output information image is displayed on the gaming 
machine in accordance with the number of reaches that have 
occurred before an occurrence of a special gaming state; 
therefore, the player is allowed to capture the output infor 
mation image by using the image pickup means of the 
portable terminal device, and by transmitting the output 
information generated from the output information image to 
the server through the portable terminal device, the player is 
allowed to obtain information corresponding to the output 
information, for example, image data for waiting images, 
music data for cellular phone ring melodies and the like. In 
this manner, in accordance with the invention of the con 
figuration (3), information corresponding to the number of 
reaches that have occurred before an occurrence of a special 
gaming state is Supplied; therefore, even in the case where 
no special gaming state has occurred for a long time, by 
displaying the output information image, it becomes pos 
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sible to reduce the dissatisfaction and displeasure the player 
bears, and also to increase the pleasure and satisfaction the 
player obtains. 
0.039 (4) A server capable of transmitting and receiving 
data through a communication line to and from a portable 
terminal device provided with image pickup means capable 
of capturing an output information image displayed to the 
display means of the gaming machine according to the 
configuration (1), the server comprising: 
0040 information storage means for storing a plurality of 
types of information to be transmitted to the portable ter 
minal device in a manner so as to correspond to respective 
pieces of output information; 
0041 extracting means which, upon receipt of output 
information from the portable terminal device that generates 
the output information based upon image data obtained by 
capturing an output information image displayed to the 
display means by using the image pickup means, extracts the 
information corresponding to the output information from 
the information storage means; and 
0042 transmission means for transmitting the informa 
tion extracted by the extracting means to the portable 
terminal device through the communication line. 
0043. According to the invention of the configuration (4), 
output information, generated based upon image data 
obtained by image capturing an output information image 
from the gaming machine by using the image pickup means 
of the portable terminal device, is received from the portable 
terminal device, and information corresponding to the out 
put information can be transmitted to the portable terminal 
device. In this manner, in accordance with the invention of 
the configuration (4), information corresponding to the 
number of reaches that have occurred before an occurrence 
of a special gaming state is Supplied; therefore, even in the 
case where no special gaming State has occurred for a long 
time, by displaying the output information image, it 
becomes possible to reduce the dissatisfaction and displea 
Sure the player bears, and also to increase the pleasure and 
satisfaction the player obtains. 
0044) The following configurations are prepared as the 
second aspect of the present invention. 
0045 (5) A gaming machine comprising: 
0046) display means for displaying images; 
0047 detection means for detecting the executed time of 
a special game that is an advantageous game for the player; 
and 

0.048 display control means for conducting a control of 
displaying output information image including predeter 
mined output information on the display means in a manner 
So as to be captured from the outside by image pickup 
means, on the condition that the executed time of the special 
games has become Smaller than a predetermined time as the 
result of detection of the detection means. 

0049 According to the invention of the configuration (5), 
in the course of normal games executed by the player, when 
the detection means has detected that the number of games 
has exceeded a predetermined number, an output informa 
tion image (for example, an image of a two-dimensional 
code and the like) including predetermined information, 
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Such as a service point and gaming information, is displayed 
on the display means in a manner so as to be captured from 
the outside by the image pickup means. In this invention, in 
the case where no special gaming state has been executed 
during normal games, in order to compensate for the dis 
satisfaction and irritation that the player bears, the player is 
allowed to obtain the displayed output information image. In 
the second aspect of the present invention, under circum 
stances in which the player tends to feel dissatisfaction and 
irritation, the output information image is displayed on the 
display means, and the predetermined information is given 
to the player so that the player is allowed to have higher 
satisfaction and continuous desire for the game even during 
a long course of normal games. 
0050 (6) The gaming machine according to the configu 
ration (5), 
0051 wherein 
0052 the display control means conducts a control of 
displaying the output information image on the display 
means in a manner so as to be captured from the outside by 
the image pickup means, on the condition that the number of 
games except for the number of reaches in the normal games 
has exceeded a predetermined number as the result of 
detection of the detection means. 

0053 According to the invention of the configuration (6), 
in addition to the effects of the invention of the configuration 
(5), under circumstances in which during normal games, the 
number of games has exceeded predetermined times without 
reaches that provide expectation for a special gaming state, 
that is, under circumstances that cause the player to feel 
much dissatisfaction and irritation, such an output informa 
tion image is displayed on the display means in a manner So 
as to be captured by using the image pickup means from the 
outside; therefore, it becomes possible to alleviate the 
increased dissatisfaction of the player and also to effectively 
enhance the satisfaction of the player. 
0054 (7) A system having: 
0055 the gaming machine according to the configuration 
(5); and 
0056 a server capable of transmitting and receiving data 
through a communication line to and from a portable ter 
minal device provided with the image pickup means, 

0057 wherein 
0058 
0059 information storage means for storing a plurality of 
types of information to be transmitted to the portable ter 
minal device in a manner so as to correspond to respective 
pieces of output information; 
0060 extracting means which, upon receipt of output 
information from the portable terminal device that generates 
the output information based upon image data obtained by 
image capturing an output information image displayed on 
the display means by using the image pickup means, extracts 
the information corresponding to the output information 
from the information storage means; and 
0061 transmission means for transmitting the informa 
tion extracted by the extracting means to the portable 
terminal device through the communication line. 

the server comprises: 
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0062 According to the invention of the configuration (7), 
during normal games, when the detection means has 
detected that the number of games has exceeded a prede 
termined number, an output information image (for 
example, an image of a two-dimensional code and the like) 
including predetermined information, such as a service point 
and gaming information, is displayed on the display means 
in a manner so as to be captured from the outside by the 
image pickup means. In the second aspect of the present 
invention, in the case where no special gaming State has 
been executed even after playing games many times in the 
course of normal games, in order to compensate for the 
increased dissatisfaction that the player bears, an output 
information image is displayed on the display means, and 
the player is allowed to capture the displayed output infor 
mation image by using the image pickup means of the 
portable terminal device, and by transmitting the output 
information generated from the output information image by 
the portable terminal device, the player is allowed to acquire 
various pieces of information corresponding to the output 
information. In the second aspect of the present invention, 
under circumstances in which the player tends to feel 
dissatisfaction and irritation on the fact that no special 
gaming state is generated, the player is allowed to obtain 
information Such as a service point and gaming information 
so that it becomes possible to effectively enhance the satis 
faction of the player and also to allow the player to maintain 
continuous desire for the game even during a long course of 
normal games. 
0063. In accordance with the first aspect of the present 
invention, it is possible to further increase the pleasure and 
satisfaction the player obtains with the output information 
image being displayed. For example, even in the case where 
no special gaming state has been generated for a long time 
with the number of reaches exceeding a predetermined 
number of times, by displaying the output information 
image, it becomes possible to reduce the increased dissat 
isfaction and displeasure the player bears, and consequently 
to further increase the pleasure and satisfaction the player 
obtains. 

0064 Moreover, in accordance with the second aspect of 
the present invention, on the condition that the number of 
games has exceeded a predetermined number of games, the 
output information image containing predetermined infor 
mation is displayed on the display means in a manner so as 
to be captured from the outside by image pickup means. In 
the case where no special gaming state has been executed 
even after playing games many times during normal games, 
in order to compensate for no execution of the special 
games, the player is allowed to acquire the displayed output 
information image so that, even under circumstances in 
which the player tends to feel dissatisfaction and irritation 
on the fact that no special gaming state is generated, it 
becomes possible to effectively enhance the satisfaction of 
the player and also to allow the player to maintain continu 
ous desire for the game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0065 FIG. 1 is a network block diagram showing a 
service providing system in accordance with one embodi 
ment of a first aspect of the present invention; 
0.066 FIG. 2 is a perspective view schematically showing 
the pachinko gaming machine shown in FIG. 1; 
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0067 FIG. 3 is an exploded perspective schematic view 
showing the pachinko gaming machine shown in FIG. 1; 
0068 FIG. 4 is a front view that shows an electro 
decoration unit attached to the pachinko gaming machine 
shown in FIG. 1; 
0069 FIG. 5 is a front view that schematically shows the 
pachinko gaming machine shown in FIG. 1; 
0070 FIG. 6 is an explanatory drawing that shows a 
display screen displayed on the pachinko gaming machine 
shown in FIG. 1; 
0071 FIG. 7 is a block diagram that shows a main control 
circuit and a Sub control circuit that are configured in the 
pachinko gaming machine in accordance with one embodi 
ment of the first aspect of the present invention; 
0072 FIG. 8 is a flowchart showing a main process that 

is executed in the main control circuit; 
0073 FIG. 9 is a flowchart showing a system timer 
interruption process that is executed in the main control 
circuit; 
0074 FIG. 10 is a flowchart showing a subroutine of a 
special-symbol control process that is called for and 
executed in step S15 of the process shown in FIG. 8: 
0075 FIG. 11 is an explanatory drawing that shows a 
transition of States in the special-symbol control process 
shown in FIG. 10; 
0076 FIG. 12 is a flowchart showing a subroutine of a 
special-symbol storage checking process that is called for 
and executed in step S72 of the subroutine shown in FIG. 10; 
0.077 FIG. 13 illustrates one example of a variation 
pattern determination table at the time of reach; 
0078 FIG. 14 is a flowchart showing a subroutine of an 
input detection process that is called for and executed in step 
S43 of the process shown in FIG. 9; 
0079 FIG. 15 is a flowchart showing a subroutine of an 
input process for a special-symbol related Switch that is 
called for and executed at step 232 of the subroutine shown 
in FIG. 14; 
0080 FIG. 16 is a flowchart showing a subroutine of a 
process at the time of starting-opening detection that is 
called for and executed in step S266 of the subroutine shown 
in FIG. 15: 
0081 FIG. 17 is a flowchart showing a subroutine of a 
command receiving process that is executed in the Sub 
control circuit; 
0082 FIG. 18 illustrates one example of an output infor 
mation table; 
0083 FIG. 19 is a flowchart showing a subroutine of an 
encoding process that is called for and executed in step S286 
of the subroutine shown in FIG. 17: 
0084 FIG. 20 is a flowchart showing a display control 
process that is executed in a display control circuit; 
0085 FIG. 21 is a block diagram showing an internal 
configuration of a cellular phone shown in FIG. 1; 
0086 FIG. 22 is a block diagram showing an internal 
configuration of the server shown in FIG. 1; 
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0087 FIG. 23 is a flowchart showing a process that is 
executed between the cellular phone and the server; 
0088 FIG. 24 is a drawing showing one example of a 
premium data table; 
0089 FIG. 25 is a flowchart showing a subroutine of a 
two-dimensional code recognition process that is called for 
and executed in step S502 in the process shown in FIG. 23; 
0090 FIG. 26 is a drawing showing one example of 
waiting image that is transmitted to a cellular phone as a 
premium from a server, 
0.091 FIG. 27 is a perspective view showing the outline 
of a system in accordance with one embodiment of a second 
aspect of the present invention; 
0092 FIG. 28 is a perspective view showing the outline 
of a pachinko gaming machine in accordance with one 
embodiment of the second aspect of the present invention; 
0093 FIG. 29 is a perspective view showing the outline 
of the pachinko gaming machine in accordance with the 
embodiment of the second aspect of the present invention; 
0094 FIG. 30 is a front view showing the outline of the 
pachinko gaming machine in accordance with the embodi 
ment of the second aspect of the present invention; 
0.095 FIG. 31 is an explanatory drawing showing a 
display screen that is given on the pachinko gaming machine 
in accordance with the embodiment of the second aspect of 
the present invention; 
0.096 FIG. 32 is an explanatory drawing showing an 
output information image that is displayed on the pachinko 
gaming machine in accordance with the embodiment of the 
second aspect of the present invention; 
0097 FIG.33 is a drawing showing a data table of output 
information in the pachinko gaming machine in accordance 
with the embodiment of the second aspect of the present 
invention; 
0.098 FIG. 34 is a block diagram showing a main control 
circuit and a Sub control circuit that are configured in the 
pachinko gaming machine in accordance with the embodi 
ment of the second aspect of the present invention; 
0099 FIG. 35 is a flowchart showing a control process 
that is executed in the pachinko gaming machine in accor 
dance with the embodiment of the second aspect of the 
present invention; 
0100 FIG. 36 is a flowchart showing another control 
process that is executed in the pachinko gaming machine in 
accordance with the embodiment of the second aspect of the 
present invention; 
0101 FIG. 37 is an explanatory drawing showing a 
transition of States in the control process that is executed in 
the pachinko gaming machine in accordance with the 
embodiment of the second aspect of the present invention; 
0102 FIG.38 is a flowchart showing still another control 
process that is executed in the pachinko gaming machine in 
accordance with the embodiment of the second aspect of the 
present invention; 
0103 FIG. 39 is a flowchart showing still another control 
process that is executed in the pachinko gaming machine in 
accordance with the embodiment of the second aspect of the 
present invention; 
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0.104 FIG. 40 is a flowchart showing the other control 
process that is executed in the pachinko gaming machine in 
accordance with the embodiment of the second aspect of the 
present invention; 
0105 FIG. 41 is a block diagram showing a circuit that 

is configured in a server in accordance with the embodiment 
of the second aspect of the present invention; 
0106 FIG. 42 is a block diagram showing a circuit that 

is configured in a cellular phone in accordance with the 
embodiment of the second aspect of the present invention; 
and 

0.107 FIG. 43 is a flowchart showing a control process 
that is executed in the system in accordance with the 
embodiment of the second aspect of the present invention. 

DESCRIPTION OF THE EMBODIMENTS 

0108. The following description will discuss a first aspect 
of the present invention and a second aspect of the present 
invention. Here, unless otherwise specified, when simply 
referred to as the present invention, this case includes both 
of the first aspect of the present invention and the second 
aspect of the present invention. 

First Embodiment 

0.109 Referring to the drawings, the following descrip 
tion will discuss one embodiment of the first aspect of the 
present invention. 
0110 FIG. 1 is a network block diagram showing a 
service providing system in accordance with one embodi 
ment of the first aspect of the present invention. A service 
providing system 500 is provided with a pachinko gaming 
machine 10 and a server 600 that can carry out data 
transmitting and receiving processes to and from a cellular 
phone 400 having a CCD camera 408 as image pickup 
means (not shown, see FIG. 21) through the Internet by 
means of radio. 

0111. In the pachinko gaming machine 10, upon occur 
rence of a reach, a normal reach or a Super reach is 
generated. The normal reach refers to a reach which has a 
relatively low probability of generating a special gaming 
state following the reach, and corresponds to a common 
reach in the first aspect of the present invention. The super 
reach refers to a reach which has a relatively high probability 
of generating a special gaming state following the reach, and 
corresponds to a special reach in the first aspect of the 
present invention. The player is allowed to know whether a 
reach generated on the pachinko gaming machine 10 is the 
normal reach or the Super reach by an image (not shown) 
displayed on a liquid crystal display device 32. 
0.112. In the pachinko gaming machine 10, the number of 
Super reaches that have been generated up to the generation 
of the special gaming state is counted as the number of 
reaches, and when the number of reaches has reached a 
predetermined number (for example, 10), a two-dimensional 
code 92 having predetermined output information in a coded 
state is displayed on the liquid crystal display device 32. The 
liquid crystal display device 32 functions as display means. 
A player can capture the two-dimensional code 92 with the 
CCD camera 408 included in the portable telephone 400. In 
the first embodiment, there will be described a case where 
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such output information is an URL indicative of a predeter 
mined address in the server 600 in the Internet (for example, 
an address of a website of the gaming machine maker). 
However, such output information is not limited to the 
aforementioned case, in the first aspect of the present 
invention. 

0113. The portable telephone 400 recognizes the two 
dimensional code from image data acquired by capturing the 
two-dimensional code 92 with the CCD camera 408 and 
then generates output information from the recognized two 
dimensional code. Then, the portable telephone 400 trans 
mits the output information to the server 600. 
0114. A hard disk drive 605 (not shown) included in the 
server 600 stores plural types of premium data (for example, 
image data for waiting images, music data for cellular phone 
ring melodies and the like) in association with output 
information. Herein, the premium data is information stored 
in the server 600 and also is information to be transmitted to 
the portable telephone 400. The server 600 extracts the 
premium data on the basis of the output information 
received from the portable telephone 400 and transmits the 
premium data to the portable telephone 400. 
0115. As described above, with the service providing 
system 500, the player can capture, using the CCD camera 
408 included in the portable telephone 400, the two-dimen 
sional code 92 displayed on the liquid crystal display device 
32 of the pachinko gaming machine 10 when the number of 
times of Super reaches occurred before a generation of a 
special gaming state has reached a predetermined number, to 
acquire the output information through the portable tele 
phone 400 and also can transmit the output information to 
the server 600 to acquire the premium data associated with 
the output information from the server 600. 
0116. The pachinko gaming machine 10 of the service 
Supply system 500 corresponds to a gaming machine accord 
ing to the first aspect of the present invention. The gaming 
machine according to the first aspect of the present invention 
is not limited to the aforementioned example and may be, for 
example, a pachi-slot gaming machine, a slot machine and 
the like. 

0117 The first embodiment will discuss a system in 
which a two-dimensional code is used as an output infor 
mation image; however, not limited to the two-dimensional 
code, the output information image of the first aspect of the 
present invention includes a one-dimensional code (bar 
code). Moreover, the first embodiment will discuss a system 
in which a QR code (registered trademark) is used as the 
two-dimensional code; however, the first aspect of the 
present invention is not limited to this example, and includes 
other two-dimensional codes. Such as DataMatrix (regis 
tered trademark) and PDF417. 
0118. The portable telephone 400 corresponds to a por 
table terminal device according to the first aspect of the 
present invention. Herein, the portable terminal device 
according to the first aspect of the present invention is not 
particularly limited and may be any portable terminal device 
including image pickup means and also being capable of 
transmitting and receiving data to and from the server 
through a communication line. For example, the portable 
terminal device may be a personal digital assistance, a 
dedicated portable terminal device for the aforementioned 
service providing system or the like. 
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0119). Further, while, in the first embodiment, there will 
be described a case where the portable telephone 400 and the 
server 600 transmit and receive data to and from each other 
in a wireless manner, the first aspect of the present invention 
is not limited to the case and they may transmit and receive 
data to and from each other through wire communication. 
Namely, the communication line according to the first aspect 
of the present invention includes a wire communication path 
and a wireless communication path. 
0120 Moreover, the first aspect of the present invention 
will discuss a system in which, on the occasion that the 
number of times of occurrences of super reaches before a 
generation of the special gaming State has reached a prede 
termined number, an output information image is displayed; 
however, the first aspect of the present invention is not 
limited to this example, another system may be used in 
which, on the occasion that the number of times of occur 
rences of reaches (including normal reaches and Super 
reaches) before a generation of the special gaming state has 
reached a predetermined number, an output information 
image is displayed. 

0121 FIG. 2 is a perspective view schematically illus 
trating the pachinko gaming machine illustrated in FIG. 1. 
FIG. 3 is an exploded perspective view schematically illus 
trating the pachinko gaming machine illustrated in FIG. 1. 

0.122. As illustrated in FIG. 2 and FIG. 3, the pachinko 
gaming machine 10 is constituted by a main body frame 12 
having an opening 12a formed through its front surface, 
various types of components placed within the opening 12a 
of the main body frame 12, and a door 11 pivotally and 
openably mounted to the main body frame 12 at the front 
side thereof. As illustrated in FIG. 2, the door 11 is for 
closing the opening 12a at the front side thereof and is 
usually kept closed during games. Further, there are placed 
an upper plate 20, a lower plate 22, a launching handle 26 
and the like, on the front surface of the main body frame 12. 
0123. As will be described later, there are placed, within 
the opening 12a of the main body frame 12, the liquid crystal 
display device 32 for displaying effect images, a spacer 31, 
a gaming board 14 and the like. Further, for ease of under 
standing, description of various types of components (not 
shown) other than the gaming board 14, the spacer 31 and 
the liquid crystal display device 32 will be omitted. 
0.124. The gaming board 14 is entirely formed from a 
plate-shaped transparent resin (a transparent member). Such 
a transparent member may be various types of materials, 
Such as an acrylic resin, a polycarbonate resin, a methacrylic 
resin. Further, the gaming board 14 includes, at its front side, 
a game region 15 which allows launched gaming balls to roll 
thereon. The game region 15 is a region which is Surrounded 
by a guide rail 30 (more specifically, an outer rail 30a 
illustrated in FIG. 5, which will be described later) and 
enables gaming balls to roll thereon. Further, plural nails 13 
are driven in to the game region 15 of the gaming board 14. 
On the other hand, the gaming board 14 includes a number 
of-rounds display device 51 on its back surface around the 
center portion thereof. 
0.125 The liquid crystal display device 32 is placed 
behind the gaming board 14 (in the side of the back surface 
thereof) with the spacer 31 interposed therebetween. 
Namely, the liquid crystal display device 32 is placed behind 
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the transparent member forming the gaming panel 14. The 
liquid crystal display device 32 has a display region 32a 
capable of displaying images relating to games. The display 
region 32a is placed such that the display region 32 is 
entirely or partially overlapped with the gaming board 14 
from the side of the back surface thereof with the spacer 31 
sandwiched therebetween. In other words, the display region 
32a is placed behind the gaming board 14 such that it is at 
least entirely or partially overlapped with the game region 
15 of the gaming board 14. More specifically, the liquid 
crystal display device 32 is placed behind the gaming board 
14 such that the display region 32a thereof is entirely or 
partially overlapped with the game region 15 and also is 
entirely or partially overlapped with the outside region 16 of 
the game region. Various types of images such as effect 
images (not shown) and a two-dimensional code 92 are 
displayed on the display region 32a of the liquid crystal 
display device 32. 
0126. By providing the liquid crystal display device 32 
behind the gaming board 14 as in the first embodiment, it is 
possible to expand the region in which nails can be driven 
and the region in which gaming members such as combi 
nation members, decoration members can be provided and 
also it is possible to further increase the degree of freedom 
in layout. 
0127. The spacer 31 is placed behind the gaming board 
14 (in the side of the back surface thereof) and also is placed 
at the front of the liquid crystal display device 32 (in the side 
of the front surface thereof). Namely, the spacer 31 is 
sandwiched between the gaming board 14 and the liquid 
crystal display device 32. The spacer 31 is made of a 
transparent material and is provided with a large through 
hole 31a at the center thereof. An electric decoration unit 53 
is provided within the through hole 31a. The electric deco 
ration unit 53 is constituted by a display device case 37 
housing a special symbol display device 33 and a normal 
symbol display device 35, special symbol hold lamps 34a, 
34b, 34c and 34d and normal symbol hold lamps 50a, 50b, 
50c and 50d, as illustrated in FIG. 4. The display device case 
37 is covered, at its front side, with a transparent lens (not 
shown), in order to improve the view-ability. 
0128. In FIG. 3, for ease of understanding, there are 
illustrated a first warp path 47 and the number-of-rounds 
display device 51 provided on the back surface of the 
gaming board 14. The first warp path 47 is made of a 
transparent material and is provided for transferring gaming 
balls which entered a winning opening 24 (see FIG. 5) to a 
second warp path 49 which will be described later (see FIG. 
5). 
0129. While, in the first embodiment, the number-of 
rounds display device 51 is provided on the back surface of 
the gaming board 14 around the center thereof, the present 
invention is not limited thereto and the number-of-rounds 
display device 51 may be provided, for example, near the 
upper right end portion of the outer rail 30a on the gaming 
board 14. Description of the number-of-rounds display 
device 51 will be provided later. 
0130. Next, with reference to FIG. 4, the special symbol 
display device 33, the normal symbol display device 35, the 
special symbol hold lamps 34a to 34d and the normal 
symbol hold lamps 50a to 50d will be described. FIG. 4 is 
an enlarged view of the electric decoration unit 53. 
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0.131. As illustrated in FIG. 4, the special symbol display 
device 33 housed in the display device case 37 is constituted 
by plural 7-segment LEDs 41. The 7-segment LEDs 41 are 
repeatedly turned on and off, when a predetermined special 
symbol variable display starting condition is satisfied. When 
the 7-segment LEDs 41 are turned on and off, ten numerical 
symbols from “0” to '9' are variably displayed as special 
symbols (also referred to as identification information). If a 
specific numerical symbol (for example, a numerical symbol 
of '3' or “7”) is statically displayed as a special symbol, 
then the gaming state is changed from a normal gaming State 
to a special gaming state advantageous to the player. In the 
event that the gaming state enters such a big-hit gaming 
state, a shutter 40 (see FIG. 5) is controlled to be in a state 
of open, which enables a special winning opening 39 (see 
FIG. 5) to receive gaming balls, as will be described later. 
On the other hand, if a numerical symbol other than the 
specific numerical symbol (for example, a numerical symbol 
other than 3” or “7”) is statically displayed as a special 
symbol, the normal gaming state is maintained. Games as 
described above are referred to as “special symbol games', 
during which special symbols are variably displayed and 
then statically displayed and, depending on the result of the 
static displaying of special symbols, the gaming state is 
changed or maintained. 

0.132. Further, in the pachinko gaming device 10, Effect 
images are displayed in association with the progress of 
special symbol games with the liquid crystal display device 
32. Effect images displayed with the liquid crystal display 
device 32 include three effect identification information. 
These three effect identification information start to be 
variably displayed in synchronization with the start of 
variable displaying of special symbols and then are statically 
displayed in order and, finally, all the effect identification 
information are statically displayed when a special symbol 
is statically displayed. If two identical effect identification 
information are statically displayed, this means the occur 
rence of a reach state. Further, the effect image displayed at 
this time notifies the player whether the reach is normal 
reach or Super reach. 
0.133 The normal symbol display device 35 is provided 
at the right of the special symbol display device 33. The 
normal symbol display device 35 is constituted by two 
display lamps (not shown) and, these display lamps are 
alternately turned on and off, thereby for example a round 
mark and a cross mark are variably displayed as normal 
symbols. 

0.134. The special symbol hold lamps 34a to 34d are 
provided at the right and left of the display device case 37. 
The special symbol hold lamps 34a to 34d indicate the 
number of times the variable display of special symbols has 
been held (so-called, “the number of holds, “the number of 
holds relating to special symbols”) by turning on or off. For 
example, when the variable display of special symbols has 
been held a single time, the special symbol hold lamp 34a 
is lighted. 

0135) The normal symbol hold lamps 50a to 50d are 
provided under the display device case 37. The normal 
symbol hold lamps 50a to 50d indicate the number of times 
the variable display of the normal symbols has been held 
(so-called, “the number of holds”, “the number of holds 
relating to the normal symbols') by turning on and off, as 
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will be described later. Similarly to special symbols, when 
the variable display of the normal symbols has been held a 
single time, the normal symbol hold lamp 50a is lighted. 
0136. As described above, in the first embodiment, there 
has been described a case where reach states occur depend 
ing on the effect identification information. However, the 
first aspect of the present invention is not limited to the case 
and, for example, in cases where plural special symbols are 
variably displayed, reach states may occur depending on the 
special symbols. 

0137) The description of the external view of the 
pachinko gaming machine 10 will be continued using FIG. 
2 and FIG. 3. A transparent protective plate 19 is placed on 
the door 11. The transparent protective plate 19 is placed 
Such that it is faced to the front Surface of the gaming board 
14 in the state where the door 11 is closed. 

0138. The launching handle 26 is provided rotatably with 
respect to the main body frame 12. At the back side of the 
launching handle 26, there is provided a launching Solenoid 
(not shown) which is a driving device. At the periphery 
portion of the launching handle 26, there is provided a touch 
sensor (not shown). When the player touches the touch 
sensor, it is detected that the player grasps the launching 
handle 26. When the player grasps the launching handle 26 
and rotates it in the clockwise direction, the launching 
Solenoid is fed with electric power depending on the angle 
of rotation, which causes gaming balls Stored on the upper 
plate 20 to be successively launched to the gaming board 14 
for progressing games. 
0.139. On the display region 32a of the liquid crystal 
display device 32 placed behind the gaming board 14 (in the 
side of the back Surface thereof), an effect image relating to 
a special symbol being displayed on the aforementioned 
special symbol display device 33 is displayed. 
0140 Next, with reference to FIG. 5, the general view of 
the pachinko gaming machine 10 will be described in detail. 
FIG. 5 is a front view illustrating the general view of the 
pachinko gaming machine 10 according to the present 
embodiment. While the general view of the pachinko gam 
ing machine 10 will be described with reference to FIG. 5, 
the portions of the external view of the pachinko gaming 
machine 10 which have been previously described with 
reference to FIG. 2 and FIG. 3 will not be redundantly 
described. Further, in FIG. 5, illustration of the plural nails 
13 driven into the gaming board 14 is omitted. 
0141 As illustrated in FIG. 5, there are provided, on the 
gaming board 14, two guide rails 30 (30a and 30b) and 
gaming members such as obstruction members 55 and 57. 
passage gates 54a and 54b, a second warp path 49, an 
obstruction member 58, a starting opening 25, a starting 
opening 44 including blade members 48, a shutter 40, a 
special winning opening 39, regular winning openings 56a, 
56b, 56c and 56d. Further, at the upper portion of the gaming 
board 14, the electric decoration unit 53 including the 
special symbol display device 33, the normal symbol display 
device 35 and the like is viewable. The starting openings 25 
and 44 correspond to starting regions according to the first 
aspect of the present invention. 
0142. The obstruction member 55 is provided on the 
gaming board 14 at an upper portion thereof and the obstruc 
tion member 57 is provided on the gaming board 14 sub 
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stantially at the center portion thereof. Further, the obstruc 
tion member 58 is provided on the gaming board 14 at the 
right of the center portion thereof. 
0.143. The two guide rails 30 provided on the gaming 
board 14 at the left side thereof are constituted by an outer 
rail 30a bounding (defining) the game region 15 and an inner 
rail 30b placed inside the outer rail 30a. Launched gaming 
balls are guided by the guide rail 30 provided on the gaming 
board 14, then moved to the upper portion of the gaming 
board 14, passed over the electric decoration unit 53 and 
then flowed toward the down side of the gaming board 14 
while colliding against the aforementioned plural nails (not 
shown), the obstruction members 55, 57 and 58 and the like 
provided on the gaming board 14 to change the direction of 
movement thereof. 

0144) Further, the winning opening 24 is formed at the 
left end portion of the obstruction member 55. If gaming 
balls enter the winning opening 24, the gaming balls are 
passed through the first warp path 47 behind the gaming 
board 14, then are moved along the rail-shaped second warp 
path 49 and then are directed to the back side of the 
obstruction member 57. The gaming balls directed to the 
back side of the obstruction member 57 are ejected to the 
front side of the gaming board 14 through the ejecting 
opening (not shown) Surrounded by the obstruction member 
57 and then flowed downwardly toward the gaming board 
14. 

0.145) Further, the starting opening 44 is provided at the 
right of the obstruction member 55. The blade members 
(so-called normal electric combination members) 48 are 
provided at the right and left of the starting opening 44. 

0146 If a gaming ball enters the aforementioned starting 
opening 25 or the starting opening 44, the special symbol 
display device 33 starts to variably display special symbols. 
Also, if a gaming ball enters the aforementioned starting 
opening 25 or the starting opening 44 during variable 
displaying of special symbols, the execution (start) of vari 
able display of special symbols on the basis of the entry of 
the gaming ball into the starting opening 25 or the starting 
opening 44 is held until the currently-executed variable 
display of special symbols ends and a special symbol is 
statically displayed. Thereafter, when a special symbol 
which has been variably displayed is statically displayed, the 
variable display of special symbols which has been held is 
started. 

0147 The passage gates 54a and 54b are provided on the 
gaming board 14 at the right and left sides thereof Substan 
tially at the middle position. In the passage gates 54a and 
54b, there are-provided passed-ball sensors 114 and 115 (see 
FIG. 7), which will be described later. The passed-ball 
sensors 114 or 115 detect gaming balls being passed through 
the passage gates 54a or 54b. In the event that the passed 
ball sensor 114 or 115 detects a gaming ball being passed 
therethrough, the normal symbol display device 35 starts to 
variably display the normal symbols and, after the elapse of 
a predetermined time, the normal symbol display device 35 
stops the variable display of the normal symbols. As previ 
ously described, the normal symbols are symbols such as a 
round mark, a cross mark and the like. 
0.148 If this normal symbol is statically displayed as the 
predetermined symbol, for example, the round mark, the 
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blade members (so-called normal electric combination 
members) 48 provided at the right and left of the starting 
opening 44 are brought into an opened State from the closed 
state, which causes gaming balls to easily enter the starting 
opening 44. Further, when a predetermined time has elapsed 
since the blade members 48 are opened, the blade members 
48 are brought into the closed state, which reduces the 
probability of entry of gaming balls into the starting opening 
44. Games as aforementioned are referred to as “normal 
symbol games, during which normal symbols are variably 
displayed and then statically displayed and, depending on 
the static displaying of normal symbols, the opening/closing 
state of the blade members 48 is varied. 

0149 Similarly to variable display of special symbols, if 
gaming balls pass through the passage gates 54a and 54b 
during variable display of normal symbols, the execution 
(start) of variable displaying of normal symbols on the basis 
of the passage of the gaming balls through the passage gates 
54a and 54b is held until the currently-executed variable 
display of normal symbols ends and a normal symbol is 
statically displayed. Thereafter, when a single normal sym 
bol which has been variably displayed is statically dis 
played, the variable display of normal symbols which has 
been held is started. 

0150. The openable shutter 40 is provided at the front 
side of the special winning port 39 (at the front thereof). In 
the event that a specific numerical symbol is statically 
displayed as a special symbol on the special symbol display 
device 33 and the gaming state enters a big-hit gaming state, 
the shutter 40 is driven into the opened state where it can 
easily receive gaming balls. As a result, the special winning 
port 39 is brought into an opened state (a first state) where 
it can easily receive gaming balls. 
0151. On the other hand, the special winning port 39 
provided in the side of the back side of the shutter 40 (behind 
the shutter 40) has a specific region (not shown) provided 
with a V-counting sensor 102 (see FIG. 7) and a normal 
region (not shown) provided with a counting sensor 104 (see 
FIG. 7) and the shutter 40 is kept driven into the opened 
state, until a predetermined number (for example, ten) of 
gaming balls have passed through these regions or until a 
predetermined time (for example, 30 seconds) has elapsed. 
If the condition about the entry of the predetermined number 
of gaming balls into the special winning opening 39 or the 
condition about the elapse of the predetermined time is 
satisfied during the opened state, the shutter 40 is driven into 
the closed State where it can not easily receive gaming balls. 
As a result, the special winning opening 39 is brought into 
a closed State (a second State) where it can not easily receive 
gaming balls. A game which starts at the time the special 
winning port 39 is brought into the opened state (the first 
state) where it can easily receive gaming balls and ends at 
the time the special winning port 39 is brought into the 
closed state (the second state) where it cannot easily receive 
gaming balls is referred to as a round game. Accordingly, the 
shutter 40 is kept opened during round games while it is 
closed at intervals between round games. Further, Such 
round games are counted as the number of rounds Such as 
“1” round, “2 rounds. Further, a first round game is referred 
to as “a first round and a second round game is referred to 
as “a second round. 

0152 Subsequently, the shutter 40 driven into the closed 
state (the second State) from the opened State is driven into 
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the opened State again, on the condition that a gaming ball 
enters the special winning opening 39 and passes through 
the V-counting sensor 102 during the opened state. Namely, 
on the condition that a gaming ball enters the special 
winning opening 39 and passes through the V-counting 
sensor 102 during the opened state of the shutter 40, the 
gaming state can continuously proceeds to the next round 
game. A game which starts with a “first round game and 
ends with a (final) round game which can not proceed to the 
next round game is referred to as a special game. 

0153. In the event that a gaming ball enters or passes 
through the aforementioned starting openings 25 and 44, the 
regular winning openings 56a to 56d, or the specific region 
or the normal region of the special winning opening 39. 
gaming balls are ejected onto the upper plate (see FIG. 2) or 
the lower plate 22, wherein the number of ejected gaming 
balls is predetermined on the basis of the types of the 
respective winning openings. 

0154) The number-of-rounds display device 51 provided 
on the back Surface of the gaming board 14 near the center 
portion thereof displays the number of rounds near the 
center portion of the game region 15, through the game 
region 15 of the gaming board 14. The number-of-rounds 
display device 51 is constituted by plural 7-segment LEDs 
52 and is capable of displaying at least one-digit numbers. 
The number-of-rounds display device 51 may be also con 
stituted by dot LEDs, a liquid crystal display portion or a 
transparent liquid crystal display portion. Further, the liquid 
crystal display device 32 is provided behind the number-of 
rounds display device 51. 

0.155 Also, while in the first embodiment the liquid 
crystal display device 32 constituted by a liquid crystal 
display panel is employed as a portion for displaying 
images, the present invention is not limited thereto and may 
employ other types of displaying portions, such as a Braun 
tube including a CRT (Cathode Ray Tube) dot LEDs, 
segment LEDs, ELS (Electronic Luminescents), plasma or 
the like. Further, while, in the present embodiment, there has 
been described a case where the liquid crystal display device 
32 is provided substantially at the center of the front surface 
of the gaming board 14 of the pachinko gaming machine 10 
as a gaming machine, the liquid crystal display device 32 
may be provided at any position which can be viewed from 
the player. Also, while, in the present embodiment, the 
special symbol display device 33 and the normal symbol 
display device 34 are provided in addition to the liquid 
crystal display device 32, the present invention is not limited 
thereto and the liquid crystal display device 32 may be 
configured to variably display special symbols and normal 
symbols. Further, while the liquid crystal display device 32 
is employed as a variabled is play means, the present 
invention is not limited thereto and may employ other types 
of variable display means, such as a drum, a belt, a leaf and 
the like. 

0156 FIG. 6 illustrates an exemplary image being dis 
played on the liquid crystal display device 32 when the 
number of Super reaches generated before an occurrence of 
the special gaming state has reached a predetermined num 
ber. There are displayed three effect identification informa 
tion 93 which are laterally arranged at the center portion of 
the liquid crystal display device 32. Among them, the right 
and left identification information “7” are being statically 
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displayed while the center identification information “6” is 
being variably displayed. This means the occurrence of 
reach. Further, on the liquid crystal display device 32, there 
is displayed an effect image 94 indicating two characters 
fighting each other, as an effect image indicating that the 
current reach is super reach. A two-dimensional code 92 
along with an image showing that "Super-reach frequency 
exceeded 10 times” is displayed above the effect identifi 
cation information 93. The player can capture the two 
dimensional code 92 displayed on the liquid crystal display 
device 32 through the transparent protective plate 19 and the 
gaming board 14 (see FIG. 3), with the CCD camera 408 of 
the portable telephone 400. 
0157 FIG. 7 is a block diagram illustrating a control 
circuit of the pachinko gaming machine 10 according to the 
first embodiment. As illustrated in FIG. 7, a main control 
circuit 60 includes a main CPU 66 as a controlling means, 
a main ROM (Read Only Memory) 68, and a main RAM 
(Read Access Memory) 70. The main control circuit 60 
controls the progress of games. 
0158. The main ROM 68, the main RAM 70 and the like 
are connected to the main CPU 66 and, the main CPU 66 has 
the function of performing various types of processes in 
accordance with programs stored in the main ROM 68. The 
main ROM 68 stores programs for controlling the operations 
of the pachinko gaming machine 10 with the main CPU 66 
and also stores various types of tables such as a big-hit 
determination table which is referred to in performing 
big-hit determination through random number lottery. 
0159. The main RAM 70 has the function of storing 
various flags and variable values, as a temporal storage 
region of the main CPU 66. As specific examples of data 
stored in the main RAM 70, there is data as follows. In the 
main RAM 70, there are positioned a control state flag, a 
specific region passage flag, a big-hit determination random 
number counter, a big-hit symbol determination random 
number counter, a failure symbol determination random 
number counter, an effect condition selection random num 
ber counter, a number-of-special-winning-opening-opens 
counter, a special winning opening entry counter, a number 
of-rounds display counter, a waiting time timer, a special 
winning opening open time timer, data indicative of the 
number of holds relating to special symbols, data indicative 
of the number of holds relating to normal symbols, data for 
transmitting commands to a sub control circuit 20 which will 
be described later, variables and the like. 

0160 The control state flag indicates the control state for 
special symbols. The specific region passage flag is used for 
determining whether or not gaming balls have passed 
through the specific region. 

0161 The big-hit determination random number counter 
is used for determining whether or not a special symbol big 
hit should be occurred. The big-hit symbol determination 
random number counter is used for determining a special 
symbol to be statically displayed, if it is determined that a 
special symbol big hit should be occurred. The failure 
symbol determination random number counter is used for 
determining a special symbol to be statically displayed, if it 
is not determined that a special symbol big hit should be 
occurred. The effect condition selection random number 
counter is for determining an effect variation pattern. These 
counters are updated by the main CPU 66 such that their 
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stored values are incremented one by one, and random 
numbers are sampled from the respective counters at pre 
determined timings to execute various functions of the main 
CPU 66. While, in the first embodiment, these random 
counters are provided and the main CPU 66 is configured to 
update these random counters such that their stored values 
are incremented one by one, in accordance with programs, 
the present invention is not limited thereto and there may be 
provided a separate random number generation circuit. 
0162 The waiting time timer is provided for synchroni 
Zation between processes conducted by the main control 
circuit 60 and the sub control circuit 200. Further, the special 
winning opening open time timer is for measuring the time 
during which the shutter 40 is driven to keep the special 
winning opening 39 opened. Further, while in the first 
embodiment the timers are updated at predetermined inter 
vals, in the main RAM 70, such that their count values are 
subtracted by the predetermined interval, the present inven 
tion is not limited thereto and the CPU and the like may 
include timers. 

0.163 The number-of-special-winning-opening-opens 
counter indicates the number of times the special winning 
opening has been opened during a big-hit gaming state 
(so-called, the number of rounds). Further, the special win 
ning opening entry counter indicates the number of gaming 
balls which have entered the special winning opening and 
passed through the V-counting sensor 102 or the counting 
sensor 104 during a single round. The data indicative of the 
number of holds relating to special symbols indicates the 
number of times a special symbol game has been held, since 
even if a gaming ball enters the starting opening 25 or 44. 
the start of a special symbol game is held when variable 
displaying of special symbols can not be executed. Further, 
the data indicative of the number of holds relating to normal 
symbols indicates the number of times a normal symbol 
game has been held, since even if a gaming ball passes 
through the passage gate 54a or 54b, the start of a normal 
symbol game is held when variable displaying of normal 
symbols can not be executed. The number-of-rounds display 
counter indicates the number of rounds to be displayed on 
the number-of-rounds display device 51. 
0164. Further, the main control circuit 60 includes a reset 
clock pulse generation circuit 62 for generating clock pulses 
with a predetermined frequency, an initial reset circuit 64 for 
generating a reset signal at power-up, and a serial commu 
nication IC 72 for transmitting commands to the sub control 
circuit 200 which will be described later. The reset clock 
pulse generation circuit 62, the initial reset circuit 64 and the 
serial communication IC 72 are connected to the main CPU 
66. Further, the reset clock pulse generation circuit 62 
generates clock pulses at predetermined intervals (for 
example, at 2-miliseconds intervals), in order to conduct a 
system timer interruption process which will be described 
later. 

0.165. Further, to the main control circuit 60, there are 
connected various types of devices such as the V-counting 
sensor 102, the counting sensor 104, regular winning ball 
sensors 106, 108, 110 and 112, passed-ball sensors 114 and 
115, starting winning ball sensors 116 and 117 as starting 
region detection means, a normal electric combination mem 
ber Solenoid 118, a special winning opening Solenoid 120, a 
seesaw Solenoid 122, a backup clearing Switch 124, as 
illustrated in FIG. 7. 
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0166 The V-counting sensor 102 is provided in the 
specific region of the special winning opening 39. In the 
event that a gaming ball passes through the specific region 
of the special winning opening 39, the V-counting sensor 
102 transmits a predetermined detection signal to the main 
control circuit 60. The counting sensor 104 is provided in the 
normal region of the special winning opening 39 which is 
different from the specific region. In the event that a gaming 
ball passes through the normal region of the special winning 
opening 39, the counting sensor 104 transmits a predeter 
mined detection signal to the main control circuit 60. The 
regular winning ball sensors 106, 108, 110 and 112 are 
provided in the regular winning openings 56a to 56d. 
respectively. In the event that a gaming gall passes through 
the normal winning openings 56a to 56d, the regular win 
ning ball sensors 106, 108, 110 and 112 transmit a prede 
termined detection signal to the main control circuit 60. 
0167 The passed-ball sensors 114 and 115 are provided 
in the passage gates 54a and 54b, respectively. In the event 
that a gaming ball passes through the passage gate 54a or 
54b, the passed-ball sensor 114 or 115 transmits a predeter 
mined detection signal to the main control circuit 60. The 
starting winning ball sensors 116 and 117 are provided in the 
starting openings 25 and 44, respectively. In the event that 
a gaming ball enters the starting opening 25 or 44, the 
starting winning ball sensor 116 or 117 transmits a prede 
termined detection signal to the main control circuit 60. The 
normal electric combination member solenoid 118 is con 
nected to the blade members 48 through a link member (not 
shown) and brings the blade members 48 into the opened 
state or the closed State, in response to driving signals 
transmitted from the main CPU 66. 

0168 The special winning opening solenoid 120 is con 
nected to the shutter 40 illustrated in FIG. 5 and drives the 
shutter 40 to open or close the special winning opening, in 
response to driving signals transmitted from the main CPU 
66. The seesaw solenoid 122 is connected to a plate-shaped 
seesaw (not shown) provided inside the shutter 40 and 
moves the seesaw to change the inclination of the seesaw, in 
response to driving signals transmitted from the main CPU 
66. By inclining the seesaw, the seesaw is switched between 
a state which allows gaming balls to easily pass through the 
specific region and a state which allows gaming balls to 
easily pass through the normal region. The backup clearing 
Switch 124 is incorporated in the pachinko gaming machine 
10 and has the function of clearing data which was backed 
up at power-off and the like, in accordance with operations 
of an administrator of the game arcade. 
0169. The disbursement/launching control circuit 126 is 
connected to the main control circuit 60. A disbursement 
device 128 for disbursing gaming balls, a launching device 
130 used for launching gaming balls and a card unit 150 are 
connected to the disbursement/launching control circuit 126. 
0170 The disbursement/launching control circuit 126 
receives ball winning control commands transmitted from 
the main control circuit 60 and ball rental control signals 
transmitted from the cart unit 150 and transmits predeter 
mined signals to the disbursement device 128 to cause the 
disbursement device 128 to disburse gaming balls. Further, 
the disbursement/launching control-circuit 126 transmits 
launching signals to the launching device 130 for controlling 
it to launch gaming balls. While, in the first embodiment, 
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there will be described a case where the disbursement/ 
launching control circuit 126 is connected to the main 
control circuit 60 and is controlled by the main CPU 66, the 
first aspect of the present invention is not limited thereto 
and, for example, the disbursement/launching control circuit 
126 may be connected to the sub control circuit 200 and may 
be controlled by a sub CPU 206. 
0171 The launching device 130 includes devices for 
launching gaming balls, such as the aforementioned launch 
ing solenoid, the touch sensor and the like. When the player 
grasps the launching handle 26 and rotates it in the clock 
wise direction, the launching solenoid is fed with electric 
power according to the angle of rotation to successively 
launch gaming balls stored on the upper plate 20 towards the 
gaming board 14. 
0172 A lamp controller circuit 76 for controlling lamps 
74 is connected to the main control circuit 60, and the lamps 
74 are connected to the lamp controller circuit 76. The lamp 
controller circuit 76 transmits lamp (LED) controlling sig 
nals to the lamps 74. The lamps 74 include incandescent 
lamps, LEDs and the like and more specifically include the 
special symbol hold lamps 34a to 34d, the normal symbol 
hold lamps 50a to 50d, the special symbol display device 33 
(7-segment LEDs 41), the normal symbol display device 35 
(displaying lamps), the number-of-rounds display device 51 
(7-segment LEDs 52) and the like. 

0.173) On the other hand, the sub control circuit 200 is 
connected to the serial communication IC 72. The sub 
control circuit 200 controls the display on the liquid crystal 
display device 32, Sound to be generated from a speaker 46. 
lamps 132, in response to various commands transmitted 
from the main control circuit 60. The lamps 132 include 
incandescent lamps, LEDs and the like and, more specifi 
cally, include decoration lamps (not shown) for displaying 
the gaming board 14 in a dark and bright manner. 
0.174 While, in the present embodiment, the main control 
circuit 60 transmits commands to the sub control circuit 200 
while the sub control circuit 200 is not capable of transmit 
ting signals to the main control circuit 60, the present 
invention is not limited thereto and the sub control circuit 
200 maybe configured to be capable of transmitting signals 
to the main control circuit 60. 

0.175. The sub control circuit 200 is constituted by the sub 
CPU206, a program ROM 208, a work RAM 210, a display 
control circuit 250 for controlling the display on the liquid 
crystal display device 32, a sound control circuit 230 for 
controlling sound to be generated from the speaker 46 and 
a lamp control circuit 240 for controlling the lamps 132. The 
sub control circuit 200 executes effects in accordance with 
the progress of games, in response to commands from the 
main control circuit 60. 

0176) The program ROM 208, the work RAM 210 and 
the like are connected to the Sub CPU 206. The Sub CPU 206 
has the function of executing various types of processes, in 
accordance with programs stored in the program ROM 208. 
Particularly, the Sub CPU 206 controls the sub control circuit 
200, in accordance with various commands transmitted from 
the main control circuit 60. Particularly, the sub CPU 206 
controls the display on the liquid crystal display device 32. 
Moreover, based upon a variation pattern designation com 
mand supplied from the main control circuit 60, the sub CPU 
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206 determines effect patterns that define the contents of 
display and the like of effect images. In the case where a 
Super reach is generated based upon the effect patterns, the 
number of reaches, stored in the work RAM 210, is incre 
mented by 1 and stored so that the number of reaches is 
counted. 

0177 Moreover, the sub CPU 206 determines whether or 
not the number of reaches has reached a predetermined 
number, and when it is determined that the number of 
reaches has reached the predetermined number, reads output 
information corresponding to the number of reaches from 
the program ROM 208, generates a two-dimensional code 
by encoding the output information, and allows the work 
RAM 210 to store the code. Further, the Sub CPU 206 
extracts a two-dimensional code display pattern from the 
program ROM 208 and transmits it to a VDP 212. The 
two-dimensional code display pattern includes various types 
of data for displaying the two-dimensional code. Such as the 
position and the time period at and during which the 
two-dimensional code is to be displayed. As will be 
described later, on receiving the two-dimensional code dis 
play pattern, the VDP 212 conducts a process for reading the 
two-dimensional code from the work RAM 210 and dis 
playing it on the liquid crystal display device 32, on the basis 
of the two-dimensional code display pattern. While, in the 
first embodiment, there will be described a case where 
output information is encoded to generate a two-dimensional 
code, the two-dimensional code may be pre-stored in an 
image data ROM 216 or the like, in the first aspect of the 
present invention. 

0178 The program ROM 208 stores programs for con 
trolling game effects in the pachinko gaming machine 10 
through the Sub CPU 206 and also stores various types of 
tables such as tables for making determinations relating to 
effects, a table associating set values with output information 
(hereinafter, also referred to as an "output information 
table'). Further, in the first embodiment, the output infor 
mation is an URL indicative of a predetermined address (the 
address of a web site of the gaming machine maker) in the 
server 600 in the Internet. 

0179. Further, the program ROM 208 stores plural types 
of effect patterns. The effect patterns relate to the progress of 
effect displaying which is executed in association with 
variable displaying of special symbols. In addition, the 
program ROM 208 stores plural types of effect patterns used 
during playing of special games. The effect patterns used 
during playing of special games relate to the progress of 
effect displaying which is executed in association with round 
games during special games. 

0180 While, in the first embodiment, the main control 
circuit 60 is configured to utilize the main ROM 68 and the 
sub control circuit 200 is configured to utilize the program 
ROM 208 as storage means for storing programs, tables and 
the like, the present invention is not limited thereto and may 
employ any other types of storage media which are readable 
by computers including control means and, for example, 
Such programs, tables and the like may be stored in a storage 
medium such as a hard disk device, a CD-ROM, a DVD 
ROM, a ROM cartridge and the like. As a matter of cause, 
the main ROM 68 may be utilized instead of the program 
ROM 208. Also, these programs may be downloaded after 
power-up and then recorded in the main RAM 70 in the main 
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control circuit 60 and in the work RAM 210 or the like in the 
sub control circuit 200, rather than be pre-recorded. Also, the 
respective programs may be recorded in different recording 
media. 

0181. The work RAM 210 has the function of storing 
various flags and variable values, as a temporal storage 
region of the sub CPU 206. For example, there are posi 
tioned, therein, an effect display selection random number 
counter used for selecting effect patterns, various types of 
variable values and the like. Further, the work RAM 210 
stores two-dimensional code generated by encoding output 
information. 

0182 Further, while, in the first embodiment, the main 
RAM 70 is utilized as a temporal storage region of the main 
CPU 66 and the work RAM 210 is utilized as a temporal 
storage region of the sub CPU 206, the present invention is 
not limited thereto and may employ any read-and-write 
storage media. 
0183 The display control circuit 250 functions as a 
display control means and is constituted by an image data 
processor (hereinafter, referred to as a VDP) 212, an image 
data ROM 216 for storing various types of image data, a D/A 
converter 218 for converting image data into image signals, 
and an initial reset circuit 220 for generating a reset signal 
at power-up. The aforementioned VDP 212 is connected to 
the sub CPU 206, the image data ROM 216, the D/A 
converter 218, and the initial reset circuit 220. 
0.184 The VDP 212 is a device including circuits such as 
a so-called sprite circuit, a screen circuit, a palette circuit and 
capable of performing various processes for displaying 
images on the liquid crystal display device 32. Namely, the 
VDP 212 controls the display on the liquid crystal display 
device 32. Further, the VDP 212 includes a storage medium 
(for example, a video RAM) as a buffer used for displaying 
images on the display region32a of the liquid crystal display 
device 32. By storing image data in a predetermined storage 
region of the storage medium, an image is displayed on the 
display region 32a of the liquid crystal display device 32 at 
predetermined timing. 
0185. The image data ROM 216 separately stores various 
types of image data, Such as effect identification information 
image data indicative of effect identification information, 
background image data, effect image data and the like. As a 
matter of cause, it further stores related-image data indica 
tive of related images. 
0186 The VDP 212 extracts various types of image data, 
Such as effect identification information image data, back 
ground image data, effect image data and the like, from the 
image data ROM 216, in response to image display com 
mands (commands) transmitted from the sub CPU 206. 
Further, on receiving a two-dimensional code display pattern 
from the Sub CPU 206, the VDP 212 extracts a two 
dimensional code from the work RAM 210 on the basis of 
the two-dimensional code display pattern. 
0187. The VDP 212 superimposes the various types of 
images extracted from the image data ROM 216 or the work 
RAM 210 on one another in the order in which they are to 
be placed from a rearmost position, for example, in the order 
of the background image, the effect image and the two 
dimensional code, and stores them in the buffer (for 
example, a video RAM) to synthesize a screen image and 
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then outputs it to the D/A converter 218 at predetermined 
timing. The D/A converter 218 converts the screen image 
into image signals and outputs the image signals to the liquid 
crystal display device 32. As a result, a two-dimensional 
code 92 is displayed in the display region 32a of the liquid 
crystal display device 32 (see FIG. 6). The player can 
capture the two-dimensional code 92 displayed on the liquid 
crystal display device 32 with the CCD camera 408 included 
in the portable telephone 400. 

0188 While, in the first embodiment, there has been 
described a case where the sub CPU 206 encodes output 
information to generate a two-dimensional code, the two 
dimensional code may be stored in a storage means included 
in the gaming machine in the first aspect of the present 
invention. 

0189 Further, the sound control circuit 230 is constituted 
by a sound source IC 232 for performing control relating to 
sound, an audio data ROM 234 for storing various types of 
Sound data, and an amplifier 236 for amplifying Sound 
signals (hereinafter, referred to as an AMP). 
0190. The sound source IC 232 is connected to the sub 
CPU 206, the initial reset circuit 220, the audio data ROM 
234 and the AMP 236. The Sound source IC 232 controls 
Sound to be generated from the speaker 46. 
0191 The lamp control circuit 240 is constituted by a 
driving circuit 242 for generating lamp (LED) controlling 
signals and a decoration data ROM 244 storing plural types 
of lamp decoration patterns (LED lighting patterns) and the 
like. 

0.192 Hereinafter, FIGS. 8 to 10 and FIGS. 12 to 20 
illustrate a process which is conducted in the pachinko 
gaming machine 10. Further, with reference to FIG. 11, there 
will be described state transitions during special symbol 
control process (FIG. 10) conducted in the gaming machine 
10. 

0193 FIG. 8 illustrates a main process conducted in the 
main control circuit 60. 

0194 First, as illustrated in FIG. 8, an initial setting 
process is conducted, wherein the initial setting process 
includes RAM access permission, backup restoration, ini 
tialization of work areas (step S11). Then, special symbol 
control process is conducted, wherein the special symbol 
control process relates to the progress of special symbol 
games and special symbols on the special symbol display 
device 33 (step S15), as will be described in detail with 
reference to FIG. 10. As described above, in the main 
process, after the completion of the initial setting processes 
in step S11, the process in step S15 is repeatedly conducted. 
0.195. Further, even when the main CPU 66 is executing 
the main process, the main CPU 66 may interrupt the main 
process and conduct a system timer interruption process. In 
response to clock pulses which are generated from the reset 
clock pulse generation circuit 62 at predetermined intervals 
(for example, at 2-milisecond intervals), the main CPU 66 
conducts the following system timer interruption process. 
The system timer interruption process will be described with 
reference to FIG. 9. 

0196) First, as illustrated in FIG. 9, the main CPU 66 
conducts a random number update process for incrementing, 
by “1”, the respective counter values of the big-hit deter 
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mination random number counter, the big-hit symbol deter 
mination random number counter and the like (step S42). 
Then, the main CPU 66 conducts an input detection process 
for detecting gaming balls entering or passing through the 
starting openings 25 or 44 or the like (step S43). Then, the 
main CPU 66 conducts a process for updating various types 
of timers, such as the waiting time timer used for synchro 
nization between the main control circuit 60 and the sub 
control circuit 200, the special winning opening open time 
timer for measuring the time during which the special 
winning opening 39 has been opened, wherein the special 
winning opening 39 is opened in the event of the occurrence 
of a big hit (step S44). Then, the main CPU 66 conducts an 
output process, in order to transmit, to Solenoids, a motor 
and the like, signals for driving and controlling them on the 
basis of various types of variable values (step S46). After the 
completion of this process, the process proceeds to step S47. 

0.197 Instep S47, command output process is conducted. 
In this process, the main CPU 66 transmits various types of 
commands to the sub control circuit 200. Specifically, these 
various types of commands include a variation pattern 
designation command indicative of the pattern of variable 
display of special symbols and the like. After the completion 
of the process, the process proceeds to step S49. 

0198 Then, in step S49, the main CPU 66 conducts a 
disbursement process for transmitting ball winning control 
commands for causing the disbursement device 128 to 
disburse balls, to the disbursement/launching control circuit 
126. Further, the main CPU 66 transmits, to the disburse 
ment/launching control circuit 126, ball winning control 
commands for causing it to disburse a predetermined num 
ber of balls, in the event of entry of a gaming ball into the 
various types of winning openings. After the completion of 
the process, this subroutine ends and main CPU 66 is 
restored to an address at which it existed prior to the 
occurrence of the interruption and conducts the main pro 
CCSS, 

0199. With reference to FIG. 10, the subroutine con 
ducted in step S15 of FIG.8 will be described. In FIG. 10, 
the numerical values represented at the sides of steps S72 to 
S81 indicate the numerical values of the control state flag 
corresponding to the respective steps and, on the basis of the 
current numerical value of the control state flag, a single step 
corresponding to the numerical value is conducted to 
progress special symbol games. 

0200 First, as illustrated in FIG. 10, a process for loading 
the control state flag is conducted (step S71). In this process, 
the main CPU 66 reads the control state flag. After the 
completion of this process, the process proceeds to step S72. 

0201 Further, in steps S72 to S81 which will be 
described later, on the basis of the value of the control state 
flag, the main CPU 66 determines whether or not various 
types of processes at the respective steps should be con 
ducted. The control state flag indicates the gaming state of 
special symbol games and allows one of the processes in 
steps S72 to S81 to be conducted. In addition thereto, the 
main CPU 66 conducts the process at the respective steps at 
predetermined timing based on the waiting time timer, 
wherein the predetermined timing is set for the respective 
steps. Further, prior to the predetermined timing, the Sub 
routine ends without conducting the process at the respective 
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steps and another Subroutine is conducted. As a matter of 
cause, the system timer interruption process is conducted at 
predetermined intervals. 
0202) In step S72, special symbol storage check process 

is conducted. The detail thereof will be described later with 
reference to FIG. 12. After the completion of this process, 
the subroutine proceeds to the process in step S73. 
0203 Instep S73, a special symbol variation management 
process is conducted. In the process, the control state flag 
has a value (01) indicative of special symbol variation 
management and, after the elapse of a variation time, the 
main CPU 66 sets the control state flag to a value (02) 
indicative of special symbol display management and also 
sets the waiting time timer to a post-determination waiting 
time (for example, one second). Namely, the process in step 
S74 is set to be conducted after the elapse of the post 
determination waiting time. At the completion of this pro 
cess, the subroutine proceeds to the process in step S74. 
0204. In step S74, a special symbol display management 
process is conducted. The detail thereof will be described 
later with reference to FIG. 14. After the completion of this 
process, the subroutine proceeds to the process in step S75. 
0205. In step S75, a big-hit starting interval management 
process is conducted. In this process, the control state flag 
has a value (03) indicative of big-hit starting interval man 
agement and, after the elapse of a time corresponding to the 
big-hit starting interval, the main CPU 66 stores, in the main 
RAM 70, data for opening the special winning opening 39. 
which has been read from the main ROM 68. Then, the main 
CPU 66 reads data for opening the special winning opening 
39, which has been stored in the main RAM 70 in step S46 
in FIG. 9, and transmits a signal commanding for opening 
the special winning opening 39 to the special winning 
opening solenoid 120. As described above, the main CPU 66 
controls the opening/closing of the special winning opening 
39. Namely, a special game in which a round game can be 
repeatedly executed in plural times is executed, wherein a 
predetermined advantageous gaming State (a gaming State 
which starts with an opened State where gaming balls can 
easily enter the special winning opening 39 and ends with a 
closed state where gaming balls can not easily enter the 
special winning opening 39) is offered in the round game. 
0206 Further, the main CPU 66 sets the control state flag 
to a value (04) indicating that the special winning opening 
is being opened and also sets the special winning opening 
open time timer to an opening upper limit time (for example, 
30 seconds). Namely, the main CPU 66 sets the configura 
tion such that the process in step S78 is conducted. Further, 
the main CPU 66 substitutes a predetermined number (for 
example, “15”) into the number-of-rounds display counter in 
the main RAM 70. After the completion of this process, the 
subroutine proceeds to the process in step S76. 
0207. In step S76, a number-of-rounds display process is 
conducted. In this process, the main CPU 66 selects a single 
number-of-rounds displaying pattern from plural number 
of-rounds displaying patterns stored in the main ROM 68, on 
the basis of the number substituted in the number-of-rounds 
display counter stored in a predetermined region of the main 
RAM 70, and stores the selected number-of-rounds display 
ing pattern in a predetermined region of the main RAM 70. 
0208 Further, the data indicative of the number-of 
rounds displaying pattern stored in the predetermined region 
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of the main RAM 70 is transmitted to the lamp controller 
circuit 76, as a signal for controlling the display on the 
number-of-rounds display device 51 (a number-of-rounds 
display controlling signal), through the process in step S46. 
On receiving the number-of-rounds display controlling sig 
nal, the lamp controller circuit 76 controls variable display 
and static display on the number-of-rounds display device 
51, on the basis of the number-of-rounds display controlling 
signal. After the completion of this process, the Subroutine 
proceeds to the process in step S77. 
0209. In step S77, a special winning opening pre-reopen 
ing waiting time management process is conducted. In this 
process, the control state flag has a value (06) indicative of 
special winning opening pre-reopening waiting time man 
agement and, after the elapse of a time corresponding to the 
inter-round interval, the main CPU 66 updates the number 
of-special-winning-opening-opens counter Such that the 
stored value is incremented by “1”. The main CPU 66 sets 
the control state flag to a value (04) indicating that the 
special winning opening is being opened. The main CPU 66 
sets the special winning opening open time timer to an 
opening upper limit time (for example, 30 seconds). Namely, 
the main CPU 66 sets the configuration such that the process 
in step S78 is conducted. After the completion of this 
process, the subroutine proceeds to the process in step S78. 
0210. In step S78, a special winning opening open pro 
cess is conducted. In this process, in the case where the 
control state flag has the value (04) indicating that the 
special winning opening is being opened, the main CPU 66 
determines whether or not either the condition that the 
special winning opening entry counter is equal to or greater 
than “10 or the condition that the opening upper limit time 
has elapsed (the special winning opening open time timer is 
“O) is satisfied. If any of the conditions is satisfied, the main 
CPU 66 updates the variable values positioned in the main 
RAM 70, in order to close the special winning opening 39. 
The main CPU 66 sets the control state flag to a value (05) 
indicative of monitoring of residual balls within the special 
winning opening. The main CPU 66 sets the waiting time 
timer to a special winning opening residual ball monitoring 
time (for example, 1 second). Namely, the main CPU 66 sets 
the configuration such that the process in step S79 is 
conducted after the elapse of the special winning opening 
residual ball monitoring time. Further, if either condition is 
not satisfied, the main CPU 66 does not conduct the afore 
mentioned process. After the completion of this process, the 
subroutine proceeds to the process in step S79. 
0211. In step S79, a special winning opening residual ball 
monitoring process is conducted. In this process, the control 
state flag has the value (05) indicative of monitoring of 
residual balls within the special winning opening and, after 
the elapse of the special winning opening residual ball 
monitoring time, the main CPU 66 determines whether or 
not the condition that no gaming ball has passed through the 
specific region of the special winning opening 39 or the 
condition that the number-of-special-winning-opening 
opens counter is equal to or greater than a maximum number 
of continuous rounds (indicative of a final round) is satisfied. 
If any of the conditions is satisfied, the main CPU 66 sets the 
control state flag to a value (07) indicative of a big-hit 
completion interval and also sets the waiting time timer to a 
time corresponding to the big-hit completion interval. 
Namely, the main CPU 66 sets the configuration such that 
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the process in step S80 is conducted after the elapse of a time 
corresponding to the big-hit completion interval. On the 
other hand, if both the conditions are not satisfied, the main 
CPU 66 sets the control stage flag to a value (06) indicative 
of special winning opening re-opening waiting time man 
agement. Further, the main CPU 66 updates the number-of 
rounds display counter stored in the main RAM 70 such that 
the stored value is subtracted by “1”. Further, the main CPU 
66 sets the waiting time timer to a time corresponding to the 
inter-round interval. Namely, the main CPU 66 sets the 
configuration Such that the process in step S76 is conducted 
after the elapse of the time corresponding to the inter-round 
interval. After the completion of this process, the subroutine 
proceeds to the proceeds in step S80. 
0212. In step S80, big-hit completion interval process is 
conducted. In this process, the control state flag has the value 
(07) indicative of the big-hit completion interval and, after 
the elapse of the time corresponding to the big-hit comple 
tion interval, the main CPU 66 sets the control state flag to 
a value (08) indicative of the completion of special symbol 
games. Namely, the main CPU 66 sets the configuration 
such that the process in step S81 is conducted. After the 
completion of this process, the Subroutine proceeds to the 
process in step S81. 
0213. In step S81, a special symbol game completion 
process is conducted. In this process, when the control state 
flag has a value (08) indicative of the completion of special 
symbol games, the main CPU 66 updates the data indicative 
of the number of holds relating to special symbols (starting 
storage information) such that it is subtracted by “1”. 
Further, the main CPU 66 sets data indicative of a number 
of-starting-storage designation command for Subtracting the 
starting storage information by “1” in a predetermined 
storage region of the main RAM 70. Further, the main CPU 
66 updates the special symbol storage region, in order to 
perform the next variable display. The main CPU 66 sets the 
control state flag to a value (00) indicative of special symbol 
storage checking. Namely, the main CPU 66 sets the con 
figuration Such that the process in step S72 is conducted. 
After the completion of this process, this subroutine ends. 
0214. As previously described, by setting the control 
state flag, special symbol games are executed. Specifically, 
as illustrated in FIG. 11, when the gaming state is not a 
big-hit gaming state, if “failure' is resulted from a big-hit 
determination, the main CPU 66 sets the control flag state to 
“00”, “01, “O2 and “08 in the mentioned order to conduct 
the process in steps S72, S73, S74 and S81 illustrated in FIG. 
10 at predetermined timing. Also, when the gaming state is 
not a big-hit gaming state, if a big hit is resulted from a 
big-hit determination, the main CPU 66 sets the control flag 
state to “00”, “01, “O2 and “03 in the mentioned order to 
conduct the process in steps S72, S73, S74 and S75 illus 
trated in FIG. 10 at predetermined timing to perform the 
control of a big-hit gaming state. Also, when the control of 
the big-hit gaming state is performed, the main CPU 66 sets 
the control flag state to “04”, “05” and “06” in the mentioned 
order to conduct the process in steps S78, S79 and S77 
illustrated in FIG. 10 at predetermined timing to perform 
special games. Further, if the condition for completing 
special games (a big-hit gaming state) (the condition for 
completing special games, the condition for completing 
big-hit games) is satisfied, the main CPU 66 sets the control 
state flag to “04”, “05”, “07” and “08” in the mentioned 
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order to conduct the process in steps S78 to 81 illustrated in 
FIG. 10 at predetermined timing to complete special games. 
Further, in the first embodiment, the condition for complet 
ing special games includes the condition that no gaming ball 
has passed through the specific region until a predetermined 
time has elapsed (“blown out state') and the condition that 
the maximum number of continuous rounds has been com 
pleted. 
0215 FIG. 12 is a flowchart illustrating the subroutine of 
the special symbol storage check process which is called up 
and conducted in step S72 in the subroutine illustrated in 
FIG 10. 

0216) First, as illustrated in FIG. 12, the main CPU 66 
determines whether or not the control state flag has the value 
(00) indicative of special symbol storage check (step S101). 
If it is determined that the control state flag has the value 
indicative of special symbol storage check, the Subroutine 
proceeds to the process in step S102 and, if it is not 
determined that the control state flag has the value indicative 
of special symbol storage check, this Subroutine ends. 
0217. In step S102, the main CPU 66 determines whether 
or not the number of holds relating to special symbols is “0”. 
If it is determined that the data indicative of the number of 
holds relating to special symbols is “0”, then the subroutine 
proceeds to the process in step S103 and, if it is not 
determined that the data indicative of the number of holds is 
“0”, then the subroutine proceeds to the process in step 
S104. 

0218. In step S103, a demonstration display process is 
conducted. In this process, the main CPU 66 stores, in the 
main RAM 70, a variable value used for transmitting a 
demonstration display command to the Sub control circuit 
200 for causing it to perform demonstration displaying. This 
causes the sub control circuit 200 to display a demonstration 
screen. After the completion of this process, this subroutine 
ends. 

0219. In step S104, a process for setting the control state 
flag to the value (01) indicative of special symbol variation 
management is conducted. In this process, the main CPU 66 
stores the value indicative of special symbol variation man 
agement in the control state flag. After the completion of this 
process, the subroutine proceeds to the process in step S105. 
0220. In step S105, a big-hit determination process is 
conducted. In this process, the main CPU 66 selects a big-hit 
determination value stored in the big-hit determination table. 
Further, the main CPU 66 refers to the big-hit determination 
random number extracted at starting winning and the big-hit 
determination value. Namely, the main CPU 66 determines 
whether or not a big-hit gaming state advantageous to the 
player should be occurred. After the completion of this 
process, the subroutine proceeds to the process in step S106. 
0221) In step S106, it is determined whether or not a big 
hit has occurred. In this process, the main CPU 66 deter 
mines whether or not a big hit has occurred, on the basis of 
the result of the reference in step S105. If the main CPU 66 
determines that a big hit has occurred, the Subroutine pro 
ceeds to the process in step S107 and, if it does not 
determine that a big hit has occurred, the Subroutine pro 
ceeds to the process in step S108. 
0222. In step S107, a big-hit symbol determination pro 
cess is conducted. 
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0223) In this process, the main CPU 66 extracts a big-hit 
symbol random number extracted at starting winning, then 
determines a special symbol to be statically displayed on the 
special symbol display device 33 on the basis of the big-hit 
symbol determination random number and stores data 
indicative of the special symbol in a predetermined region of 
the main RAM 70. After the completion of this process, the 
subroutine proceeds to the process in step S109. 
0224. In step S108, a failure symbol determination pro 
cess is conducted. 

0225. In this process, the main CPU 66 extracts a failure 
symbol determination random number from a failure symbol 
determination random number counter, then determines a 
special symbol to be statically displayed on the special 
symbol display device 33 as a failure symbol and stores data 
indicative of the special symbol in a predetermined region of 
the main RAM 70. After the completion of this process, the 
subroutine proceeds to the process in step S109. 
0226. In step 5109, a process for determining a special 
symbol variation pattern is conducted. In this process, the 
main CPU 66 determines a variation pattern and stores it in 
a predetermined region of the main RAM 70. Specifically, in 
the case where a big-hit symbol has been determined in step 
S107, the main CPU 66 performs random number extracting 
and refers to a reach variation pattern determination table 
(see FIG. 13) stored in the program ROM 208 to determine 
the variation pattern. On the other hand, in the case where a 
failure symbol has been determined in step S109, the main 
CPU 66 performs random number extracting to determine 
whether or not a reach state should be occurred. If the main 
CPU 66 determines that a reach state should be occurred, it 
further performs random number extracting and refers to the 
reach variation pattern determination pattern (see FIG. 13) 
stored in the program ROM 208 to determine a variation 
pattern. 

0227 FIG. 13 is an exemplary reach variation pattern 
determination table. 

0228. In this figure, N1 to N6 indicate normal reaches and 
Si to S5 indicate super reaches. Further, S4 and S5 indicate 
super reaches having a big-hit expected value of 100% 
(so-called premium reaches). 

0229. Further, in the case where the main CPU 66 has 
determined a failure symbol in step S109 and further has 
determined that a reach state is not to be occurred, it 
performs random number extracting and refers to a normal 
variation pattern determination table (not shown) to deter 
mine a variation pattern. 

0230. Further, the main CPU 66 stores data indicative of 
the determined variation pattern in a predetermined region 
of the main RAM 70. 

0231. The stored data indicative of the variation pattern is 
transmitted, as a signal for driving and controlling the 
special symbol display device 33 (a special symbol driving/ 
controlling signal), to the lamp controller circuit 76, through 
the process in step S46 of FIG. 9. On receiving the special 
symbol driving/controlling signal, the lamp controller circuit 
76 controls the display on the special symbol display device 
33, on the basis of the special symbol driving/controlling 
signal. Through the aforementioned process, the special 
symbol is variably displayed on the special symbol display 
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device 33 and, after the elapse of a predetermined time, the 
special symbol is statically displayed thereon. 

0232 Further, the data indicative of this variation pattern 
is transmitted, as a variation pattern designation command, 
from the main CPU 66 in the main control circuit 60 to the 
sub CPU 206 in the sub control circuit 200, through the 
process in step S47 in FIG. 9. The sub CPU 206 in the sub 
control circuit 200 performs effect displaying according to 
the received variation pattern designation command. After 
the completion of this process, the Subroutine proceeds to 
the process in step S110. 

0233. In step S110, a process for setting the waiting time 
timer to a variable time according to the determined varia 
tion pattern is conducted. In this process, the main CPU 66 
reads a variable time according to the variation pattern 
determined through the process in step S109 from a table 
and stores a value indicative of the variable time in the 
waiting time timer. Then, the main CPU 66 conducts a 
process for clearing the storage region which stores the 
big-hit determination random number used for the current 
variable display and the like (step S111). After the comple 
tion of this process, this Subroutine ends. 

0234 FIG. 14 is a flowchart illustrating the subroutine of 
the input detection process which is called up and conducted 
in step S43 in the process illustrated in FIG. 9. 

0235 First, as illustrated in FIG. 14, the main CPU 66 
conducts a winning ball-related Switch check process (step 
S231). In this process, the main CPU 66 detects whether or 
not predetermined detection signals have been transmitted 
from the various types of sensors relating to ball disburse 
ment, such as the V-counting sensor 102, the counting sensor 
104, the regular winning ball sensors 106, 108, 110 and 112, 
the starting winning ball sensor 116 and the like. Then, after 
conducting the detecting processes for Such predetermined 
signals, the main CPU 66 determines the number of balls to 
be disbursed on the basis of the sensor which transmitted a 
signal and stores it in the main RAM 70. After the comple 
tion of this process, the Subroutine proceeds to the process 
in step S232. 
0236 Instep S232, special symbol relating switch input 
process is conducted. As will be described in detail later with 
reference to FIG. 15, the main CPU 66 determines whether 
or not a predetermined signal has been transmitted from the 
V-counting sensor 102, the counting sensor 104 or the 
starting winning ball sensor 116 which relates to special 
symbols. After executing the detection process for Such 
predetermined signals, the main CPU 66 conducts a process 
which will be described later. After the completion of this 
process, the subroutine proceeds to the process in step S233. 

0237. In step S233, a normal symbol-related switch input 
process is conducted. In this process, the passed-ball sensor 
114 transmits a predetermined detection signal to the main 
CPU 66. On receiving the predetermined detection signal, 
the main CPU 66 conducts a process such as a normal 
symbol starting storage process and the like. After the 
completion of this process, this Subroutine ends. 

0238 FIG. 15 is a flowchart illustrating the subroutine of 
the special symbol-related Switch input process which is 
called up and conducted in step S232 in the subroutine 
illustrated in FIG. 14. 
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0239 First, as illustrated in FIG. 15, it is determined 
whether or not there is a counting switch input (step S261). 
In this process, if the main CPU 66 determines that there is 
a counting Switch input, on the basis of a predetermined 
signal transmitted from the counting sensor 104, the main 
CPU 66 conducts a counting switch detection process for 
updating the special winning opening entry counter Such that 
the stored value is incremented by “1” (step S262). On the 
other hand, if the main CPU 66 determines that there is no 
counting Switch input, the Subroutine proceeds to the pro 
cess in step S263. 
0240. In step S263, it is determined whether or not there 

is a V-counting switch input. In this process, if the main CPU 
66 determines that there is a V-counting switch input, on the 
basis of a predetermined signal-transmitted from the 
V-counting sensor 102, the main CPU 66 conducts a 
V-counting Switch detection process for setting a flag indi 
cating that gaming balls have passed through the specific 
region and for updating the special winning opening entry 
counter such that the stored value is incremented by “1” 
(step S264). On the other hand, if the main CPU 66 
determines that there is no V-counting Switch input, the 
subroutine proceeds to the process in step S265. 
0241. In step S265, it is determined whether or not there 

is a starting opening Switch input. In this process, the main 
CPU 66 determines whether or not there is a starting opening 
Switch input, by receiving a predetermined signal from the 
starting winning ball sensor 116. If the main CPU 66 
determines that there is a starting opening switch input, the 
subroutine proceeds to the process in step S266, and if it 
does not determine there is a starting opening Switch input, 
this subroutine ends. 

0242. In step S266, a starting opening detection process 
is conducted and, after the completion of this process, this 
subroutine ends. As will be described in detail later with 
reference to FIG. 16, if the main CPU 66 determines that the 
data indicative of the number of holds is smaller than '4', 
the main CPU 66 extracts a big-hit determination random 
number and a big-hit symbol random number and stores 
them in a predetermined region of the main RAM 70. After 
the completion of this process, this Subroutine ends. 
0243 FIG. 16 is a flowchart illustrating the subroutine of 
the starting opening detection process which is called up and 
conducted in step S266 in the subroutine illustrated in FIG. 
15. 

0244 First, as illustrated in FIG. 16, the main CPU 66 
reads the number of starting storages (so-called "data indica 
tive of the number of holds” as previously described) from 
a number-of-starting-storages counter and determines 
whether or not the number of starting storage is equal to or 
greater than “4” (step S501). In this process, if the main CPU 
66 determines that the number of starting storages is equal 
to or greater than “4”, the subroutine ends. Namely, if the 
number of holds reaches an upper limit value, the subroutine 
ends, without storing starting storage information, even 
when a gaming ball has entered the starting opening 44. On 
the other hand, if the main CPU 66 determines that the 
number of starting storages is Smaller than '4', the number 
of-starting-storages counter is incremented by “1” (step 
S502) and the subroutine proceeds to the process in step 
SSO3. 

0245. In step S503, the main CPU 66 extracts a big-hit 
determination random number from the big-hit determina 
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tion random number counter and extracts a big-hit symbol 
random number from the big-hit symbol determination 
random number counter. Then, the main CPU 66 stores the 
extracted big-hit determination random number and the 
big-hit symbol random number as starting storage informa 
tion in a predetermined region of the main RAM 70 (step 
S504). The main CPU 66 reads data indicative of the stored 
big-hit determination random number and the stored big-hit 
symbol random number, in the process in step S105 and the 
like in FIG. 12, then determines whether or not a big hit 
occurs and determines the type of a special symbol to be 
statically displayed. As described above, in the event that a 
predetermined variable display holding condition is satisfied 
even when gaming balls have entered the starting opening 
44, the main CPU 66 stores the starting storage information 
used for determining the result of variable display of special 
symbols up to a predetermined number as an upper limit, 
until a predetermined variable display starting condition 
which enables variable display of special symbols is satis 
fied. After the completion of this process, the subroutine 
proceeds to the process in step S510. 
0246. In step S510, the main CPU 66 reads the data 
indicative of the number of starting storages and sets data 
indicative of the number-of-starting-storages designation 
command based on the data indicative of the number of 
starting Storages, in a predetermined region of the main 
RAM 70. The data indicative of the number-of-starting 
storage designation command which has been set as afore 
mentioned is transmitted to the Sub CPU 206 in the Sub 
control circuit 200 from the main CPU 66 in the main 
control circuit 60, through the process in step S47 in FIG.8. 
The sub CPU 206 of the sub control circuit 200 performs 
effects and notification relating to the number of starting 
storages, on the basis of the received number-of-starting 
storage designation command, as will be described later. The 
number-of-starting-storage command includes databased on 
the big-hit determination random number and the big-hit 
symbol random number which have been extracted in step 
S503 (for example, whether or not the random number is a 
random number which causes transition to a special gaming 
state, the result of variable display of special symbols and 
the like), and the number-of-starting-storage command is 
transmitted from the main control circuit 60 to the sub 
control circuit 200 so that the sub control circuit 200 (the sub 
CPU 206) can recognize whether or not the random number 
is a random number which causes the transition to a special 
gaming state, the result of variable display of special sym 
bols and the like. After the completion of this process, this 
Subroutine ends. 

0247 On the other hand, the sub control circuit 200 
receives various types of commands transmitted from the 
main control circuit 60 and conducts a command reception 
process as illustrated in FIG. 17. 
0248 First, as illustrated in FIG. 17, the sub CPU 206 
determines whether or not it has received a number-of 
starting-storages designation command (step S280). In this 
process, if the sub CPU 206 determines that it has received 
a number-of-starting-storages designation command from 
the main control circuit 60, the subroutine proceeds to the 
process in step S281. On the other hand, if the sub CPU 206 
does not determine that it has received a number-of-starting 
storages designation command from the main control circuit 
60, the subroutine proceeds to the process in step S282. 
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0249. In step S281, the sub CPU 206 conducts a number 
of-holds update process. In this process, the sub CPU 206 
sets starting Storage information, data indicative of the 
number of starting storages before the updating and data 
indicative of the updated number of starting storages, in a 
predetermined region of the work RAM 210. Then, the sub 
CPU 206 determines the number of starting storages on the 
basis of the number-of-starting-storages designation com 
mand received from the main control circuit 60 and updates 
the data indicative of the number of starting storages posi 
tioned in the predetermined region of the work RAM 210. 
Further, in this process, the updating is performed, regard 
less of whether the number of holds is increased or 
decreased. After the completion of this process, this sub 
routine ends. 

0250 On the other hand, in step S282, the sub CPU 206 
determines whether or not it has received a variation pattern 
designation command. In this process, if the sub CPU 206 
determines that it has received a variation pattern designa 
tion command from the main control circuit 60, the subrou 
tine proceeds to the process in step S283. On the other hand, 
if the sub CPU 206 does not determine that it has received 
a variation pattern designation command from the main 
control circuit 60, the subroutine proceeds to the process in 
step S293. 
0251. In step S283, the sub CPU 206 determines an effect 
pattern, on the basis of the received variation pattern des 
ignation command. For example, in the case where the 
variation pattern designation command indicates a normal 
reach, the sub CPU 206 determines an effect pattern corre 
sponding to the normal reach and, in the case where the 
variation pattern designation command indicates a Super 
reach, it determines an effect pattern corresponding to the 
Super reach. Consequently, an effect based on the deter 
mined effect pattern is executed. After the completion of this 
process, the Subroutine proceeds to the process in step S284. 
0252) In step S284, the sub CPU 206 determines whether 
or not the variation pattern designation command indicates 
a super reach. In this process, if the Sub CPU 206 determines 
that the variation pattern designation command indicates a 
Super reach, the Subroutine proceeds to the process in step 
S285. On the other hand, if the Sub CPU 206 does not 
determines that the variation pattern designation command 
indicates a Super reach, the Subroutine proceeds to the 
process in step S291. 
0253) In step S285, the sub CPU 206 increments the 
number of reaches stored in the work RAM 210 by one and 
stores the resulting number. By carrying out the process of 
step S285, the number of reaches is counted, and the 
resultant number is stored in the work RAM 210. Upon 
completion of this process, the sequence proceeds to step 
S286. 

0254. In step S286, based upon the number of reaches 
stored in the work RAM 210, the Sub CPU 206 refers to the 
output information table stored in the program ROM 208 
(see FIG. 18), and determines whether or not the number of 
reaches has reached a predetermined number (for example, 
5 times, 10 times, and the like). In this process, when it is 
determined that the reach number has reached the predeter 
mined number, the sequence proceeds to step S287. In 
contrast, when it is determined that the reach number has not 
reached the predetermined number, the sequence proceeds to 
step S291. 
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0255. In step S287, the sub CPU 206 refers to an output 
information table (see FIG. 18) and extracts output infor 
mation according to the number of reaches. FIG. 18 is a view 
illustrating an exemplary output information table. In the 
output information table, as illustrated in FIG. 18, the 
number of reaches is associated with output information 
(URLs). After the completion of this process, the sub CPU 
206 proceeds to the process in step S288. 

0256 In step S288, the sub CPU 206 encodes the output 
information generated in step S287 in to a two-dimensional 
code. The encoding process will be described later. After the 
completion of this process, the sub CPU 206 proceeds to the 
process in step S289. 

0257). In step S289, the sub CPU 206 stores the two 
dimensional code generated in step S288 in the work RAM 
210. After the completion of this process, the sub CPU 206 
proceeds to the process in step S290. 

0258. In step S290, the sub CPU 206 reads a two 
dimensional code display pattern data from the program 
ROM 208 and transmits it to the display control circuit 250. 
Thereafter, the Sub CPU proceeds to the process in step 
S291. 

0259. In step S291, the sub CPU 206 determines whether 
or not the variation pattern designation command is indica 
tive of the generation of a special gaming state. In this 
process, when it is determined that the variation pattern 
designation command allows the generation of a special 
gaming state, the Sub CPU 206 proceeds to the process in 
step S292. In contrast, when it is determined that the 
variation pattern designation command is not indicative of 
the generation of a special gaming state, the present Sub 
routine is completed. 

0260. In step S292, the sub CPU 206 clears the number 
of reaches stored in the work RAM 210 as data to be set to 
Zero. Thereafter, the subroutine ends. Instep S282, if the sub 
CPU 206 determines that it has not received a variation 
pattern designation command, it conducts a process accord 
ing to received commands in step 293 and, thereafter, the 
Subroutine ends. 

0261 FIG. 19 is a flowchart illustrating the subroutine of 
the encoding process which is called up and conducted in 
step S287 in the subroutine illustrated in FIG. 17. 

0262 First, the sub CPU 206 sets the output information 
(URL) stored in the program ROM 208 in the work RAM 
210 (step S400). In the figure, there is illustrated “http:// 
*** ***.001.htm” as an example of output information. 

0263) Next, the sub CPU 206 generates a mode identifier 
corresponding to the type of characters of the output infor 
mation (for example, numerical characters, alphanumeric 
characters, Chinese characters), in the work RAM 210 (step 
S401). 

0264. Next, the Sub CPU 206 generates a number-of 
characters identifier according to the number of characters of 
the output information, in the work RAM 210 (step S402). 

0265 Next, the sub CPU 206 conducts a process for 
binarizing the output information (step S403). Next, the sub 
CPU206 conducts a process for adding an end pattern to the 
data obtained from steps S401 to S403 (step S404). 
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0266) Next, the Sub CPU 206 conducts code language 
conversion on the data obtained in step S404 (step S405), 
then generates an error correction code language on the basis 
of the data obtained in step S405 and adds it to the data 
obtained in step S405 (step S406). Next, the sub CPU 206 
conducts a process for binarizing the data obtained in step 
S406 and arranging it in a matrix shape (step S407). 
0267 Next, the sub CPU 206 conducts a process for 
masking the data obtained in step S407 with a predetermined 
pattern (step S408). Next, it conducts a process for adding 
format information including an error correction level and a 
mask identifier (step S409) and generates a two-dimensional 
code (step S410). The generated two-dimensional code is 
stored in the work RAM 210. Thereafter, this subroutine 
ends. 

0268 While, in the first embodiment, there has been 
described a case where only an URL as output information 
is encoded (coded) into a two-dimensional code, output 
information and other data (for example, data indicative of 
the machine model of the gaming machine, data uniquely 
allotted for the gaming machine for identification of the 
gaming machine itself or the like) may be encoded in the 
first aspect of the present invention. 
0269 FIG. 20 is a flowchart illustrating the subroutine of 
the display control process conducted in the display control 
circuit. 

0270. The VDP 212 generates a screen image according 
to various types of data transmitted from the sub CPU 206. 
0271 When the VDP 212 has received no effect pattern 
data from the sub CPU 206 (step S300: NO), it extracts a 
demonstration image from the image data ROM 216, on the 
basis of a demonstration display command, and stores it in 
the buffer (step S301). 
0272. When the VDP 212 has received an effect pattern 
data from the sub CPU 206 (step S300: YES), it extracts an 
effect image from the image data ROM 216, on the basis of 
the effect pattern data, and stores it in the buffer (step S305). 
The effect image includes effect identification information 
images representing the aforementioned effect identification 
information. 

0273. After conducting the process in step S301 or the 
step S305, if the VDP 212 has received a two-dimensional 
code display pattern data (step S320: YES), it extracts a 
two-dimensional code from the work RAM 210 and stores 
it in the buffer (step S321). At this time, the two-dimensional 
code is stored such that it is superimposed on the effect 
image which has been extracted and stored in the buffer in 
step S301 or the step S305. 
0274 Thereafter, when the timing of completion of dis 
playing of the two-dimensional code comes (step S323: 
YES), the two-dimensional code display pattern data is 
cleared (step S324). 
0275. Then, at every predetermined timing (for example, 
at every /30-seconds) (step S307: YES), the screen image is 
output to the liquid crystal display device 32 (step S308). As 
a result, a two-dimensional code 92 is displayed on the 
liquid crystal display device 32, as illustrated in FIG. 6. 
0276 On the other hand, when the predetermined timing 
has not come (step S307: NO), the subroutine returns to the 
process in step S307. 
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0277. Thereafter, when the effect has not been completed 
(step S310: NO), the subroutine returns to the process in step 
S300. On the other hand, if the effect has been completed 
(step S310: YES), the effect pattern data is cleared (step 
S311) and the subroutine returns to the process in step S300. 
0278 FIG. 21 is a block diagram illustrating the internal 
structure of the portable telephone illustrated in FIG. 1. 
0279. The portable telephone 400 corresponds to the 
portable terminal device according to the present invention. 
0280 The portable telephone 400 includes an operating 
portion 404, a liquid crystal display panel 406, a CCD 
camera 408 as an image pickup means, a wireless commu 
nication portion 410, a sound circuit 412, a speaker 414, a 
microphone 416, a transmission/reception antenna 418, a 
nonvolatile memory 420, a microcomputer 422 and a sec 
ondary battery 424. 
0281. The wireless communication portion 410 performs 
transmission and reception to and from a base station, by 
using radio waves as media, through the transmission/ 
reception antenna 418, under the control of the microcom 
puter 422. The sound circuit 412 outputs, to the speaker 414, 
reception signals output from the wireless communication 
portion 410 through the microcomputer 422 and also outputs 
Sound signals output from the microphone 416, as Sound 
signals, to the wireless portion 410 through the microcom 
puter 422. 
0282. The speaker 414 converts the reception signals 
output from the sound circuit 412 into reception sounds and 
outputs them, and the microphone 416 converts transmission 
Sounds generated by an operator into Sound signals and 
outputs them to the sound circuit 412. 
0283 The CCD camera 408 is capable of capturing the 
two-dimensional code 92 displayed on the liquid crystal 
display device 32 of the pachinko gaming machine 10 and 
the image data resulted from the capturing it is stored in the 
nonvolatile memory 420. While, in the first embodiment, 
there will be described a case where the CCD camera is 
employed as the image pickup means, the image pickup 
means is not particularly limited and may be, for example, 
a CMOS sensor camera, in the first aspect of the present 
invention. 

0284. The nonvolatile memory 420 stores, in a nonvola 
tile manner, various types of data, Such as image data 
generated by capturing the two-dimensional code 92 with 
the CCD camera 408, image data for waiting images, Sound 
data for cellular phone ring melodies, and various types of 
programs. 

0285) The secondary battery 424 supplies electric power 
to the respective circuits. The microcomputer 422 is consti 
tuted by a CPU, a ROM and a RAM and conducts, for 
example, a phone sending/receiving processing, e-mail gen 
erating/sending/receiving processing, Internet processing 
and the like. The transmission/reception of e-mails and the 
transmission/reception of data via the Internet are performed 
by the microcomputer 422, through the wireless communi 
cation portion 410 and the transmission/reception antenna 
418. 

0286 The microcomputer 422 downloads predetermined 
programs from the server 600 via the Internet, on the basis 
of a predetermined command input through the operating 
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portion 404 and stores them in the nonvolatile memory 420. 
Then, the microcomputer 422 reads the aforementioned 
program from the nonvolatile memory 420 and executes 
them to provide the following functions (A) to (B). 
0287 (A) The microcomputer 422 recognizes a two 
dimensional code from image data generated by capturing 
the two-dimensional code 92 with the CCD camera 408 and 
generates output information from the recognized two 
dimensional code. 

0288 (B) The microcomputer 422 transmits the output 
information generated as in the aforementioned (A) to the 
server 600, via the Internet, through the wireless communi 
cation portion 410 and the transmission/reception antenna 
418. 

0289 While, in the first embodiment, there will be 
described a case where the portable telephone 400 down 
loads programs from the server 600. Such programs may be 
previously stored (pre installed) in the nonvolatile memory 
420 of the portable telephone 400. 
0290 FIG. 22 is a block diagram illustrating the internal 
Structure of the server illustrated in FIG. 1 The server 600 
includes a CPU 601 as a calculation processing device, a 
ROM 602, a RAM 603, a communication interface circuit 
604 for communication with the portable telephone 400 via 
the Internet, and a hard disk drive 605. 

0291. The hard disk drive 605 stores plural types of 
premium data, for example, image data for waiting images 
representing characters appearing in effects in the pachinko 
gaming machine 10, music data for cellular phone ring 
melodies which are made of BGMs in the pachinko gaming 
machine 10 and the like. The premium data is not limited to 
these examples and may be, for example, information about 
games. Further, the hard disk drive 605 stores a premium 
data table. 

0292. On receiving the output information and the ID 
data of the portable telephone 400 from the portable tele 
phone 400, the CPU 601 refers to the premium data table 
(see FIG. 24) stored in the hard disk drive 605, on the basis 
of the aforementioned output information, and selects pre 
mium data associated with the aforementioned output infor 
mation. Next, the CPU 601 extracts the selected premium 
data, from plural types of premium data stored in the hard 
disk drive 605. Then, the CPU 601 transmits the premium 
data extracted from the hard disk drive 605, to the portable 
telephone 400, via the Internet. 

0293. Further, the hard disk drive 605 stores programs to 
be downloaded to the portable telephone 400. On receiving 
a request signal for downloading a program thereto from the 
portable telephone 400, the CPU 601 reads the program 
from the hard disk drive 605 and transmits the program to 
the portable telephone 400 through the communication 
interface circuit 604 via the Internet. 

0294 FIG. 23 is a flowchart illustrating a process con 
ducted by the portable telephone and the server. 

0295 First, the microcomputer 422 included in the por 
table telephone 400 drives the CCD camera 408 as an image 
pickup means, on the basis of a command input through the 
operating portion 404, and the CCD camera 408 captures a 
two-dimensional code 92 included in a screen image dis 
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played on the liquid crystal display device 32 of the 
pachinko gaming machine 10 (step S800). 
0296. Then, the microcomputer 422 stores the image data 
obtained in step S800 in the nonvolatile memory 420 (step 
S801). 
0297. Then, the microcomputer 422 conducts two-di 
mensional code recognition process (step S802) to recognize 
the two-dimensional code from the image data obtained in 
step S800 and generates output information from the rec 
ognized two-dimensional code. The two-dimensional code 
recognition process will be described in detail later. 
0298 Next, the microcomputer 422 transmits the output 
information resulted from the two-dimensional code recog 
nition process in step S802 along with the ID data of the 
portable telephone 400, to the server 600, through the 
wireless communication portion 410 and the transmission/ 
reception antenna 418, via the Internet (step S803). 
0299. On receiving the output information and the ID 
data of the portable telephone 400, via the Internet from the 
portable telephone 400, the CPU 601 included in the server 
600 stores the output information and the ID data in the hard 
disk drive 605 (step S601). 
0300. Then, on the basis of the output information, the 
CPU 601 refers to the premium data table (see FIG. 24) 
stored in the hard disk drive 605 and extracts, from the hard 
disk drive 605, premium data corresponding to the output 
information (step S602). 
0301 FIG. 24 is an exemplary premium data table. 
0302) In the premium data table, as illustrated in FIG. 24. 
output information and premium data are associated with 
each other. 

0303) Next, the CPU 601 transmits the premium data 
extracted in step S602 to the portable telephone 400 (step 
S605). At this time the CPU 601 functions as a transmission 
means for transmitting the premium data extracted in step 
S602 to the portable telephone 400. 
0304. The microcomputer 422 in the portable telephone 
400 stores the premium data transmitted from the server 600 
in the nonvolatile memory 420 (step S804). As a result, the 
player can acquire the premium data. 
0305 FIG. 25 is a flowchart illustrating the two-dimen 
sional code recognition process which is called up and 
conducted in step S801 in the process illustrated in FIG. 23. 
0306 First, the microcomputer 422 conducts an image 
conversion process on the image data stored in the nonvola 
tile memory 420 (step S700). The image converting process 
is a process for extracting image data of the region in which 
a two-dimensional code is displayed, from image data 
generated by capturing a two-dimensional code, then per 
forming corrections of the inclination and the distortion 
thereon and converting the image data into a monochrome 
image with a predetermined threshold value to generate 
image data including a frontward-faced two-dimensional 
code. 

0307 Next, the microcomputer 422 extracts the two 
dimensional code from the image data obtained in step S700 
and performs corrections such as noise elimination (step 
S701). 
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0308) Next, the microcomputer 422 conducts a binariza 
tion process on the two-dimensional code obtained in step 
S701 to substitute “0” or “1” for the respective dots consti 
tuting the two-dimensional code (step S702) and then gen 
erates binarized matrix data (step S703). 
0309 Next, the microcomputer 422 decodes the bina 
rized matrix data (step S704) and generates output informa 
tion (step S705). Subsequently, this subroutine ends and the 
process proceeds to step S803 in the flowchart illustrated in 
FIG. 23. 

0310. As described above, when the portable telephone 
400 transmits the output information and the ID data of the 
portable telephone 400 to the server 600 (FIG. 23, step 
S803), the premium data corresponding to the output infor 
mation is transmitted to the portable telephone 400 (FIG. 23. 
step S605) and the premium data is stored in the nonvolatile 
memory 420 included in the portable telephone 400. As a 
result, for example, an image as illustrated in FIG. 26 is 
displayed on the liquid crystal display panel 406 included in 
the portable telephone 400. 
0311 FIG. 26 is a view illustrating an exemplary image 
being displayed on the liquid crystal display panel 406 of the 
portable telephone 400. This image is a waiting image 
obtained by capturing a two-dimensional code 92 through 
the portable telephone 400 and transmitting output informa 
tion, which is generated from the resultant image data in the 
portable telephone 400, to the server 600. 

0312. In accordance with the first embodiment, a two 
dimensional code 92 is displayed on the pachinko gaming 
machine 10 in response to the number of reaches that are 
generated before the occurrence of a special gaming state, 
and the player is allowed to capture the image of the 
two-dimensional code 92 by using the CCD camera 408 of 
a cellular phone 400, and by sending output information 
(URL) generated from the two-dimensional code 92 to the 
server 600 by the cellular phone 400, the player is allowed 
to obtain, for example, image data for waiting images, music 
data used for cellular phone ring melodies and the like, as 
premium data in accordance with the output information. In 
this manner, in accordance with the first embodiment, since 
premium data can be supplied in accordance with the 
number of reaches generated before the occurrence of a 
special gaming state, it is possible to increase pleasure and 
satisfaction of the player by the two-dimensional code 92 
thus displayed; therefore, for example, even in the case 
where the special gaming state has not been generated for a 
long time, by displaying the two-dimensional code 92, it is 
possible to reduce the dissatisfaction and displeasure that the 
player bears. 
0313 Moreover, the first aspect of the present invention 
may adopt the following configuration: The gaming machine 
is characterized by including: display means (for example, a 
liquid crystal display device 32) capable of displaying an 
image; a gaming board (for example, a gaming board 14) 
having a gaming area on which gaming balls are allowed to 
roll (for example, a gaming area 15); starting area detection 
means (for example, a starting winning ball sensor 116 or 
117) that detects a gaming ball that has passed through a 
starting area (for example, a starting opening 25 or 44) 
placed on the gaming area, determining means (for example, 
main CPU 66) that determines whether or not a special 
gaming state be generated upon detection of a gaming ball 
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by the starting area detection means; reach determining 
means (for example, a main CPU 66) that determines 
whether or not a reach state be generated based upon the 
contents of the determination by the determining means; 
reach state generation means (for example, a sub CPU 206) 
that generates a reach state in accordance with the content of 
the determination by the reach determining means; count 
means (for example, a sub CPU 206) that counts the number 
of reach states generated by the reach state generation means 
up to the occurrence of a special gaming state as the number 
of reaches; and display control means (for example, a 
display control circuit 250) which, on the occasion that the 
number of reaches counted by the count means has reached 
a predetermined number or more, displays an output infor 
mation image including predetermined output information 
on the display means. 

0314 Moreover, in the first embodiment, on the occasion 
that the number of reaches generated before the occurrence 
of a special gaming state has reached any one of a plurality 
of predetermined numbers (for example, 5 times, 10 times, 
. . . ) that have been set stepwise, a two-dimensional code 92 
including output information corresponding to the predeter 
mined number is displayed on the pachinko gaming machine 
10 (see FIG. 18); therefore, even in the case where only 
reaches have been generated many times without the occur 
rence of a special gaming state, more output information can 
be prepared so that it becomes possible to reduce the 
dissatisfaction and displeasure that the player bears. 

0315. The first embodiment has discussed a case where 
the condition that triggers the display of the output infor 
mation image is given as the fact that the number of reaches 
generated before to the occurrence of a special gaming state 
has reached a predetermined number; however, the first 
aspect of the present invention is not limited thereto. With 
respect to the condition that triggers the display of the output 
information image, for example, the fact that the number of 
reaches generated during a predetermined period of time 
before the occurrence of a special gaming state has reached 
a predetermined number of times may be adopted. 

0316. In the present invention, an output information 
image can include time-limited information. Namely, the 
gaming machine can display a two-dimensional code which 
is created by coding data indicative of output information 
and the current time and date. Further, on receiving or 
generating output information based on a two-dimensional 
code and data indicative of the time and date of the current, 
the server determines whether or not a predetermined time 
(for example, one day, one week and the like) has elapsed, 
on the basis of the time and date of reception or generation 
of these data and the time and date when the output 
information was coded into the two-dimensional code. If the 
server determines that a predetermined time has elapsed, it 
does not transmit premium data to the portable telephone 
and may transmit, thereto, data for displaying an image 
indicative of expiration of limitation period on the portable 
telephone. 

0317 Further, in the present invention, the gaming 
machine may display a two-dimensional code which is 
generated by coding data indicative of output information 
and the current time and date. Further, on receiving or 
generating output information based on a two-dimensional 
code and data indicative of the time and date of the current, 
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the server determines whether or not it has received output 
information associated with the two-dimensional code 
which was displayed at the same time, on the basis of the 
output information, the data indicative of the time and date 
of the current time and the ID data of the portable telephone. 
Preferably, if the server determines that it has received 
output information associated with the two-dimensional 
code which was displayed at the same time, it does not 
transmit premium data to the portable telephone. This can 
prevent premium data from being acquired unrighteously by 
transmitting output information which was generated by 
capturing a two-dimensional code only a single time to the 
server plural times 

Second Embodiment 

0318. Hereinafter, a preferred embodiment of the second 
aspect of the present invention will be described with 
reference to the drawings. In the following description of the 
embodiment, there will be described a case where the 
present invention is applied to a first type of a pachinko 
gaming machine (also referred to as “digi-pachi') as a 
preferred embodiment of a gaming machine according to the 
present invention. 
0319. A gaming machine relating to the second embodi 
ment has the same structure as the gaming machine relating 
to the first embodiment, except for the following points. 
Therefore, in the second embodiment, constituents corre 
sponding to those of the gaming machine according to the 
first embodiments are described, being provided with the 
same numerals/symbols as those provided to the correspond 
ing constituents in the first embodiments. 
(System Structure) 
0320 First, referring to FIGS. 1 to 27, the following 
description will discuss the outline of the system. Here, 
since FIG. 1 has been discussed in the first embodiment, 
only the points different from those of the first embodiment 
will be explained. FIG. 27 illustrates the system structure in 
accordance with the second embodiment. This system 1 is 
constituted by a pachinko gaming machine 10 that functions 
as a display device, a portable terminal device 400 functions 
as a receiver device capable of receiving an output infor 
mation image, and a server 600 capable of transmitting and 
receiving information to and from the portable terminal 
device 400 through the Internet 500. 
0321) In the system 1, which will be described later in 
detail, when it is detected that the number of games has 
exceeded a predetermined number of times by the detection 
means (main CPU 66 (see FIG. 34)) inside the pachinko 
gaming machine 10, an output information image (for 
example, an image. Such as a two-dimensional code 300) in 
which predetermined information Such as a service point and 
gaming information is coded is displayed on the pachinko 
gaming machine 10. Here, in the second embodiment, “the 
number of games' refers to the number of “special symbol 
games'. The two-dimensional code 300 is captured by a 
portable terminal device 400 with a camera such as a CCD 
camera functioning as a receiver device. The portable ter 
minal device 400 generates output information based upon 
the two-dimensional code 300. Moreover, the portable ter 
minal device 400 transmits the output information thus 
generated to the server 600 through the Internet 500. Upon 
receipt of this output information, extracting means (micro 
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computer 610 (see FIG. 41)) inside the server 600 extracts 
the information (for example, premium data Such as cellular 
phone ring melodies) corresponding to the output informa 
tion from the information storing means (hard disk drive 620 
(see FIG. 41)). The transmission means inside the server 600 
(communication interface 650 (see FIG. 41)) transmits the 
information to the portable terminal device 400 through a 
communication line. 

0322 For this reason, the player captures the image of the 
output information image by the image pickup means (CCD 
camera 480) of the portable terminal device 400, and by 
transmitting the output information generated from the out 
put information image (two-dimensional code 300) to the 
server 600 through the portable terminal device 400, the 
player is allowed to obtain various pieces of information 
corresponding to the output information, Such as service 
points, gaming information and a gaming program. In other 
words, in the case where no special gaming has been 
executed during normal games, in order to compensate for 
the dissatisfaction and irritation that the player tends to bear, 
the player is allowed to obtain the displayed output infor 
mation image. Therefore, in the second aspect of the present 
invention, under circumstances in which the player tends to 
feel dissatisfaction and irritation, the output information 
image is displayed by the display means, and the predeter 
mined information is given to the player so that the player 
is allowed to have higher satisfaction and continuous desire 
for the game even during a long course of normal games. 

(Structure of Gaming Machine) 
0323 Referring to FIGS. 2 to 5 as well as FIGS. 28 to 30, 
the following description will discuss the outline of a 
gaming machine in accordance with the second embodi 
ment. Here, since FIGS. 2 to 5 have been discussed in the 
first embodiment, only the points different from those of the 
first embodiment will be explained. FIG. 28 is a perspective 
view that shows the outline of the pachinko gaming machine 
10 in accordance with the second embodiment. FIG. 29 is an 
exploded perspective view that shows the outline of the 
pachinko gaming machine 10 in accordance with the second 
embodiment. Moreover, FIG. 30 is a front view that shows 
the outline of the pachinko gaming machine 10 in accor 
dance with the present embodiment. 
0324. As illustrated in FIG. 28 and 29, the pachinko 
gaming machine 10 is constituted by a main body frame 12 
having an opening 12a formed through its front Surface, 
various types of components placed within the opening 12a 
of the main body frame 12, and a door 11 pivotally and 
openably mounted to the main body frame 12 at the front 
side thereof. On the front face of the main body frame 12, 
an upper tray 20, a lower tray 22, a launching handle 26 and 
a reading device 50 are arranged. 

0325 As will be described later, a liquid crystal display 
device 32 as display means for displaying an effect image, 
a spacer 31, a gaming board 14 and the like are placed inside 
the opening 12a of the main body frame 12. Moreover, a 
round number display 51 as round number display means is 
placed in the vicinity of the upper right end of the outer rail 
30a on the gaming board 14. 
0326. The liquid crystal display device 32 has a display 
region 32a capable of displaying images relating to games. 
Various images, such as an effect image for use in effect and 
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decoration images for use in decoration, are displayed on the 
display region 32a in the liquid crystal display device 32. In 
particular, an effect image for use in effect is displayed on 
the display region 32a in the liquid crystal display device 32 
during a special gaming state after a transition to a big-hit 
gaming state. 
0327 Here, in FIG. 29, for convenience of explanation, a 

first warp path 47 installed on the back surface portion of the 
gaming board 14 is shown. The first warp path 47 is made 
of a transparent material and is provided for transferring 
gaming balls which entered a winning opening 24 (see FIG. 
30) to a second warp path 49 which will be described later 
(see FIG. 30). 
0328. At the periphery of the shooting handle 26, there is 
provided an operating switch 264. The reading device 50 is 
provided near the lower left portion of the main body frame 
12. 

0329. The player can place the two-dimensional code 300 
displayed on the liquid crystal panel 460 (see FIG. 27) of the 
portable terminal device 400 oppositely to the reading 
device 50 and can push the operating switch 264 for causing 
the reading device 50 to read the two-dimensional code 300. 
0330. On the display region 32a of the liquid crystal 
display device 32 placed behind the gaming board 14 (in the 
side of the back Surface thereof), an effect image relating to 
a special symbol being displayed on the aforementioned 
special symbol display device 33 shown in FIG. 4 is 
displayed. 
0331 For example, during the variable display of special 
symbols on the special symbol display device 33, symbols 
(that is, identification information for use in effect; for 
example, figures from “0” to “9), made of figures, marks 
and the like are variably displayed for each of a plurality of 
symbol columns (three columns, in the second embodi 
ment). Moreover, the special symbol that has been variably 
displayed on the special symbol display device 33 is stop 
displayed, with the identification information for use in 
effect is also stop-displayed in the display region 32a of the 
liquid crystal display device 32. 
0332 Further, if a specific numerical symbol (for 
example, a numerical symbol of “7”) is statically displayed 
as a special symbol on the special symbol display device 33, 
an effect image which notifies the player of the occurrence 
of a big hit is displayed on the display region 32a of the 
liquid crystal display device 32. More specifically, if a 
specific numerical symbol is statically displayed as a special 
symbol on the special symbol display device 33, the com 
bination of effect identification information being displayed 
on the display region 32a of the liquid crystal display device 
32 is brought into a specific display state (for example, a 
state where anyone of the numerical numbers “1” to “9” is 
statically displayed in all the plural symbol rows), and also 
a letter image describing “Big Hit' is displayed along with 
a character image illustrating a delighting character, on the 
display region 32a of the liquid crystal display device 32. 

0333 Moreover, in the present embodiment, “reach 
state' refers to a state in which, after figure symbols have 
been stop-displayed on the special symbol display device 33 
as special symbols, two identification information images 
for effect, which have been variably displayed, are stop 
displayed on the display region 32a of the liquid crystal 
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display 32 in a predetermined mode, with the rest one of the 
identification information images is being variably dis 
played. The term “number of reaches' refers to the number 
of the reach states. 

0334] As illustrated in FIG. 30, there are provided, on the 
gaming board 14, two guide rails 30 (30a and 30b) and 
gaming members such as obstruction members 55 and 57. 
passage gates 54a and 54b, a second warp path 49, an 
obstruction member 58, a starting opening 25, a starting 
opening 44 including blade members 48, a shutter 40, a 
special winning opening 39, a number-of rounds display 
device 51, regular winning openings 56a, 56b, 56c and 56d. 
Further, at the upper portion of the gaming board 14, the 
electric decoration unit 53 including the special symbol 
display device 33, the normal symbol display device 35 and 
the like is viewable. 

0335) If a gaming ball enters the aforementioned starting 
opening 25 or the starting opening 44, the special symbol 
display device 33 starts to variably display special symbols. 
Also, if a gaming ball enters the aforementioned starting 
opening 25 or the starting opening 44 during variable 
displaying of special symbols, the execution (start) of vari 
able display of special symbols on the basis of the entry of 
the gaming ball into the starting opening 25 or the starting 
opening 44 is held until the currently-executed variable 
display of special symbols ends and a special symbol is 
statically displayed. Thereafter, when a special symbol 
which has been variably displayed is statically displayed, the 
variable display of special symbols which has been held is 
started. 

0336 Another condition (of the variable display start of 
predetermined special symbols) is that special symbols are 
stop-displayed. In other words, every time the condition of 
the variable display start of predetermined special symbols 
is satisfied, the variable display of the special symbols is 
started. In the second embodiment, the fact that a gaming 
ball has entered the starting opening 25 or 44 is defined as 
a condition of the variable display start of predetermined 
special symbols; however, not limited to this condition, 
another mode may be adopted. 
0337. In the case where a gaming ball has entered the 
starting opening 25 or the starting opening 44 during the 
variable display of special symbols, the execution (start) of 
the variable display of special symbols derived from the 
entering of a gaming ball into the starting opening 25 or the 
starting opening 44 is held. In the held state of the execution 
of the variable display of special symbols, when the special 
symbols are stop-displayed, the execution of the variable 
display of the held special symbols is started. Herein, there 
is placed an upper limit on the number of times the execution 
of the variation display of special symbols is held and, for 
example, the variation display of special symbols can be 
held up to four times as an upper limit. 
0338. During special games, the number of rounds (the 
maximum number of continuous rounds) from the first 
round to the final round game, in cases where round games 
continue as many as possible, is varied depending on the 
special symbol which is statically displayed. For example, in 
the present embodiment, if a numerical symbol of '3' is 
statically displayed on the special symbol display device 33, 
the maximum number of continuous rounds is 2 rounds and, 
if a numerical symbol of “7” is statically displayed on the 
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special symbol display device 33, the maximum number of 
continuous rounds is 15 rounds. However, the maximum 
number of continuous-rounds is not limited to 2 rounds or 15 
rounds. For example, the maximum number of continuous 
rounds may be selected from “1” to “15” rounds, through 
lottery using a number-of-rounds lottery means (the control 
circuit 60 (see FIG. 34) including a main CPU 66, which will 
be described later). 
0339. As described above, since there is provided the 
number-of-rounds display means for displaying the number 
of rounds during special games, separately from the effect 
display means for displaying effect images, it is possible to 
appropriately and clearly display the number of rounds. 

0340 Further, since the number-of-rounds display means 
is provided at the front of the liquid crystal display device 32 
which functions as effect display means for displaying 
effects relating to the number of rounds, it is possible to 
display the number of rounds more clearly, with the posi 
tional relationship between the display of the number of 
rounds and the display of the effects. 
(Explanation of Display Screen) 
0341 Moreover, on the display region 32a of the liquid 
crystal display device 32 that is one example of the display 
means for displaying an image, an effect image is displayed 
during the operation of a special game. Here, in the case 
where the number of games has exceeded a predetermined 
number of times, an output information image and an effect 
image relating to the output information image are displayed 
thereon. 

(Explanation of Output Information Image Display) 
0342 Referring to FIG. 31, the following description will 
discuss the display of the output information image (for 
example, a two-dimensional code 300) on the display region 
32a of the liquid crystal display device 32 in accordance 
with the second embodiment. After the special symbol has 
been stop-displayed on the special symbol display device 
33, on the condition that the number of games during normal 
games has exceeded a predetermined number, the main CPU 
66, which is detection means for detecting the number of 
games, displays an output information image display noti 
fication effect image used for notifying that an output 
information is to be displayed, such as "Access Code Get 
Ready for Image-Capturing, on the display region 32a of 
the liquid crystal display device 32 as the display means. 
0343. After a lapse of a predetermined period of time 
since the display of the notifying effect image, as shown in 
FIG. 31, an output information image. Such as a two 
dimensional code 300, is displayed on the display region32a 
of the liquid crystal display device 32 in a manner So as to 
be captured from the outside. Simultaneously, output infor 
mation image related effects, such as a character image 90 
like “Get Code!” and an image 92 like an arrow, are 
displayed on the display region 32a of the liquid crystal 
display device 32. 

0344) In the course of normal games executed by the 
player, when the detection means detects that the number of 
games has exceeded a predetermined number (for example, 
500 times), an output information image (for example, an 
image of a two-dimensional code and the like) including 
predetermined information, such as a service point and 

24 
Sep. 20, 2007 

gaming information, is displayed on the display means in a 
manner So as to be captured from the outside by the image 
pickup means. For this reason, in the case where no special 
gaming State has been executed during normal games, in 
order to compensate for the dissatisfaction and irritation that 
the player bears, the player is allowed to obtain the displayed 
output information image. In other words, in the second 
aspect of the present invention, under circumstances in 
which the player tends to feel dissatisfaction and irritation, 
the output information image is displayed on the display 
means, and the predetermined information is given to the 
player so that the player is allowed to have higher satisfac 
tion and continuous desire for the game even during a long 
course of normal games. 
0345) As a result of detection by the main CPU 66, that 

is, as a result of detection by the detection means, on the 
condition that the number of games in the normal gaming 
state except for the number of reaches has exceeded a 
predetermined number (for example, 300 times), a control 
ling process may be carried out so that an output information 
image (for example, a two-dimensional code 300) including 
predetermined information is displayed on the liquid crystal 
display device 32. 
0346. In this case, under circumstances in which in the 
normal gaming State, the number of games has exceeded 
predetermined times without reaches that provide expecta 
tion for a special gaming state, that is, under circumstances 
that cause the player to feel much dissatisfaction and irri 
tation, such an output information image is displayed on the 
display means; therefore, it becomes possible to alleviate the 
increased dissatisfaction of the player and also to effectively 
enhance the satisfaction of the player. 
0347 Moreover, by carrying out such a controlling pro 
cess as to display effects relating to output information 
image, such as a character image 90 and an image 92, around 
the output information image (two-dimensional code 300) 
displayed on the display region 32a of the display device 32, 
the display of the output information image is emphasized. 
For this reason, under Such a circumstance as to cause the 
player dissatisfaction and irritation, the player is allowed to 
easily recognize the displayed output information image so 
that it becomes possible to alleviate the increased dissatis 
faction of the player and also to effectively enhance the 
satisfaction of the player. 
0348 By carrying out such a controlling process as to 
display an output information image display notifying effect 
image that notifies the display of the output information 
image (for example, two-dimensional code 300) on the 
display region 32a of the display device 32 prior to the 
output information image, the player is allowed to have 
higher expectation for obtaining the output information 
image, making it possible to alleviate the increased dissat 
isfaction of the player and also to effectively enhance the 
satisfaction of the player. Here, in the second embodiment, 
the output information image is displayed after a lapse of 
predetermined time from the display of the output informa 
tion image notifying effect image; however, the second 
aspect of the present invention is not limited to this arrange 
ment, and the output information image may be displayed 
after the output information image notifying effect image 
has been displayed and the variable display of special 
symbols on the special symbol display device 33 has been 
stopped. 
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0349. In the second embodiment, the predetermined 
number with respect to the number of games during the 
operation of normal games is set to 500 times; however, the 
second aspect of the present invention is not limited to this 
arrangement, and the predetermined number can be freely 
set to 400 times, 500 times, or the like, by the manufacturer 
of the gaming machine or the manager of the gaming parlor 
by using setting means such as the main RAM 70 (see FIG. 
34) of the gaming machine 10. Moreover, in the second 
embodiment, the predetermined number of the games except 
for the number of reaches in the normal game is set to 300 
times; however, the second aspect of the present invention is 
not limited to this arrangement, and the predetermined 
number can be freely set to 200 times, 400 times, or the like, 
by the manufacturer of the gaming machine or the manager 
of the gaming parlor by using setting means Such as the main 
RAM 70 (see FIG. 34) of the gaming machine 10. For this 
reason, since it becomes difficult to predict the predeter 
mined number, the player is allowed to have higher satis 
faction upon obtaining the display of the output information 
image, making it possible to alleviate the increased dissat 
isfaction of the player and also to effectively enhance the 
satisfaction of the player. 

(Description of Two-Dimensional Codes) 

0350. With reference to FIG. 32, there will be described 
output information images displayed on the liquid crystal 
display device 32, according to the second embodiment. 
FIG. 32 is an explanation view illustrating an output infor 
mation image which is displayed in the pachinko gaming 
machine according to the second embodiment. 

0351. The output information image according to the 
second embodiment is a two-dimensional code 300 as 
illustrated in FIG. 32 and includes, as information, a shop ID 
310, a machine model ID 320, a product ID 330, information 
340 and a generation time 350. The two-dimensional code 
can include a greater amount of information than conven 
tional bar codes. The shop ID 310 is an ID indicative of the 
game arcade in which the pachinko gaming machine 10 is 
installed. The machine model ID 320 is an ID indicative of 
the machine model of the pachinko gaming machine 10. The 
product ID 330 is an ID indicative of the production number 
of the pachinko gaming machine 10. The information 340 is 
predetermined information Such as output information (the 
details will be described later). The generation time 350 
indicates the time when the output information image was 
generated. 

0352. The output information image according to the 
second embodiment includes code counterfeiting prevention 
means such as the shop ID 310, the machine model ID 320, 
the product ID 330 and the generation time 350. Accord 
ingly, the output information image indicates the game 
arcade, the machine model, the production number and the 
time where and when the output information image was 
generated, which can prevent the counterfeiting of the 
output information image. 

0353 FIG.33 illustrates an exemplary table storing plu 
ral information 340, which is stored in a program ROM 208 
(see FIG. 34). As shown in FIG. 33, patterns and the pieces 
of information 340 are associated with each other. For 
example, when pattern S1 is selected by the Sub CPU 206 
(see FIG. 34), a URL (http://***.*.*.001.htm) is supplied as 
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premium data. When pattern S2 is selected by the Sub CPU 
206 (see FIG. 34), a URL (http://***.***.002.htm) is sup 
plied as premium data. 

0354) In the second embodiment, the information 340 
corresponds to a URL for a specific home page; however, the 
second aspect of the present invention is not limited to this 
arrangement. The information 340 may be prepared as 
image data for waiting images, music data for cellular phone 
ring melodies and the like. Moreover, the information 340 
maybe prepared as a service point and gaming information. 
The information 340 may be various programs, such as 
game programs. 

0355 Thus, in the course of normal games executed by 
the player, when the detection means detects that the number 
of games has exceeded a predetermined number, an output 
information image (for example, an image such as a two 
dimensional code 300) including predetermined informa 
tion, Such as a service point and gaming information, is 
displayed on the display means in a manner So as to be 
captured from the outside by the image pickup means. For 
this reason, in the case where no special gaming state has 
been executed during normal games, the present invention 
allows the player to obtain a displayed output information 
image in order to compensate for the dissatisfaction and 
irritation that the player bears. In other words, in the second 
aspect of the present invention, under circumstances in 
which the player tends to feel dissatisfaction and irritation, 
the output information image is displayed on the display 
means, and the predetermined information is given to the 
player so that the player is allowed to have higher satisfac 
tion and continuous desire for the game even during a long 
course of normal games. 
0356. Further, while, in the present embodiment, two 
dimensional codes are realized by employing specifications 
Such as QR codes (registered trademark), the present inven 
tion is not limited to two-dimensional codes (registered 
trademark) and may employ other specifications such as 
DataMatrix (registered trademark). 
(Electrical Structure of Gaming Machine) 
0357 Referring to FIGS. 9 and 34, the following descrip 
tion will discuss the controlling circuit of the pachinko 
gaming machine 10 in accordance with the second embodi 
ment. Here, since FIG. 9 has been explained in the first 
embodiment, only the different points from the first embodi 
ment will be explained. FIG. 34 is a block diagram that 
shows the control circuit of the pachinko gaming machine 
10 of the second embodiment. 

0358. The main control circuit 60 functions as game 
controlling means. 

0359 The main ROM 68, the main RAM 70 and the like 
are connected to the main CPU 66 and, the main CPU 66 has 
the function of performing various types of processes in 
accordance with programs stored in the main ROM 68. As 
described above, the main CPU 66 functions as various 
means as will be described later, Such as special game 
execution means and lottery means. 
0360 The main ROM 68 stores a program that allows the 
main CPU 66 to control the operations of the pachinko 
gaming machine 10, and in addition to this, also stores 
various tables, such as a big-hit deciding table that is 
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referred to upon determining a big-hit through a random 
number lottery and an effect condition selection table that is 
referred to upon selecting an effect. 

0361. In the main RAM 70, there are positioned a control 
state flag, a specific region passage flag, a big-hit determi 
nation random number counter, a big-hit symbol determi 
nation random number counter, a failure symbol determi 
nation random number counter, an effect condition selection 
random number counter, a number-of-special-winning 
opening-opens counter, a special winning opening entry 
counter, a number-of-rounds display counter, a number-of 
rounds display device effect starting counter, a waiting time 
timer, a special winning opening open time timer, data 
indicative of the number of holds relating to special sym 
bols, data indicative of the number of holds relating to 
normal symbols, a number of game counter, a number of 
failure game counter, a number of game constant, a number 
of failure game constant, a reach symbol deciding random 
number counter, data for transmitting commands to a Sub 
control circuit 20 which will be described later, variables and 
the like. 

0362. The number-of-rounds display device effect start 
ing counter is used for determining whether or not the 
display of the number-of-rounds is conducted while the 
normal games are being executed. The number-of-games 
counter is used for indicating the number of games in the 
course of normal games. Moreover, the number-of-failure 
games counter is used for indicating the number of games 
except for the number of reaches in the course of normal 
games. The game number constant is a constant used for 
determining the number of games in the course of normal 
games. The game number constant is a constant used for 
determining the number of games except for the number of 
reaches while the normal games are being executed. The 
reach symbol deciding random number counter is a counter 
used for determining a reach state. 

0363) The sub control circuit 200 is constituted by a sub 
CPU 206, a program ROM 208 as storage means, a work 
RAM 210, a display control circuit 250 as display control 
means for carrying out display controls on the liquid crystal 
display device 32, a voice control circuit 230 for controlling 
Sound generated from the speaker 46 and a lamp control 
circuit 240 for controlling the lamps 132. The sub control 
circuit 200 executes effects in accordance with the progress 
of the game in response to instructions from the main control 
circuit 60. The sub CPU 206 is connected to the program 
ROM 208, the work RAM 210, the reading device 50 and 
the like. The Sub CPU 206 is allowed to function as various 
means, which will be described later. 

0364 The program ROM 208 stores programs for con 
trolling game effects in the pachinko gaming machine 10 on 
the sub CPU 206 and also stores various types of tables such 
as a table used for making determinations relating to effects, 
an output information image display notification effect pat 
tern, an output information image display timer, an output 
information image-related information pattern, output infor 
mation image patterns, the shop ID 310, the machine model 
ID 320, and the product ID 330. The output information 
image patterns are patterns of output information images 
associated with image data for waiting images, music data 
for cellular phone ring melodies, URL data, various types of 
programs and the like. Moreover, the program ROM 208 
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also stores an output information image display timer used 
for determining a period of time up to the display of the 
output information image or the like after the output infor 
mation image display notifying effect has been given. 
0365. The VDP 212 reads, from the image data ROM 
216, various types of image data Such as effect identification 
information image data, background image data, effect 
image data, and the like in response to image displaying 
commands sent from the sub CPU 206, and generates image 
data to be displayed on the liquid crystal display device 32. 
The VDP 212 Superimposes the generated image data on one 
another in order from image data to be placed at a rearmost 
position, then stores them in a buffer and then sends it to the 
D/A converter 218 at predetermined timing. The D/A con 
verter 218 converts the image data into image signals and 
sends the image signals to the liquid crystal display device 
32 to cause an image to be displayed on the liquid crystal 
display device 32. 
0366) The reading device 50 includes a CCD camera 266 
for capturing a two-dimensional code 300 displayed on the 
liquid crystal panel 460 of the portable terminal device 400, 
an image processing circuit 268 for executing various types 
of processes on image data obtained by capturing the 
two-dimensional code 300 through the CCD camera 266, a 
buffer 269 for temporarily storing the image data obtained 
by capturing the two-dimensional code 300 through the 
CCD camera 266, and a reading device control circuit 262 
including a CPU (not shown) for controlling the operations 
of the CCD camera 266 and the image processing circuit 268 
on receiving reading command signals from the operating 
switch 264. 

0367 The player makes the two-dimensional code 300 
displayed on the liquid crystal panel 460 (see FIG. 27) of the 
portable terminal device 400 face to face with the reading 
device 50 so that by pressing the operation switch 264, the 
two-dimensional code 300 can be read by the reading device 
SO. 

0368. In other words, upon receipt of a reading request 
signal from the operation switch 264, the CPU in the reading 
control circuit 262 drives the CCD camera 266 so that the 
two dimensional code 300 displayed on the liquid crystal 
panel 460 of the portable terminal device 400 is captured by 
the CCD camera 266; thus, the resulting image data is stored 
in the buffer 269. Next, the CPU in the reading device 
control circuit 262 operates the image-processing circuit 268 
to carry out various processes on image data stored in the 
buffer 269 and generate data from the image data. Moreover, 
the CPU in the reading device control circuit 262 transmits 
the generated data to the sub control circuit 200. The 
generated data includes image data for waiting images, 
music data for cellular phone ring melodies, URL data and 
various programs. 
0369. Herein, the structure of the reading device 50 is not 
limited to the aforementioned example and it is possible to 
employ any conventionally-known devices capable of read 
ing output information image Such as two-dimensional 
codes 300b. 

(Operation of Gaming Machine) 

0370 Referring to FIGS. 8 to 20 as well as FIGS. 35 to 
40, the following description will discuss operations to be 
executed on a pachinko gaming machine 10 in accordance 
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with the second embodiment. Moreover, FIGS. 11 and 37 
explain the state of transition of special symbol controlling 
processes (FIGS. 10 and 36) that are executed in the 
pachinko gaming machine 10. With respect to FIGS. 8 to 20, 
since the explanation thereof has been given in the first 
embodiment, only the points different from the first embodi 
ment will be discussed. 

0371. Here, the main process of the second embodiment 
is the same as that of the first embodiment, which has been 
described by reference to FIG. 8; therefore, only the points 
different from the first embodiment will be discussed. 

0372. As will be described by reference to FIG. 36 later 
in detail, in step S15, special symbol controlling processes, 
which relate to the progress of a special symbol game, the 
special symbols displayed on the special symbol display 
device 33 and identification information for effects dis 
played on the liquid crystal display device 32, are executed. 
0373) Referring to FIGS.9 and 35, the following descrip 
tion will discuss a system timer interruption process in the 
second embodiment. Since FIG.9 has been explained in the 
first embodiment, only the points different from the first 
embodiment will be discussed. FIG. 35 is a flowchart that 
shows the sequence of system timer interruption processes. 

0374. In step S42, the main CPU 66 executes random 
number updating processes so that the count value of each 
of the big-hit deciding random counter, the big-hit symbol 
deciding random number counter, the round-number display 
effect starting counter and the like is incremented by “1”. 
0375 Instep S47, command output process is conducted. 
In this process, the main CPU 66 transmits various types of 
commands to the sub control circuit 200. Specifically, these 
various kinds of commands include a demonstration display 
command, an effect-use stop symbol designating command 
indicative of the kinds of identification information for 
effects that are stop-displayed on the left column, middle 
column and right column, a variable pattern specifying 
command that defines a variable pattern of identification 
information for effects, an output information image display 
command and the like. 

0376 Referring to FIGS. 10 and 36, the following 
description will discuss the special symbol controlling pro 
cess in the second embodiment. Since FIG. 10 has been 
explained in the first embodiment, only the points different 
from the first embodiment will be discussed. FIG. 36 is a 
subroutine that is executed in step S15 of FIG. 8. 
0377. In step S73, a special symbol variation time man 
agement process is conducted. In the process, the control 
state flag has a value (01) indicative of special symbol 
variation time management and, after the elapse of a varia 
tion time, the main CPU 66 sets the control state flag to a 
value (02) indicative of special symbol display time man 
agement and also sets the waiting time timer to a post 
determination waiting time (for example, one second). 
0378. In step S74, a special symbol display time man 
agement process is conducted. In this process, the control 
state flag has the value (02) indicative of special symbol 
display time management and, after the elapse of the post 
determination waiting time, the main CPU 66 determines 
whether or not a big hit occurs. If a big hit occurs, the main 
CPU 66 sets the control state flag to a value (03) indicative 
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of big-hit starting interval management and also sets the 
waiting time timer to a time corresponding to a big-hit 
starting interval (for example, 10 seconds). Namely, the 
process in step S75 is set to be conducted, after the elapse 
of the time corresponding to the big-hit starting interval. On 
the other hand, if a big hit does not occur, the main CPU 66 
sets the control state flag to a value (08) indicative of the 
completion of special symbol games. Namely, the process in 
step S80 is set to be conducted. 
0379. In the processes of steps S75 to S80, the main CPU 
66 functions as a special game executing means for execut 
ing a special game. 
0380. In step S76, a round-number display controlling 
process is executed. In the process, the lamp control circuit 
76 controls the display of the number of rounds display 
device 51 based on a number-of-rounds display control 
signal, if received the number-of-rounds display control 
signal. In this manner, the lamp control circuit 76 is one 
example of main control means for controlling the display of 
the number-of-rounds in the number-of-rounds display 
means during the execution of the special game. 
0381. In step S79, a special winning opening residual ball 
monitoring process is conducted. In this process, the control 
state flag has the value (05) indicative of monitoring of 
residual balls within the special winning opening and, after 
the elapse of the special winning opening residual ball 
monitoring time, the main CPU 66 determines whether or 
not the condition that no gaming ball has passed through the 
specific region of the special winning opening 39 or the 
condition that the number-of-special-winning-opening 
opens counter is equal to or greater than '2'' (in the case 
where a specific numerical symbol of '3” was statically 
displayed on the special symbol display device 33) or equal 
to or greater than “15” (in the case where a specific numeri 
cal symbol of “7” was statically displayed on the special 
symbol display device 33) (indicative of a final round) is 
satisfied. If any of the conditions is satisfied, the main CPU 
66 sets the control state flag to a value (07) indicative of a 
big-hit completion interval and also sets the waiting time 
timer to a time corresponding to the big-hit completion 
interval. 

0382 FIGS. 11 and 37 are explanatory drawings that 
show the state of transition of special symbol controlling 
processes that are executed in the pachinko gaming machine 
10 shown in FIGS. 10 and 36. Here, FIG. 11 has been 
explained in the first embodiment, and the contents of 
explanation of FIG. 36 overlap with those of FIG. 11; 
therefore, the description thereof is omitted. 
0383) Referring to FIGS. 12 and 38, the following pro 
cess will discuss a special symbol storage checking process 
in accordance with the second embodiment. Here, since 
FIG. 12 has been explained in the first embodiment, only the 
different points from the first embodiment will be explained. 
FIG. 38 shows a subroutine that is executed in step S72 of 
FIG. 36. 

0384. In step S104, a process for setting the control state 
flag to the value (01) indicative of special symbol variation 
time management is conducted. In this process, the main 
CPU 66 stores the value indicative of special symbol varia 
tion time management in the control state flag. 
0385) In step S105, a big-hit determination process is 
conducted. In this process, the main CPU 66 selects a big-hit 
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determination value stored in the big-hit determination table. 
Further, the main CPU 66 refers to the big-hit determination 
random number extracted at starting winning and the big-hit 
determination value. In this manner, the main CPU 66 serves 
as one example of the lottery means used for determining 
whether or not a special image be executed through a lottery. 
0386. In step S107, a big-hit determination process is 
conducted. Moreover, the main CPU 66 extracts the random 
number value for the big-hit notice determination from the 
round-number display effect starting counter, and based 
upon the random number value for the big-hit notice deter 
mination, stores data indicating the notice effect in a prede 
termined area in the main RAM 70. 

0387. In step S108, a failure symbols determination pro 
cess is conducted. As will be described later in detail, the 
main CPU 66 decides the failure symbols, and determines 
whether or not the number of games and the number of 
games except for the number of reaches have exceeded 
predetermined numbers. In other words, the main CPU 66 is 
one example of the detection means for detecting the num 
ber of games while the normal games are being executed. 
0388 Moreover, the data indicating notice effects stored 
in the predetermined area of the main RAM 70 through the 
process instep S107 and step S108 is supplied as a notice 
effect command from the main CPU 66 of the main control 
circuit 60 to the Sub CPU 206 of the Sub control circuit 200 
through a process in step S47 of FIG. 35. 
0389 Next, in step S109, a variation pattern determina 
tion process is conducted. In this process, the main CPU 66 
extracts an effect condition selection random number. The 
main CPU 66 selects a variation pattern dispersion table for 
determining the variation pattern for the effects on the basis 
of the special symbol determined in step S107 and step 
S108. Specifically, a variation pattern dispersion table is 
selected such that the effect displaying time for the special 
symbol determined in step S107 and step S108 is increased 
in the order of the failure special symbol, the reach special 
symbol and the big-hit special symbol. Then, the main CPU 
66 determines an effect variation pattern, on the basis of the 
effect condition selection random number extracted from the 
effect condition selection random number counter and the 
selected variation pattern dispersion table, and stores it in a 
predetermined region of the main RAM 70. After the 
completion of this process, the Subroutine proceeds to the 
process in step S110. 
0390 Then, in step S109, data indicative of the stored 
variation pattern is Supplied, as a variation pattern designa 
tion command, from the main CPU 66 in the main control 
circuit 60 to the Sub CPU 206 in the sub control circuit 200, 
through the process in step S47 in FIG. 35. In accordance 
with the received variation pattern designation command, on 
the basis of an effect pattern set in the predetermined region 
of the work RAM 210, the Sub CPU 206 in the sub control 
circuit 200 transmits data for displaying the effect pattern, to 
the display control circuit 250. On the basis of the data for 
displaying the effect pattern, the display control circuit 250 
controls the display of effects on the liquid crystal display 
device 32. As described above, the display control circuit 
250 is exemplary image effect display control means for 
controlling the display of effect images on the effect display 
CaS. 

0391) Moreover, in step S109, by the processes in step 
S107 and step S108, the main CPU 66 selects one LED 
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lighting pattern from a plurality of kinds of LED lighting 
patterns stored in the main ROM 68 based upon the data 
indicating the special symbols stored in the predetermined 
area of the main RAM 70 so that the selected LED lighting 
pattern is stored in a predetermined area of the main RAM 
T0. 

0392 Here, the data indicating the LED lighting pattern 
stored in the predetermined area of the main RAM 70 is 
transmitted to the lamp control circuit 76 through the 
process of step S46 in FIG. 35 as a signal (special symbol 
driving control signal) used for drive-controlling the special 
symbol display device 33. Upon receipt of the special 
symbol driving control signal, the lamp control circuit 76 
carries out display controls on the special symbol display 
device 33 based upon the special symbol driving control 
signal. By the above-mentioned processes, special symbols 
are variably displayed on the special symbol display device 
33, and the special symbols that have been variably dis 
played are stop-displayed after a lapse of a predetermined 
period of time. 
0393 Referring to FIG. 39, the following description will 
discuss a failure symbols deciding process in the second 
embodiment. FIG. 39 is a subroutine that is executed in step 
S108 of FIG 38. 

0394. In step S120, a reach determining process is 
executed. This process determines whether or not the reach 
symbol deciding random value has exceeded a predeter 
mined value. The main CPU 66 extracts a reach symbol 
deciding random number value from the reach symbol 
deciding random number counter, and when the reach sym 
bol deciding random number value has exceeded a prede 
termined value, the sequence proceeds to the process of step 
S121; in contrast, when the reach symbol deciding random 
number value is less than the predetermined value, the 
sequence proceeds to the process of step S122. 

0395. In step S121, a reach symbol settling process is 
executed. In this process, based upon the reach symbol 
deciding random number value, the main CPU 66 deter 
mines special symbols as effects displayed on the liquid 
crystal display device 32, and stores these symbols in a 
predetermined area of the main RAM 70. Upon completion 
of this process, the sequence proceeds to step S124. 

0396. In step S122, a failure symbol settling process is 
executed. In this process, the main CPU 66 extracts a failure 
symbol deciding random number value from a failure sym 
bol deciding random number counter, and based upon the 
failure symbol deciding random number value, the main 
CPU 66 determines special symbols that are stop-displayed 
on the special symbol display device 33 as failure symbols, 
and stores data representing these symbols in a predeter 
mined area of the main RAM 70. Upon completion of this 
process, the sequence proceeds to step S123. 

0397. In step S123, a failure game number settling pro 
cess is executed. In this process, the main CPU 66 incre 
ments a failure game number counter by '1'. Upon comple 
tion of this process, the sequence proceeds to step S124. In 
this manner, the main CPU 66 serves as one example of the 
addition means. 

0398. In step S124, a number-of-games settling process is 
executed. In this process, the main CPU 66 increments a 
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game number counter by “1”. Upon completion of this 
process, the sequence proceeds to step S125. 
0399. In step S125, a number of games determining 
process is carried out. In this process, it is determined 
whether or not the number of games has exceeded a prede 
termined number. In the case where the counted number of 
games has exceeded the value of a number of games 
constant stored in the main RAM 70, the main CPU 66 shifts 
the sequence of processes to step S127; in contrast, in the 
case where the counted number of games is less than the 
value of the number of games constant stored in the main 
RAM 70, the sequence proceeds to step S126. 
0400. In step S126, a number of failure games determin 
ing process is carried out. In this process, it is determined 
whether or not the number of games except for the number 
of reaches in normal games has exceeded a predetermined 
number. In the case where the counted number of failure 
games has exceeded the value of a number of failure games 
constant stored in the main RAM 70, the main CPU 66 shifts 
the sequence of processes to step S127; in contrast, in the 
case where the counted number of failure games is less than 
the value of the number of failure games constant stored in 
the main RAM 70, the present subroutine is completed. 
04.01. In step S127, a display command settling process is 
executed. In this process, the main CPU 66 selects a display 
command stored in the main ROM 68, and stores the 
selected command in a predetermined position of the main 
RAM 70. Upon completion of this process, the present 
subroutine is completed. In this manner, the main CPU 66 
serves as one example of the detection means. 
0402. In the sub control circuit 200, on the other hand, 
upon receipt of various commands transmitted from the 
main control circuit 60, the following effects are executed. 
0403. Referring to FIG. 40, the following description will 
discuss an output information display controlling process in 
accordance with the second embodiment. FIG. 40 is a 
flowchart that shows the sequence of processes of the output 
information display controlling process in the liquid crystal 
display device 32. 
0404 In step S210, a command receiving process is 
carried out. In this process, the sub CPU 206 receives an 
output information image display command transmitted 
from the main CPU 66. Upon completion of this process, the 
sequence proceeds to step S212. 

0405. In step S212, an output information image notify 
ing display selection process is carried out. In this process, 
the sub CPU 206 selects an output information image 
display notifying effect pattern stored in the program ROM 
208. Moreover, the sub CPU 206 sets the output information 
image display notifying effect pattern in a predetermined 
area of the work RAM 210. Upon completion of this 
process, the sequence proceeds to step S214. 

0406. In step S214, an output information image display 
timer setting process is conducted. In this process, the Sub 
CPU 206 selects an output information image display timer 
stored in the program ROM 208. Further, the sub CPU 206 
sets the output information image display timer in a prede 
termined region of the work RAM 210. After the completion 
of this process, the Subroutine proceeds to the process in step 
S216. 
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0407. In step S216, an output information image display 
selecting process is carried out. In this process, the sub CPU 
206 decides a pattern from the data table (see FIG. 33) stored 
in the program ROM 208, and selects output information 
(information 340). Moreover, the sub CPU 206 selects an 
output information image display related effect pattern. 
Furthermore, the sub CPU 206 sets the output information 
image display related effect pattern in a predetermined area 
of the work RAM 210. Upon completion of this process, the 
sequence proceeds to step S218. 
0408. In step S218, an encoding process is conducted. In 
this process, as will be described in detail later, the sub CPU 
206 determines the generation time 350, encodes data for 
generating the output information image, the shop ID 310, 
the machine model ID 320 and the product ID 330 stored in 
the program ROM 208 and sets the data for displaying a 
two-dimensional code, in a predetermined region of the 
work RAM 210. After the completion of this process, the 
subroutine proceeds to the process in step S220. 
04.09. In step S220, an outputting process is executed. In 
this process, the Sub CPU 206 transmits data used for 
displaying the effect pattern to the display control circuit 250 
based upon the output information image display informing 
effect pattern set in the predetermined area of the work RAM 
210. Moreover, after a lapse of a predetermined period of 
time based upon the output information image display timer 
set in the predetermined area of the work RAM 210, the sub 
CPU 206 transmits data used for displaying the two-dimen 
sional code set in the predetermined area of the work RAM 
210 and data used for displaying the effect pattern based 
upon the output information image display related effect 
pattern to the display control circuit 250. Upon completion 
of this process, the present Subroutine is completed. 
0410. In the display control circuit 250, the VDP 212 
reads various kinds of image data, Such as the effect-use 
identification information data representing the identifica 
tion information for effects, back ground data and image 
data for effects, from the image data ROM 216 based upon 
data used for displaying the effect pattern given from the Sub 
CPU206, and displays these on the display region 32a of the 
liquid crystal display device 32 in a Superposed manner. 
Moreover, based upon the data used for displaying the 
two-dimensional code generated in step S218, the VDP 212 
displays the two-dimensional code 300 on the display region 
32a of the liquid crystal display device 32. In this manner, 
the display control circuit 250 serves as one example of the 
display control means that carries out effect image display 
controlling processes in the liquid crystal display device. 
0411 Since the encoding process relating to the second 
embodiment is the same as that of the first embodiment and 
has been explained by reference to FIG. 19, the description 
thereof is omitted. 

0412. The second embodiment has discussed a case in 
which a URL is encoded (coded) into a two-dimensional 
code as premium data; however, in addition to the above 
mentioned data, the second aspect of the present invention 
may include image data for waiting images and music data 
for cellular phone ring melodies as the encoded data. Here, 
data Such as a service point and gaming information may be 
used as the encoded data. Moreover, various programs such 
as games may be used as the encoded data. 
0413. In addition to these, the sub control circuit 200 
receives various commands transmitted from the main con 
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trol circuit 60, and carries out the corresponding processes. 
For example, upon receipt of a variable pattern specifying 
command, the sub CPU 206 selects an effect pattern corre 
sponding to the variable pattern specifying command, and 
sets the selected effect pattern at a predetermined area of the 
work RAM 210. Moreover, based upon the effect pattern and 
the like set in the predetermined area of the work RAM 210, 
the sub CPU 206 transmits data used for displaying the effect 
pattern to the display control circuit 250. 

0414. In the display control circuit 250, the VDP 212 
reads various kinds of image data, Such as the effect-use 
identification information data representing the identifica 
tion information for effects, back ground data and image 
data for effects, from the image data ROM 216 based upon 
data used for displaying the effect pattern given from the Sub 
CPU206, and displays these on the display region 32a of the 
liquid crystal display device 32 in a Superposed manner. 

0415 Through these processes, identification informa 
tion for effects is variably displayed on the display region 
32a of the liquid crystal display device 32, and after a lapse 
of a predetermined period of time, the identification infor 
mation for effects is stop-displayed on the display region32a 
of the liquid crystal display device 32. 

0416. Upon receipt of a special opening open-state noti 
fying command, the sub CPU 206 selects an effect pattern to 
be used during the operation of a special game, and sets the 
selected effect pattern during the operation of a special game 
in a predetermined area of the work RAM 210. Moreover, 
based upon the effect pattern during the operation of a 
special game and the like that are set in the predetermined 
area of the work RAM 210, the Sub CPU 206 transmits data 
used for displaying the effect pattern during the operation of 
a special game to the display control circuit 250. 

0417. In the display control circuit 250, based upon the 
data used for displaying the effect pattern during the opera 
tion of a special game given from the sub CPU 206, the VDP 
212 reads the image data used for displaying an effect image 
and image data used for displaying an effect image related 
to the rest of the number of rounds to be displayed on the 
number-of-rounds display device 51 from the image data 
ROM 216, and displays these data on the display region 32a 
of the liquid crystal display device 32 in a superposed 
a. 

0418. Here, the liquid crystal display device 32 serves as 
one example of the display means used for displaying 
images. Moreover, the main CPU 66 serves as one example 
of the detection means used for detecting the number of 
games during the operation of normal games. The display 
control circuit 250 serves as one example of the display 
control means. 

(Structure of Server) 
0419 Referring to FIG. 41, the following description will 
discuss the structure of a server in accordance with the 
second embodiment. FIG. 41 is a block diagram that shows 
the internal structure of the server 600 shown in FIG. 27. 

0420 FIG. 41 is a block diagram that shows the internal 
Structure of the server 600 shown in FIG. 27. The server 600 
is provided with a microcomputer 610 as extracting means, 
a hard disk drive 620 as information storing means, an 
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external input terminal 630, an external output terminal 640 
and a communication interface 650 as transmitting-receiv 
ing means. 
0421. The microcomputer 610, constituted by a CPU, a 
RAM and a ROM, carries out processes. Such as extracting 
information from the hard disk drive 620. The hard disk 
drive 620 functions as information storage means that stores 
information (premium data) to be transmitted to the portable 
terminal device 400 in association with the output informa 
tion. Moreover, the hard disk drive 620 also stores a data 
table (FIG. 24) that is referred to upon extracting premium 
data (for example, image data for waiting images, music 
data for cellular phone ring melodies and the like) based 
upon the output information received from the portable 
terminal device 400. 

0422. Upon receipt of a URL as output information and 
ID data of the portable terminal device 400 from the portable 
terminal device 400, the microcomputer 610 reads data 
representing a site corresponding the URL (for example, 
HTML data and the like) and the above-mentioned premium 
data from the hard disk drive 620, and transmits these data 
to the portable terminal device 400 from the communication 
interface 650 through the Internet 500. As a result, the site 
corresponding to the URL is displayed on the liquid crystal 
panel 460 of the portable terminal device 400 as the output 
information so that the premium data corresponding to the 
output information is acquired from the site. 
0423 Further, the hard disk drive 620 stores programs to 
be downloaded to the portable terminal device 400. On 
receiving a signal commanding for downloading a program 
therefrom from the portable terminal device 400, the micro 
computer 610 reads the program from the hard disk drive 
620 and transmits the program to the portable terminal 
device 400 through the communication interface 650 and 
through the Internet. 
0424. Herein, the structure of the server 600 is not limited 
to the aforementioned structure and it is possible to employ 
other well-known server structures including information 
storage means, extraction means and transmission means. 
(Structure of Cellular Phone) 
0425 Referring to FIG. 42, the following description will 
discuss the structure of a cellular phone in accordance with 
the second embodiment. FIG. 42 is a block diagram that 
shows the internal structure of the portable terminal device 
400 shown in FIG. 27. 

0426 FIG. 42 is the block diagram that shows the internal 
structure of the portable terminal device 400 shown in FIG. 
27. The portable terminal device 400 includes an operating 
portion 470, a liquid crystal panel 460, a CCD camera 480 
as image pickup means, a wireless communication portion 
450, a sound circuit 440, a speaker 442, a microphone 444, 
a transmission/reception antenna 452, a memory 420, a 
microcomputer 410 and a secondary battery 430. 

0427. The wireless communication portion 450 performs 
transmission and reception to and from a base station, by 
using radio waves as a medium, through the transmission/ 
reception antenna 452, under the control of the microcom 
puter 410. The sound circuit 440 outputs, to the speaker 442, 
reception signals output from the wireless communication 
portion 450 through the microcomputer 410 and also outputs 
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Sound signals output from the microphone 444, as transmis 
sion signals, to the wireless portion 450 through the micro 
computer 410. 

0428 The speaker 442 converts the reception signals 
output from the sound circuit 440 into reception Sounds and 
outputs them, and the microphone 444 converts transmission 
Sounds generated by an operator into Sound signals and 
outputs them to the sound circuit 440. 
0429 The CCD camera 480 is capable of capturing a 
two-dimensional code 300 displayed on the liquid crystal 
display device 32 of the pachinko gaming machine 10, and 
the image data obtained from the capturing is stored in the 
memory 420. While, in the second embodiment, there will 
be described a case where the CCD camera is employed as 
the image pickup means, the image pickup means is not 
particularly limited and maybe, for example, a CMOS 
sensor camera in the present invention. 
0430. The memory 420 stores in a nonvolatile manner, 
for example, various data, such as image data derived from 
the two-dimensional code 300 captured by the CCD camera 
480, image data for waiting images, music data used for 
cellular phone ring melodies and URL data, as well as 
various kinds of programs. 
0431. The secondary battery 430 supplies electric power 
to the respective circuits. The microcomputer 410 is consti 
tuted by a CPU, a ROM and a RAM and performs, for 
example, phone incoming/outgoing call processing, e-mail 
generating, transmitting and receiving processing, internet 
processing and the like. The transmission/reception of 
e-mails and the transmission/reception of data through the 
Internet are performed by the microcomputer 410, through 
the wireless communication portion 450 and the transmis 
sion/reception antenna 452. 

0432. The microcomputer 410 drives the CCD camera 
480 based upon a predetermined instruction inputted 
through the operation unit 470, captures the two-dimen 
sional code 300 by using the CCD camera 480 (see FIG. 27) 
and stores the resulting image data in the memory 420. 

0433 Moreover, based upon a predetermined instruction 
inputted through the operation unit 470, the microcomputer 
410 carries out processes, such as reading image data stored 
in the memory 420 and displaying the two-dimensional code 
300 on the liquid crystal panel 460 (see FIG. 27). 

(Processes Between Server and Cellular Phone) 
0434) Referring to FIGS. 23 and 43, the following 
description will discuss processes between the server and the 
cellular phone in accordance with the second embodiment. 
Here, since FIG. 23 has been explained in the first embodi 
ment, only the points different from the first embodiment 
will be explained. FIG. 43 is a flowchart that shows pro 
cesses carried out between the portable terminal device 400 
and the server 600. 

0435. In step S800, a screen image capturing process is 
carried out. In this process, based upon an instruction 
inputted through the operation unit 470, the microcomputer 
410 installed in the portable terminal device 400 drives the 
CCD camera 480 as the image pickup means so that the 
CCD camera 480 captures the two-dimensional code 300 
contained in the screen image displayed on the liquid crystal 
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display device 32 of the gaming machine 10. Upon comple 
tion of this process, the sequence proceeds to step S801. 
0436. In step S801, an image data storing process is 
executed. In the process, the microcomputer 410 stores the 
image data obtained in step S600 in the memory 420. Upon 
completion of this process, the sequence proceeds to step 
S8O2. 

0437. In step S802, a two-dimensional code recognition 
process is conducted. In this process, the microcomputer 410 
conducts a two-dimensional code recognition process to 
recognize the output information image Such as the two 
dimensional code 300a from the image data obtained in step 
S800 and generates data (output information) from the 
recognized two-dimensional code. The two-dimensional 
code recognition process will be described in detail later. 
After the completion of this process, the subroutine proceeds 
to the process in step S803. 
0438. In step S802, the microcomputer 410 functions as 
output information generation means for recognizing output 
information images such as the two-dimensional code 300 
from the image data generated by capturing the two-dimen 
sional code 300 (output information image) through the 
CCD camera 480 (image pickup means) and generating data 
(output information) from the recognized two-dimensional 
code. 

0439. In step S803, an output information/ID data trans 
mission process is conducted. In this process, the micro 
computer 410 transmits the data resulted from the two 
dimensional code recognition process in step S802 along 
with the ID data of the portable terminal device 400, to the 
server 600, through the wireless communication portion 450 
and the transmission/reception antenna 452, through the 
Internet 500 (see FIG. 27). After the completion of this 
process, the subroutine proceeds to the process in step S600. 

0440. In step S803, the microcomputer 410 functions as 
the data transmission means that transmits data generated in 
step S502 to the server 600. 
0441. In step S600, storing processes of output informa 
tion and ID data are carried out. In these processes, upon 
receipt of the data (URL) and the ID data of the portable 
terminal device 400 from the portable terminal device 400 
through the Internet, the microcomputer 610 installed in the 
server 600 stores the data (URL) and the ID data in the hard 
disk drive 620. Upon completion of this process, the 
sequence proceeds to step S601. In this manner, the hard 
disk drive 620 serves as one example of the information 
storing means. 
0442. In step S601, a data extracting process is carried 
out based upon the output information. In this process, the 
microcomputer 610 extracts the data (for example, HTML 
data and the like) representing the site corresponding to the 
URL as the data received in step S601 and information 
(premium data (for example, a service point, cellular phone 
ring melodies and the like)) corresponding to this site from 
the hard disk drive 620. Upon completion of this process, the 
sequence proceeds to step S602. 

0443 At this time, the microcomputer 610 refers to the 
data table (see FIG. 24) stored in the hard disk drive 620, and 
based upon the data, extracts the information (premium 
data). Upon executing the process of step S601, the micro 
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computer 610 functions as the extracting means for extract 
ing the premium data from the hard disk drive 620 (infor 
mation storage means) based upon the data received from 
the portable terminal device 400. 

0444. In step S602, a data transmitting process is 
executed. In this process, the microcomputer 610 transmits 
data representing, for example, a site and information (pre 
mium data) to the portable terminal device 400 by using the 
communication interface 650 through the Internet 500. 
Upon completion of this process, the sequence proceeds to 
step S804. 

0445. The communication interface 650 functions as the 
transmission means, which transmits information 340 (pre 
mium data) extracted in step S602 to the portable terminal 
device 400. 

0446. In step S804, a data storage process is conducted. 
In this process, the microcomputer 410 in the portable 
terminal device 400 stores, in the memory 420, the data 
transmitted from the server 600 (the data indicative of the 
site and the premium data). Then, the microcomputer 410 
displays the site associated with the URL as data, on the 
liquid crystal panel 460, on the basis of the aforementioned 
data. Further, the player can acquire the-information (pre 
mium data), by inputting a predetermined command through 
operations of the operating portion 470. After the comple 
tion of this process, this process ends. 

0447. During the operation of normal games, when the 
main CPU 66 as the detection means detects that the number 
of games has exceeded a predetermined number of times, an 
output information image (for example, an image Such as a 
two-dimensional code) including predetermined informa 
tion, for example, a service point and gaming information, 
is displayed on the liquid crystal display device 32 as the 
display means in a manner So as to be captured from the 
outside by using image pickup means. For this reason, in 
order to compensate for the case where no special gaming 
state has been executed during normal games of many times, 
a two-dimensional code 300, that is, the output information 
image, is displayed on the liquid crystal display device 32, 
and the player is allowed to capture the two-dimensional 
code 300 by using the CCD camera 480 as the image pickup 
means of the portable terminal device 400 so that, by 
transmitting output information generated from the two 
dimensional code 300 to the server 600 through the portable 
terminal device 400, the player is allowed to obtain various 
kinds of information corresponding to the output informa 
tion. Consequently, under circumstances in which the player 
tends to feel dissatisfaction and irritation due to no occur 
rence of a special game, by allowing the player to obtain 
information Such as a service point and gaming information, 
it becomes possible to effectively enhance the satisfaction of 
the player and allow the player to maintain continuous desire 
for the game even during a long course of normal games. 

0448. In the second embodiment, image data for waiting 
images and cellular phone ring melodies are used as infor 
mation as the premium data; however, the second aspect of 
the present invention is not limited to this arrangement. The 
premium data may be prepared as various data, Such as a 
service point, gaming information, image data for waiting 
images and URL data, and various programs. 
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(Two-Dimensional Code Recognizing Process) 
0449 Referring to FIG. 25, the following description will 
discuss a two-dimensional code recognizing process in 
accordance with the second embodiment. 

0450 FIG. 25 is a flowchart that shows the two-dimen 
sional code recognizing process to be carried out in the 
portable terminal device 400 in step S802 of FIG. 43. 
0451. In step S700, an image conversion process is 
conducted. In this process, the microcomputer 410 conducts 
an image conversion process on the image data stored in the 
memory 420. The image conversion process is a process for 
extracting image data of the region at which an output 
information image Such as a two-dimensional code 300 is 
displayed, from the image data obtained by capturing, then 
correcting the inclination or distortion thereof and convert 
ing it into a monochrome image with a predetermined 
threshold value to provide image data including the two 
dimensional code 300 viewed from the front side thereof. 
After the completion of this process, the subroutine proceeds 
to the process in step S701. 
0452. In step S701, a two-dimensional code extraction/ 
correction process is conducted. In this process, the micro 
computer 410 extracts the two-dimensional code from the 
image data obtained in step S700 and performs corrections 
Such as noise elimination. After the completion of this 
process, the subroutine proceeds to the process in step S702. 
0453. In step S702, a binarization process is conducted. 
In this process, the microcomputer 410 conducts a binariza 
tion process on the two-dimensional code obtained in step 
S701 and substitutes “0” or “1” for the respective dots 
constituting the two-dimensional code. After the completion 
of this process, the Subroutine proceeds to the process in step 
STO3. 

0454. In step S703, a binarized matrix data generation 
process is conducted. In this process, the microcomputer 410 
generates binarized matrix data, from the two-dimensional 
code constituted by “0” and “1” substituted for the dots, 
which has been resulted from the binarization process in step 
S702. After the completion of this process, the subroutine 
proceeds to the process in step S704. 
0455. In step S704, a binarized matrix data decoding 
process is conducted. In this process, the microcomputer 410 
decodes the binarized matrix data. After the completion of 
this process, the Subroutine proceeds to the process in step 
ST05. 

0456. In step S705, an information generation process is 
conducted. In this process, the microcomputer 410 generates 
output information and image information. After the 
completion of this process, this Subroutine ends. 
0457. The player is allowed to capture the two-dimen 
sional code 300 displayed on the liquid crystal display 
device 32 by using the portable terminal device 400 having 
the CCD camera 480 as the image pickup means; thus, the 
player is allowed to obtain an output information image, and 
by using this, the player is further allowed to obtain infor 
mation Such as a service point and gaming information. 
Therefore, in the case where no special gaming state has 
been executed during normal games, in order to compensate 
for the dissatisfaction and irritation that the player bears, the 
player is allowed to obtain the displayed output information 
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image. For this reason, even under circumstances in which 
the player tends to feel dissatisfaction and irritation, the 
output information image is displayed on the display means, 
and the predetermined information is given to the player so 
that the player is allowed to have higher satisfaction and 
continuous desire for the game even during a long course of 
normal games. 
0458 FIG. 24 shows one example of a data table to be 
used in step S601 of FIG. 43. As shown in FIG. 24, on the 
data table, data (output information) and information are 
associated with each other. 

0459 For example, in the case where the data is given as 
a URL, upon accessing the server 600 by using the URL 
(http://***.***.001.htm), image data representing a waiting 
image A is transmitted to the portable terminal device 400. 
Moreover, in the case of a URL (http://***.*.*.002.htm), a 
waiting image B is given as the premium data; in the case of 
a URL (http://***.*.*.003.htm), a waiting image C is given 
as the premium data; in the case of a URL (http:// 
***.*.*.004.htm), music data X is given as the premium 
data; in the case of a URL (http://***.*.*.005.htm), music 
data Y is given as the premium data; and in the case of a 
URL (http://***.*.*.006.htm), music data Z is given as the 
premium data. 
0460. In the second embodiment, image data for waiting 
images and cellular phone ring melodies are used as infor 
mation as the premium data; however, the second aspect of 
the present invention is not limited to this arrangement. The 
premium data may be prepared as various data, Such as a 
service point, gaming information, image data for waiting 
images and URL data, and various programs. 
0461) While in the aforementioned embodiment a first 
type of pachinko gaming machine has been exemplified, the 
present invention is not limited thereto and may be applied 
to other types of pachinko gaming machines such as a 
second type of pachinko gaming machine referred to as a 
blade type machine, an aircraft type machine, a third type of 
pachinko gaming machine referred to as a right-providing 
type pachinko gaming machine or other types of pachinko 
gaming machines. 
0462 Moreover, in the second embodiment, the second 
aspect of the present invention is applied to a gaming 
machine Such as a pachinko gaming machine; however, the 
present invention may be applied to a pachi-slot machine, a 
game machine or the like. 
0463 Also, while in the present embodiment 7-segment 
LEDs are employed as the displaying portion of the number 
of-rounds display device 51, the present invention is not 
limited thereto and may employ other types of displaying 
portions, such as a liquid crystal display panel, a picture tube 
including a CRT (Cathode Ray Tube), dot LEDs, ELS 
(Electronic Luminescents), plasma or the like. 
0464 While an embodiment of the present invention has 
been described, the embodiment has been merely exempli 
fied as a concrete example and the present invention is not 
limited thereto. In other words, the second aspect of the 
present invention relates to a gaming machine which is 
mainly constituted by display means used for displaying 
images; detection means used for detecting an executed time 
of a special game that is an advantageous gaming state for 
the player, and display control means which, on the condi 
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tion that, as the results of the detection of the detection 
means, the executed time of a special game becomes shorter 
than a predetermined period of time, carries out a display 
controlling process so that an output information image 
including predetermined output information is displayed on 
the display means in a manner so as to be captured by image 
pickup means from outside, and in this gaming machine, the 
specific components, such as the display means, detection 
means and the display control means, may be appropriately 
designed and modified on demand. 
0465. Further, the effects described in the embodiments 
of the present invention are only most preferred effects of the 
present invention, and the effects of the present invention are 
not limited to those described in the embodiments of the 
present invention. 

What is claimed as new and desired to be secured by letters 
Patent of the United States is: 
1. A gaming machine comprising: 
display means capable of displaying images; 

reach deciding means for deciding whether or not a reach 
state is generated based upon the results of a lottery as 
to whether or not a special gaming state that is advan 
tageous for the player is generated; 

reach state generation means for generating the reach state 
in accordance with the contents of the decision of said 
reach deciding means; 

counting means for counting the number of generated 
reach states by said reach state generation means as the 
number of reaches, until a special gaming state is 
generated; and 

display control means for conducting a control of dis 
playing an output information image including prede 
termined output information to said display means, on 
the occasion that the number of reaches counted by said 
counting means has become a number no less than a 
predetermined number. 

2. The gaming machine according to claim 1, wherein 

said reach state generation means generates either one of 
a common reach state which has a relatively low 
probability of generating a special gaming state or a 
special reach state which has a relatively high prob 
ability of generating a special gaming state, in accor 
dance with the contents of the decision of the reach 
deciding means, 

said counting means counts the number of generated 
special reach states by said reach state generation 
means as the number of special reaches until a special 
gaming state is generated, and 

said display control means conducts a control of display 
ing an output information image including predeter 
mined output information to said display means in Such 
a manner that said output information image can be 
captured from the outside by image pickup means, on 
occasion that the number of special reaches counted by 
said counting means has become a number no less than 
a predetermined number. 
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3. A service providing system having: 

the gaming machine according to claim 1; and 
a server capable of transmitting and receiving data 

through a communication line-to and from a portable 
terminal device provided with said image pickup 
means, wherein 

said server comprises: 

information storage means for storing a plurality of types 
of information to be transmitted to said portable ter 
minal device in a manner so as to correspond to 
respective pieces of output information; 

extracting means which, upon receipt of output informa 
tion from the portable terminal device that generates 
the output information based upon image data obtained 
by capturing an output information image displayed to 
said display means by using said image pickup means, 
extracts the information corresponding to the output 
information from said information storage means; and 

transmission means for transmitting the information 
extracted by said extracting means to said portable 
terminal device through said communication line. 

4. A server capable of transmitting and receiving data 
through a communication line to and from a portable ter 
minal device provided with image pickup means capable of 
capturing an output information image displayed to the 
display means of the gaming machine according to claim 1, 

the server comprising: 

information storage means for storing a plurality of types 
of information to be transmitted to said portable ter 
minal device in a manner so as to correspond to 
respective pieces of output information; 

extracting means which, upon receipt of output informa 
tion from the portable terminal device that generates 
the output information based upon image data obtained 
by capturing an output information image displayed to 
said display means by using said image pickup means, 
extracts the information corresponding to the output 
information from said information storage means; and 

transmission means for transmitting the information 
extracted by said extracting means to said portable 
terminal device through said communication line. 
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5. A gaming machine comprising: 
display means for displaying images; 
detection means for detecting the number of games during 

the operation of normal games prior to an execution of 
a special game that is an advantageous game for a 
player, and 

display control means for conducting a control of dis 
playing output information image including predeter 
mined output information on said display means in a 
manner So as to be captured from the outside by image 
pickup means, on the condition that the number of 
games has exceeded a predetermined number as a result 
of detection of said detection means. 

6. The gaming machine according to claim 5, wherein 
said display control means conducts a control of display 

ing said output information image on said display 
means in a manner so as to be captured from the outside 
by said image pickup means, on the condition that the 
number of games except for the number of reaches in 
said normal games has exceeded a predetermined num 
ber as the result of detection of said detection means. 

7. A system having: 
the gaming machine according to claim 5; and 
a server capable of transmitting and receiving data 

through a communication line to and from a portable 
terminal device provided with said image pickup 
means, wherein 

said server comprises: 
information storage means for storing a plurality of types 

of information to be transmitted to said portable ter 
minal device in a manner so as to correspond to 
respective pieces of output information; 

extracting means which, upon receipt of output informa 
tion from the portable terminal device that generates 
the output information based upon image data obtained 
by image capturing an output information image dis 
played to said display means by using said image 
pickup means, extracts the information corresponding 
to the output information from said information storage 
means; and 

transmission means for transmitting the information 
extracted by said extracting means to said portable 
terminal device through said communication line. 
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