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FIG. 15 
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FIG, 16 
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MULTIPLE PARTICIPANTS TYPE GAMING 
DEVICE AND PLAYING METHOD THEREOF 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. This application is based upon and claims the ben 
efit of priority from the prior Japanese Patent Application No. 
2007-012807, filed on Jan. 23, 2007, the entire contents of 
which are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming device for 
playing games by using gaming media Such as coins, bills, 
etc., and a playing method thereof. 
0004 2. Description of the Related Art 
0005 U.S. Pat. No. 6,981,635 B 1 discloses a slot machine 
for playing games in a stand-alone fashion. 
0006 U.S. Pat. No. 7,040,984 B2 discloses a technique by 
which a plurality of slot machines are connected to a central 
control device respectively, but even in this technique, the 
games are effectively played in a stand-alone fashion. 
0007. On the other hand, the multiple participants type 
games such as card games using trumps and roulette games 
are very popular. One of the reasons for their popularity is 
considered to be that a player is less likely to get bored by the 
game in the multiple participant type game than a stand-alone 
type game Such as the slot machine described above. 

SUMMARY OF THE INVENTION 

0008. The present invention has been achieved in order to 
solve the problems described above, and has an object to 
provide a gaming device and a playing method of a game for 
providing new multiple participant type games. 
0009. The first aspect of the present invention is a gaming 
device, comprising: a common display configured to display 
a symbol information indicating symbols to be a target for 
awarding a prize; a plurality of stations having an individual 
display configured to arrange and rearrange symbols; and a 
controller configured to award a prize at one of the stations, 
for each station, when symbols rearranged on the individual 
display provided at the one of the stations contain symbols 
indicated by the symbol information displayed on the com 
mon display. 
0010. According to the first aspect of the present inven 

tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when symbols rear 
ranged on an individual display provided at one station con 
tain symbols indicated by a symbol information displayed on 
a common display. In addition, a player cannot judge whether 
a prize is to be awarded to himself or not unless attentions are 
paid to both the common display and the station at which 
himself is playing the game, so that it is expected to be less 
likely to get bored by the game compared with the case where 
it suffices to pay attentions only to the common display or the 
case where it suffices to pay attentions only to the station at 
which himself is playing the game. 
0011. The second aspect of the present invention is a gam 
ing device, comprising: a common display configured to dis 
play symbols; a plurality of stations having an individual 
display configured to arrange and rearrange symbols; and a 
controller configured to award a prize at one of the stations, 
for each station, when symbols rearranged on the individual 
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display provided at the one of the stations contain symbols 
displayed on the common display. 
0012. According to the second aspect of the present inven 
tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when symbols rear 
ranged on an individual display provided at one station con 
tain symbols displayed on a common display. 
0013 The third aspect of the present invention is a gaming 
device, comprising: a common display configured to display 
a plurality of symbols; a plurality of stations having an indi 
vidual display configured to arrange and rearrange a plurality 
of symbols; and a controller configured to award a prize at one 
of the stations, for each station, when a combination of sym 
bols rearranged on the individual display provided at the one 
of the stations coincides with a combination of symbols dis 
played on the common display. 
0014. According to the third aspect of the present inven 
tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when a combination of 
symbols rearranged on an individual display provided at one 
station coincide with a combination of symbols displays on a 
common display. 
0015 The fourth aspect of the present invention is a play 
ing method of a game, comprising: displaying a symbol infor 
mation indicating symbols to be a target for awarding a prize 
on a common display; rearranging symbols arranged on an 
individual display provided at each of a plurality of stations: 
and awarding a prize at one of the stations, for each station, 
when symbols rearranged on the individual display provided 
at the one of the stations contain symbols indicated by the 
symbol information displayed on the common display. 
0016. According to the fourth aspect of the present inven 
tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when symbols rear 
ranged on an individual display provided at one station con 
tain symbols indicated by a symbol information displayed on 
a common display. In addition, a player cannot judge whether 
a prize is to be awarded to himself or not unless attentions are 
paid to both the common display and the station at which 
himself is playing the game, so that it is expected to be less 
likely to get bored by the game compared with the case where 
it suffices to pay attentions only to the common display or the 
case where it suffices to pay attentions only to the station at 
which himself is playing the game. 
0017. The fifth aspect of the present invention is a playing 
method of a game, comprising: displaying symbols on a 
common display; rearranging symbols arranged on an indi 
vidual display provided at each of a plurality of stations; and 
awarding a prize at one of the stations, for each station, when 
symbols rearranged on the individual display provided at the 
one of the stations contain symbols displayed on the common 
display. 
0018. According to the fifth aspect of the present inven 
tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when symbols rear 
ranged on an individual display provided at one station con 
tain symbols displayed on a common display. 
0019. The sixth aspect of the present invention is a playing 
method of a game, comprising: displaying a plurality of sym 
bols on a common display; rearranging a plurality of symbols 
arranged on an individual display provided at each of a plu 
rality of stations; and awarding a prize at one of the stations, 
for each station, when a combination of symbols rearranged 
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on the individual display provided at the one of the stations 
coincides with a combination of symbols displayed on the 
common display. 
0020. According to the sixth aspect of the present inven 

tion, there is provided a new multiple participant type game in 
which a prize is awarded at one station when a combination of 
symbols rearranged on an individual display provided at one 
station coincide with a combination of symbols displays on a 
common display. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0021 FIG. 1 is a perspective view showing a gaming 
device according to one embodiment of the present invention. 
0022 FIG. 2 is a cross sectional view showing a dice 
rotation device according to one embodiment of the present 
invention. 

0023 FIG. 3 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0024 FIG. 4 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0025 FIG. 5 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0026 FIG. 6 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0027 FIG. 7 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0028 FIG. 8 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0029 FIG. 9 is an explanatory diagram showing an image 
displayed on a liquid crystal display device according to one 
embodiment of the present invention. 
0030 FIG. 10 is an explanatory diagram showing an 
image displayed on a liquid crystal display device according 
to one embodiment of the present invention. 
0031 FIG. 11 is an explanatory diagram showing an 
image displayed on a liquid crystal display device according 
to one embodiment of the present invention. 
0032 FIG. 12 is a block diagram showing an electric con 
figuration of a gaming device according to one embodiment 
of the present invention. 
0033 FIG. 13 is a block diagram showing an electric con 
figuration of a station according to one embodiment of the 
present invention. 
0034 FIG. 14 is a flow chart showing a processing proce 
dure by a gaming device according to one embodiment of the 
present invention. 
0035 FIG. 15 is a flow chart showing a processing proce 
dure by a gaming device according to one embodiment of the 
present invention. 
0036 FIG. 16 is a flow chart showing a processing proce 
dure by a gaming device according to one embodiment of the 
present invention. 
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0037 FIG. 17 is a flow chart showing a processing proce 
dure by a gaming device according to one embodiment of the 
present invention. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

0038 FIG. 1 is an explanatory diagram showing an out 
ward appearance of a gaming device 1 according to one 
embodiment of the present invention, and FIG. 2 is a side 
cross sectional view of a dice rotation device 2 (common 
display). 
0039. As shown in FIG. 1, the gaming device 1 has a dice 
rotation device 2 and eight stations 10. The dice rotation 
device 2 is arranged at a center of the gaming device 1, and the 
stations 10 are arranged to Surround the dice rotation device 2. 
The station 10 has a medal insertion slot 11, a medal payout 
opening 12, and a liquid crystal display device 13 (individual 
display). A player plays a game by using the station 10. 
0040. As shown in FIG. 2, the dice rotation device 2 has a 
hollow portion 3, a transparent plate 4, a rotation plate 5, a 
protruded portion 6, two dices 7, a motor 8, a rotational shaft 
8a, and a scanner 9. 
0041. The hollow portion 3 is a column shaped space, 
which is formed at a central part of an upper face of the 
gaming device 1. The transparent plate 4 is in a disk shape, 
and covering an upper face of the hollow portion 3. The 
rotation plate 5 is in a disk shape, and covering a lowerface of 
the hollow portion 3. The rotation plate 5 is formed by a 
transparent member. The protruded portion 6 is formed by a 
transparent member, and provided at a center of an upper face 
of the rotation plate 5. Note that the protruded portion 6 has its 
shape determined such that dices 7 and the motor 8 will not 
overlap when the rotation plate 5 is viewed from the scanner 
9. The three dices 7 are provided at a surrounding part of the 
protruded portion 6 on an upper face of the rotation plate 5. 
The dice 7 is a cubic dice commonly used, where a dice 
symbol (symbol) indicating a numerical value of any one 
from 1 to 6 is drawn on each face of the dice 7. 
0042. The motor 8 is provided on a lower side of the 
rotation plate 5. The rotational shaft 8a connects a center of a 
lower face of the rotation plate 5 and the motor 8. The motor 
8 rotates the rotational shaft 8a. The rotation plate 5 will be 
rotated integrally with the rotational shaft 8a (that is, with the 
rotational shaft 8a as a rotation axis). In this way, two dices 7 
will be rolled on the rotation plate 5. The scanner 9 is provided 
on a lower side of the motor 8. The scanner 9 acquires an 
image in which lower faces of the dices 7 (that is, faces in 
contact with an upper face of the rotation plate 5) are drawn, 
by scanning an upper face of the rotation plate 5 almost 
entirely. Consequently, it becomes possible to judge the dice 
symbols drawn on upper faces of the dices 7 (that is, faces 
facing to the transparent plate 4), according to this image. 
This is because a total of numerical values indicated by dice 
symbols on opposite sides always becomes “6”. Note that the 
upper faces of the dices 7 are faces visible by the players. 
0043. The gaming device 1 determines whether medals (a 
prize) are to be paid at each station 10 or not, according to the 
dice symbols displayed by the three dices 7 (that is, the dice 
symbols drawn on the upper faces of the dices 7). In the 
following, the dice symbols respectively displayed by the 
three dices 7 will also be referred as three dice symbols for 
judgment. 
0044 FIG. 3 to FIG. 11 show images displayed on the 
liquid crystal display device 13. On a surface of the liquid 
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crystal display device 13, a touchpanel 52 is provided, and the 
player can bet medals or receive a payout of medals by press 
ing the touch panel 52 while watching images displayed on 
the liquid crystal display device 13. In the following descrip 
tion, "pressing buttons' implies pressing portions at which 
buttons are displayed within the touch panel 52. 
0045. The liquid crystal display device 13 displays a bet 
ting time display frame 14, bet buttons 15 and 36, a start 
button 16, a waiting time display frame 17, betting number 
display frames 24 and 34, acquired medal number display 
frames 25 and 35, a credit number display frame 26, betting 
unit determination buttons 27 to 31, a cursor 32, reset buttons 
33 and 42, a payout button 43, reels 44, and reels 18 to be 
described below. 
0046 Three reels 44 are arranged in a horizontal direction 
of FIG. 3. The reel 44 is the so called video reel, where a 
plurality of dice symbols 45 are drawn on its circumferential 
face. Each dice symbol 45 indicates a numerical value of any 
one from 1 to 6. When the three reels 44 are stopped, nine dice 
symbols 45 will be arranged in a matrix shape, and when the 
three reels 44 are rotated, all the dice symbols 45 will be 
scrolled. The nine dice symbols 45 will be rearranged in a 
matrix shape as the three reels 44 are stopped again. 
0047. The gaming device 1 provides two games including 
an ordinary game and a special game. The ordinary game is a 
game in which whether medals are to be paid at each station 
10 or not is determined according to a combination of dice 
symbols (which will also be referred as “first station side 
combination” in the following) formed by the dice symbols 
rearranged at a central level (a region enclosed by a dashed 
line 20) among the nine dice symbols 45 rearranged in a 
matrix shape. One ordinary game is started as the processing 
of the step S19 to be described below is started, and finished 
when the processing of the step S22 to be described below is 
finished. The special game will be described below. 
0048. Inside the betting time display frame 14, a remain 
ing time during which the player can bet medals with respect 
to the special game, that is the betting time, is displayed. An 
initial value of this betting time is 60, and it is decreased by 
one whenever one second elapses. 
0049 Inside the waiting time display frame 17, a remain 
ing time until a next special game is started, that is the waiting 
time, is displayed. An initial value of this waiting time is 300, 
and it is decreased by one whenever one second elapses. 
0050. The betting unit determination buttons 27 to 31 will 
be used at a time of setting the number of medals to be bet with 
respect to the ordinary game or the special game by a single 
betting operation (referred also as “a unit betting number of 
medals” in the following). The numerical values drawn on the 
betting unit determination buttons 27 to 31 indicate a unit 
betting number of medals that can be set by pressing that 
button. For example, the player sets the unit betting number of 
medals to “1” by pressing the betting unit determination 
button 27. Note that, the unit betting number of medals is set 
to “1” in the initial state. The cursor 32 will be displayed at a 
button corresponding to the unit betting number of medals 
currently set. 
0051. The bet button 15 will be used when the player bets 
medals with respect to the ordinary game. Namely, every time 
the player presses the bet button 15 once (that is, makes the 
betting operation once), a number of medals bet with respect 
to the ordinary game is increased as much as the unit betting 
number of medals currently set. The start button 16 will be 
used when the player starts the ordinary game. The reset 
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button 33 will be used when the player cancels the betting 
operation with respect to the ordinary game. 
0.052 Inside the betting number display frame 24, a total 
number of medals bet with respect to the ordinary game will 
be displayed. Consequently, every time the player presses the 
bet button 15 once, the number displayed inside the betting 
number display frame 24 is increased as much as the unit 
betting number of medals currently set. Inside the acquired 
medal number display frame 25, a total number of medals 
newly acquired by the player in the current ordinary game 
will be displayed. Inside the credit number display frame 26, 
a total number of medals to be paid to the player at the station 
10 displaying the credit number display frame 26 (referred 
also as “a total credit number in the following) will be 
displayed. 
0053. The bet button 36 will be used when the player bets 
medals with respect to the special game. Namely, every time 
the player presses the bet button 36 once (that is, makes the 
betting operation once), a number of medals bet with respect 
to the special game is increased as much as the unit betting 
number of medals currently set. The reset button 42 will be 
used when the player cancels the betting operation with 
respect to the special game. 
0054 Inside the betting number display frame 34, a total 
number of medals bet with respect to the special game will be 
displayed. Consequently, every time the player presses the bet 
button 36 once, the number displayed inside the betting num 
ber display frame 34 is increased as much as the unit betting 
number of medals currently set. Inside the acquired medal 
number display frame 35, a total number of medals newly 
acquired by the player in the current special game will be 
displayed. The payout button 43 will be used when the player 
receives the payout of as much medals as the total credit 
number. 

0055 FIG. 3 shows a screen displayed by each liquid 
crystal display device 13 when the medals are not entered at 
all the stations 10 (namely, when “O'” is displayed inside all 
the credit number display frames 26). 
0056. When the medals are not entered at all the stations 
10, if the player enters 1000 medals from a medal insertion 
slot 11 of any station 10, a screen shown in FIG. 4 will be 
displayed at the liquid crystal display device 13 of that station 
10. Namely, “1000' will be displayed inside the credit num 
ber display frame 26, and “300' will be displayed inside the 
waiting time display frame17. After that, the numerical value 
inside the waiting time display frame 17, that is the waiting 
time, is decreased by one whenever one second elapses. When 
the waiting time becomes 0, the acceptance of the betting 
operation with respect to the special game will be started. In 
other words, the player cannot bet medals on the special game 
until the waiting time becomes O. However, even if the wait 
ing time is not 0, it is possible to bet medals on the ordinary 
game. Thus the player will bet medals on the ordinary game 
until the waiting time becomes O. For example, the player bets 
100 medals on the ordinary game, as shown in FIG. 5, by 
setting the unit betting number of medals to “100 and then 
pressing the bet button 15 once. The number of medals bet on 
the ordinary game by the player will be displayed inside the 
betting number display frame 24, and the total credit number, 
that is, the numerical value inside the credit number display 
frame 26, will be decreased as much as the number of medals 
bet on the ordinary game by the player. Note that when the 
player presses the reset button33, the total credit number will 
be increased as much as the numerical value displayed inside 
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the betting number display frame 24 until then, and “O'” will 
be displayed inside the betting number display frame 24 (that 
is, the number of medals bet on the ordinary game becomes 
“0”). 
0057. After that, when the player presses the start button 
16, the rotation of the three reels 44 is started as shown in FIG. 
6, and as shown in FIG. 7, and stopped after a certain period 
of time has elapsed as shown in FIG. 7. As a result, the first 
station side combination is ascertained. When the first station 
side combination (a combination of symbols) coincides with 
a prescribed medal payout target combination (a combination 
of symbols set in advance), medals will be paid to the player. 
Here, as the medal payout target combination, it is possible to 
consider a combination of dice symbols formed by three 
identical dice symbols, a combination of dice symbols in 
which two dice symbols are identical, a combination of dice 
symbols in which numerical values indicated by three dice 
symbols are consecutive, etc., for example. The payout rate 
(the number of medals to be paid with respect to one medal) 
is set for each medal payout target combination. When the 
first station side combination coincides with any of the medal 
payout target combinations, as many medals as (the number 
of medals bet on the ordinary game)x(the payout rate corre 
sponding to the first station side combination) will be paid. 
The number of medals to be paid will be displayed inside the 
acquired medal number display frame 25, and the total credit 
number will be increased as much as this number (that is, the 
number inside the credit number display frame 26 will be 
increased). In FIG. 7, the first station side combination is “5”. 
“5” and “5”, and this coincides with the medal payout target 
combination. The payout rate for this medal payout target 
combination is “10, so that 100x10=1000 medals will be 
paid. Namely, “1000 will be displayed inside the acquired 
medal number display frame 25, and the total credit number 
will be increased by “1000”. 
0058. After that, when the waiting time becomes 0 as 
shown in FIG. 8, three reels 18 are newly displayed, “60” 
which is the initial value of the betting time is displayed inside 
the betting time display frame 14, and the bet button 36 is 
flashed. 
0059. Three reels 18 are arranged in a horizontal direction 
of FIG. 3. The reel 18 is the so called video reel, where a 
plurality of dice symbols 19 are drawn on its circumferential 
face. Each dice symbol 19 indicates a numerical value of any 
one from 1 to 6. When the three reels 18 are stopped, nine dice 
symbols 19 will be arranged in a matrix shape, and when the 
three reels 18 are rotated, all the dice symbols 19 will be 
scrolled. The nine dice symbols 19 will be rearranged in a 
matrix shape as the three reels 18 are stopped again. 
0060. The special game is a game in which whether med 
als are to be paid at each station 10 or not is determined 
according to a combination of dice symbols (which will also 
be referred as “second station side combination' in the fol 
lowing) formed by the dice symbols rearranged at a central 
level (a region enclosed by a dashed line 21) among the nine 
dice symbols 19 rearranged in a matrix shape. One special 
game is started as the processing of the step S3-1 to be 
described below is started, and finished when all the stations 
10 finish the processing of the step S41 to be described below. 
0061 The numerical value displayed inside the betting 
time display frame 14, that is the betting time, is decreased by 
one whenever one second elapses. The player can bet medals 
on the special game before the betting time becomes “0”. 
Note that the bet button 36 is flashed until the betting time 
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becomes '0'. Consequently, the player can easily judge 
whetherit is possible to bet medals on the special game or not. 
0062 For example, the player bets 100 medals on the 
special game, as shown in FIG. 9, by setting the unit betting 
number of medals to “100 and then pressing the bet button 
36 once. The number of medals bet on the special game by the 
player will be displayed inside the betting number display 
frame 34, and the total credit number, that is, the numerical 
value inside the credit number display frame 26, will be 
decreased as much as the number of medals bet on the special 
game by the player. Note that when the player presses the 
reset button 42, the total credit number will be increased as 
much as the numerical value displayed inside the betting 
number display frame 34 until then, and “O'” will be displayed 
inside the betting number display frame 34 (that is, the num 
ber of medals bet on the special game becomes “0”). 
0063. After that, when the betting time becomes “0”, the 
rotation of the three reels 18 is started and the dice rotation 
device 2 starts the rotation of the rotation plate 5, as shown in 
FIG. 10. As a result, the rotation of the dices 7 is also started. 
After that, the three reels 18 are stopped after a certain period 
of time has elapsed since the rotation is started, and the dice 
rotation device 2 also stops the rotation plate 5, as shown in 
FIG. 11. As a result, the second station side combination and 
the three dice symbols for judgment are ascertained. When 
the second station side combination (a combination of sym 
bols) coincides with a combination of the three dice symbols 
for judgment (a combination of symbols displayed on a com 
mon display), medals will be paid to the player. More specifi 
cally, as many medals as (the number of medals bet on the 
special game)x5 will be paid. The number of medals to be 
paid will be displayed inside the acquired medal number 
display frame 35, and the total credit number will be 
increased as much as this number (that is, the number inside 
the credit number display frame 26 will be increased). In FIG. 
11, the second station side combination is '2', '3' and “5”. 
and the combination of the three dice symbols for judgment is 
“2”, “3” and “5” although it is not shown, so that 100x5=500 
medals will be paid. Namely, “500' will be displayed inside 
the acquired medal number display frame 35, and the total 
credit number will be increased by “500. After that, the reels 
18 are deleted. Note that FIG. 8 to FIG. 11 show the case 
where the player plays only the special game, but the player 
can play the special game and the ordinary game in parallel. 
0064 FIG. 12 is a block diagram showing an electric con 
figuration of the gaming device 1. The gaming device 1 has a 
server 46 and a plurality of stations 10. 
0065. The server 46 has a server ROM 47, a server RAM 
48, and a server CPU 49 as its electric configuration. A con 
troller 461 is formed by the server RAM 48 and the server 
CPU 49. 

0066. The server ROM 47 stores programs necessary for 
the operations of the server 46 and the like. The server RAM 
48 will be used as a work area of the server CPU 49. 

0067. The server CPU 49 carries out various types of con 
trol according to the programs stored in the server ROM 47. 
For example, the server CPU 49 carries out a control for 
determining whether medals are to be paid at each station 10 
or not, according to the first station side combination, the 
medal payout target combinations, the second station side 
combination, and the combinations of the three dice symbols 
for judgment. In addition, the server CPU 49 also carries out 
a control of the motor 8 and the scanner 9, and transmission 
and reception of signals among the stations 10. 
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0068 FIG. 13 is a block diagram showing an electric con 
figuration of the station 10. The station 10 has a station ROM 
50, a station RAM 51, a touch panel 52, a medal sensor 53, a 
hopper 54, a liquid crystal control circuit 55, and a liquid 
crystal display device 13, as its electric configuration. 
0069. The station ROM 50 stores programs necessary for 
the operations of the station 10, a correspondence table indi 
cating a correspondence relationship between the medal pay 
out target combinations and the payout rates, etc. The station 
RAM 51 will be used as a work area of the Station CPU 56. 
The touch panel 52 outputs an operation signal according to a 
position pressed by the player to the station CPU 56 when it 
is pressed by the player. The medal sensor 53 detects medals 
entered from the medal insertion slot 11. The medal sensor 53 
outputs a credit detection signal to the station CPU 56 when 
medals entered from the medal insertion slot 11 are detected. 
The hopper 54 pays out as many medals as the total credit 
number from the medal payout opening 12, under the control 
by the station CPU 56, when the payout button 43 is pressed. 
The liquid crystal control circuit 55 stores various images (an 
image shown in FIG. 3, for example), and displays various 
images on the liquid crystal display device 13, under the 
control of the Station CPU 56. 

0070 FIG. 14 to FIG. 17 are flow charts showing a proce 
dure of the processing to be carried out by the gaming device 
1. The server 46 carries out the serverside processing, and the 
station 10 carries out the station side ordinary processing, the 
station side special processing, and the credit increasing pro 
cessing, alternately in every prescribed time (1 ms, for 
example). For example, when the station side ordinary pro 
cessing is carried out for a prescribed time, the station 10 
starts the station side special processing, and when the station 
side special processing is carried out for a prescribedtime, the 
credit increasing processing is started. When the credit 
increasing processing is carried out for a prescribed time, the 
station 10 starts the station side ordinary processing. In the 
following, the station 10 repeats the similar processing. First, 
the server side processing will be described. 
(0071. At the step S1, the server CPU 49 waits until the 
credit signal is given from any one of the stations 10, and 
proceeds to the step S2 when the credit signal is given. Note 
that each station 10 outputs the credit signal to the server CPU 
49 when the total credit number stored by that station 10 
becomes greater than or equal to 1. 
0072 At the step S2, the server CPU 49 outputs a prepa 
ration start signal to each station 10. Each station 10 displays 
“300', which is an initial value of the waiting time, inside the 
waiting time display frame 17, at a timing of receiving the 
preparation start signal, and thereafter, decreases the waiting 
time by one whenever one second elapses. When the waiting 
time becomes “0”, each station 10 displays “60, which is an 
initial value of the betting time, inside the betting time display 
frame 14, and thereafter, decreases the betting time by one 
whenever one second elapses. The player can bet medals on 
the special game during a period since '60' is displayed 
inside the betting time display frame 14 until the betting time 
becomes “O’. 

0073. At the step S3, the server CPU 49 forms a waiting 
time timer in the server RAM48, and sets its initial value to be 
“300'. The waiting time timer indicates the waiting time. The 
server CPU 49 thereafter decreases a value of the waiting time 
timer by one whenever one second elapses, and waits until a 
value of the waiting time timer becomes “0”. When a value of 
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the waiting time timer becomes “0” (that is, when the waiting 
time becomes “0”), the server CPU 49 proceeds to the step S3. 
(0074 At the step S3-1, the server CPU 49 forms a betting 
timetimer in the server RAM48, and sets its initial value to be 
“60'. The betting time timer indicates the betting time. The 
server CPU 49 thereafter decreases a value of the betting time 
timer by one whenever one second elapses, and waits until a 
value of the betting time timer becomes “0”. When a value of 
the betting time timer becomes “0” (that is, when the betting 
time becomes “0”), the server CPU 49 proceeds to the step S4. 
(0075. At the step S4, the server CPU 49 outputs a motor 
driving signal to the motor 8. The motor 8 rotates the rota 
tional shaft 8a according to the motor driving signal. As a 
result, the rotation plate 5 is rotated, so that the dices 7 are 
rotated. 

(0076. At the step S5, the server CPU 49 transmits a reel 
rotation request signal to each station 10. Each station 10 
rotates the reel 18 according to the reel rotation request signal. 
As a result, the dice symbols 19 drawn on the circumferential 
face of the reel 18 are scrolled. 

(0077. At the step S6, the server CPU 49 waits until a 
prescribed driving period (10 seconds, for example) elapses 
since outputting the motor driving signal, and proceeds to the 
step S7 when the driving period has elapsed. 
(0078. At the step S7, the server CPU 49 outputs a motor 
stopping signal to the motor 8. The motor 8 stops the rota 
tional shaft 8a according to the motor stopping signal. As a 
result, the rotation plate 5 is stopped, so that the dices 7 are 
stopped. As a result, the three dice symbols for judgment are 
ascertained. 

(0079. At the step S8, the server CPU 49 judges a condition 
that a betting operation signal is given from any one of the 
stations 10, and proceeds to the step S9 when this condition is 
satisfied, or finishes the server side processing when this 
condition is not satisfied. Note that each station 10 outputs the 
betting operation signal regarding an identification informa 
tion for distinguishing itself from the other stations 10 and a 
content of the betting operation to the server CPU 49 when the 
player bets medals on the special game at that station 10. 
Here, the content of the betting operation includes the number 
of medals bet on the special game by the player. 
0080 Consequently, the server CPU 49 will carry out the 
processing of the step S9 and the subsequent steps when the 
player who is participating in the special game exists. 
I0081. At the step S9, the server CPU 49 outputs a scanner 
driving signal to the scanner 9. The Scanner 9 acquires an 
image in which the lower faces of the dices 7 are drawn by 
scanning the upper face of the rotation plate 5 almost entirely 
according to the Scanner driving signal. The scanner 9 outputs 
an image signal regarding the acquired image to the server 
CPU 49. 

I0082. At the step S10, the server CPU 49 waits until the 
image signal is given from the scanner 9, and proceeds to the 
step S11 when the image signal is given. 
I0083. At the step S11, the server CPU 49 outputs a reel 
stopping result request signal to each station 10. Each station 
10 outputs a reel stopping result signal regarding an identifi 
cation information for distinguishing itself from the other 
stations 10 and the second station side combination to the 
server CPU 49, according to the reel stopping result request 
signal. 
I0084. At the step S12, the server CPU 49 waits until the 
reel stopping result signals are given from all the stations 10, 
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and proceeds to the step S13 when the reel stopping result 
signals are given from all the station 10. 
I0085. At the step S13, the server CPU 49 carries out a 
control for determining whether medals are to be paid at one 
station 10, for each station 10, according to the image signal, 
and the reel stopping result signal and the betting operation 
signal given from each station 10. More specifically, the 
server CPU 49 carries out the following processing for each 
station 10. Namely, the server CPU 49 judges whether the 
second station side combination coincides with the combina 
tion of the three dice symbols for judgment or not, according 
to the image signal and the reel stopping result signal given 
from one station 10, and when they coincide, calculates the 
number of medals to be paid at one station 10, according to the 
betting operation signal given from one station 10 and the 
following equation (1). 

(the number of medals to be paid at one station 10)= 
(the number of medals bet on the special game)x5 (1) 

0.086 On the other hand, when the second station side 
combination does not coincide with the combination of the 
three dice symbols for judgment, the server CPU 49 calcu 
lates the number of medals to be paid at one station 10 as “O'”. 
The server CPU 49 generates a judgment result signal regard 
ing the identification information indicated by the reel stop 
ping result given from one station 10 and the calculated num 
ber of medals. 

I0087. At the step S14, the server CPU 49 judges the station 
10 to be an output target of each judgment result signal 
according to the identification information among the infor 
mation indicated by each judgment result signal, and outputs 
each judgment result signal to the station 10 that is an output 
target according to that judgment result. After that, the server 
CPU 49 finishes the server side processing. 
0088 FIG. 15 is a flow chart showing a procedure of the 
station side ordinary processing. At the step S15, the station 
CPU 56 displays the image shown in FIG. 3 on the liquid 
crystal display device 13. Note that, inside the credit number 
display frame 26, a value of a total credit number counter (this 
counter indicates a total credit number and stored in the 
station RAM51, and its initial value is “0”) will be displayed. 
Note that the value of the total credit number counter may be 
increased by the credit increasing processing to be described 
below. 

I0089. At the step S15-1, the station CPU 56 waits until a 
value of the total credit number counter becomes greater than 
or equal to 1, and proceeds to the step S16 when a value of the 
total credit number counter becomes greater than or equal to 
1 

0090. At the step S16, the station CPU 56 accepts the 
betting operation with respect to the ordinary game, that is the 
operation for pressing the bet button 15. Namely, the station 
CPU 56 accepts the operation signal regarding the operation 
for pressing the bet button 15 among the operation signals 
given from the touch panel 52, and recognizes the content of 
the betting operation with respect to the ordinary game 
according to that operation signal. The station CPU 56 stores 
the recognized content as the ordinary betting operation 
information into the station RAM 51. Here, the ordinary 
betting operation information includes the number of medals 
bet on the ordinary game. The station CPU 56 decreases a 
value of the total credit number counter according to the 
ordinary betting operation information. In addition, the sta 
tion CPU 56 updates a numerical value displayed inside the 
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betting number display frame 24 according to the ordinary 
betting operation information. 
(0091. At the step S17, the station CPU 56 judges a condi 
tion that the betting operation is made with respect to the 
ordinary game, or more specifically a condition that the ordi 
nary betting operation information is stored in the station 
RAM 51, and proceeds to the step S18 when this condition is 
satisfied, or proceeds to the step S15-1 when this condition is 
not satisfied. 

0092. At the step S18, the station CPU 56 judges a condi 
tion that the start button 16 is pressed, according to the opera 
tion signal given from the touch panel 52, and proceeds to the 
step S19 when this condition is satisfied, or proceeds to the 
step S15-1 when this condition is not satisfied. 
(0093. At the step S19, the station CPU 56 starts the rota 
tion of the reels 44, and stops the reels 44 after a prescribed 
period (after 10 seconds, for example) since the rotation of the 
reels 44 is started. As a result, the first station side combina 
tion is ascertained. 

(0094. At the step S20, the station CPU 56 judges a condi 
tion that the first station side combination coincides with the 
medal payout target combination according to the correspon 
dence table, and proceeds to the step S21 when this condition 
is satisfied, or proceeds to the step S22 when this condition is 
not satisfied. 

(0095. At the step S21, the station CPU 56 calculates the 
number of medals to be paid at the station 10 according to the 
following equation (2), and pays medals as much as the cal 
culated number. More specifically, the station CPU 56 dis 
plays the calculated number inside the acquired medal num 
ber display frame 25, and increases a value of the total credit 
number counter as much as that calculated number. 

(the number of medals to be paid at the station 10)= 
(the number of medals bet on the ordinary game)x(the 
payout rate corresponding to the first station side com 
bination) (2) 

(0096. At the step S22, “0” is displayed inside the betting 
number display frame 24 and the acquired medal number 
display frame 25. In addition, the station CPU 56 deletes 
unnecessary data (the ordinary betting operation information, 
for example) among data stored in the station RAM51. Here, 
however, the value of the total credit number counter will not 
be deleted. After that, the station CPU 56 finishes the station 
side ordinary processing. 
(0097 FIG. 16 is a flow chart showing a procedure of the 
station side special processing. At the step S23, the station 
CPU 56 judges a condition that the preparation start signal is 
given, and proceeds to the step S24 when this condition is 
satisfied, or proceeds to the step S29 when this condition is 
not satisfied. 

(0098. At the step S24, the station CPU 56 displays “300', 
which is an initial value of the waiting time, inside the waiting 
time display frame 17, and decreases the waiting time by one 
whenever one second elapses. The station CPU 56 waits until 
the waiting time becomes “0”, and proceeds to the step S25 
when the waiting time becomes “0”. 
(0099. At the step S25, the station CPU 56 displays “60, 
which is an initial value of the betting time, inside the betting 
time display frame 14, displays the reels 18, and flashes the 
bet button 36. Thereafter, the station CPU 56 decreases a 
value inside the betting time display frame 14 by one when 
ever one second elapses, in parallel to the processing of the 
step S26 to S28. 
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0100. At the step S26, the station CPU 56 judges a condi 
tion that a value of the total credit number counter is greater 
than or equal to 1, and proceeds to the step S27 when this 
condition is satisfied, or proceeds to the step S28 when this 
condition is not satisfied. 

0101. At the step S27, the station CPU 56 accepts the 
betting operation with respect to the special game. Namely, 
the station CPU 56 accepts the operation signal regarding the 
operation for pressing the bet button 36 among the operation 
signal given from the touch panel 52, recognizes the content 
of the betting operation made by the player according to that 
operation signal, and stores the recognized content as the 
special betting operation information into the station RAM 
51. Here, the special betting operation information includes 
the number of medals bet on the special game. The station 
CPU 56 decreases a value of the total credit number counter 
according to the special betting operation information. In 
addition, the station CPU 56 updates a numerical value dis 
played inside the betting number display frame 34 according 
to the special betting operation information. 
0102 At the step S28, the station CPU 56 judges a condi 
tion that the reel rotation request signal is given from the 
server CPU 49, and finishes the acceptance of the betting 
operation with respect to the special game, finishes the flash 
ing of the bet button 36, and proceeds to the step S32 when 
this condition is satisfied, or proceeds to the step S26 when 
this condition is not satisfied. 

(0103) At the step S29, the station CPU 56 judges a condi 
tion that a value of the total credit number counter is greater 
than or equal to 1, and proceeds to the step S30 when this 
condition is satisfied, or proceeds to the step S23 when this 
condition is not satisfied. 

0104. At the step S30, the station CPU 56 outputs the 
credit signal to the server CPU 49. 
0105. At the step S31, the station CPU 56 waits until the 
preparation start signal is given from the server CPU 49, and 
proceeds to the step S24 when the preparation start signal is 
given. 
0106 Consequently, in the case where at least one station 
10 for which the total credit number becomes greater than or 
equal to 1 exists among the eight stations 10, all the stations 
10 will display the waiting time simultaneously, and gradu 
ally decrease the waiting time. The player can make the 
betting operation with respect to the special game at any 
station 10 after the waiting time becomes “0” until the betting 
time becomes “O’. 

0107 At the step S32, the station CPU 56 judges a condi 
tion that the special betting operation information is stored in 
the station RAM 51, that is a condition that the betting opera 
tion with respect to the special game is made, and proceeds to 
the step S33 when this condition is satisfied, or proceeds to 
the step S34 when this condition is not satisfied. 
0108. At the step S33, the station CPU 56 outputs the 
betting operation signal regarding the identification informa 
tion for distinguishing the own station 10 from the other 
stations 10 and the special betting operation information to 
the server CPU 49. 

0109. At the step S34, the station CPU 56 starts the rota 
tion of the reels 18. At the step S35, the station CPU 56 waits 
until a prescribed rotation period (10 seconds, for example) 
elapses since the processing of the step S34 is finished, and 
proceeds to the step S36 when the prescribed rotation period 
has elapsed. 
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0110. At the step S36, the station CPU 56 stops the reels 
18. As a result, the second station side combination is ascer 
tained. 
0111. At the step S37, the station CPU 56 judges a condi 
tion that the reel stopping result request signal is given from 
the server CPU 49, and proceeds to the step S38 when this 
condition is satisfied, or finishes the station side special pro 
cessing when this condition is not satisfied. 
(O112 At the step S38, the station CPU 56 outputs the reel 
stopping result signal regarding the identification information 
for distinguishing the own station 10 from the other stations 
10 and the second station side combination to the server CPU 
49. 
0113. At the step S39, the station CPU 56 waits until the 
judgment result signal is given from the server CPU 49, and 
proceeds to the step S40 when the judgment result signal is 
given. 
0114. At the step S40, the station CPU 56 judges whether 
a payout of medals is to be made or not according to the 
judgment result signal, and proceeds to the step S41 when the 
payout of medals is to be made, or proceeds to the step S42 
when the payout of medals is not to be made. 
(0.115. At the step S41, the station CPU 56 recognizes the 
number of medals to be paid to the player in the special game 
according to the judgment result signal. The station CPU 56 
displays the number of medals to be paid to the player in the 
special game inside the acquired medal number display frame 
35. In addition, the station CPU 56 adds the number of medals 
to be paid to the player in the special game to a value of the 
total credit number counter. 
0116. At the step S42, the station CPU 56 displays “0” 
inside the betting number display frame 34 and the acquired 
medal number display frame 35. In addition, the station CPU 
56 deletes unnecessary data (the special betting operation 
information, for example) among data stored in the station 
RAM 51. Here, however, the value of the total credit number 
counter will not be deleted. After that, the station CPU 56 
finishes the station side special processing. 
0117 FIG. 17 is a flow chart showing a procedure of the 
credit increasing processing. At the step S43, the station CPU 
56 judges a condition that the credit detection signal is given 
from the medal sensor 53, and proceeds to the step S44 when 
this condition is satisfied, or finishes the credit increasing 
processing when this condition is not satisfied. 
0118. At the step S44, the station CPU 56 increases the 
value of the total credit number counter by “1”. After that, the 
station CPU 56 finishes the credit increasing processing. 
0119. As described above, the gaming device 1 provides a 
new multiple participant type game in which medals are paid 
at the station 10 on which the second station side combination 
is displayed, when the second station side combination con 
tains the combination of the three dice symbols for judgment. 
In addition, a player cannot judge whether a payout of medals 
can be received by himself or not unless attentions are paid to 
both the dice rotation device 2 and the station 10 at which a 
player himself made the betting operation, so that it is 
expected to be less likely to get bored by the game compared 
with the case where it suffices to pay attentions only to the 
dice rotation device 2 or the case where it suffices to pay 
attentions only to the station 10 at which a player himself 
made the betting operation. 
I0120 In particular, the gaming device 1 provides a new 
multiple participant type game in which medals are paid at the 
station 10 on which the second station side combination is 
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displayed, when the second station side combination coin 
cides with the combination of the three dice symbols for 
judgment. 
0121. In addition, the gaming device 1 provides two games 
including the ordinary game and the special game. In addi 
tion, the player can bet medals to a game on which the player 
wishes to bet medals among the ordinary game and the special 
game, and receive the payout of medals according to a result 
of a game on which medals are bet. 
0122 The gaming device and playing method thereof 
according to the embodiment of the present invention has 
been described above. However, the invention may be embod 
ied in other specific forms without departing from the spirit or 
essential characteristics thereof. The present embodiment is 
therefore to be considered in all respects as illustrative and not 
restrictive, the scope of the invention being indicated by the 
appended claims rather than by the foregoing description and 
all changes which come within the meaning and range of 
equivalency of the claims are therefore intended to be 
embraced therein. In this embodiment, one kind of character 
image, the frog character image X is used, for example, as the 
dynamic character image X that is the predetermined charac 
ter image. However, several kinds of characterimages may be 
used as predetermined character images and simultaneously 
displayed. In Such a case, in addition to setting of payouts in 
this embodiment, setting of payouts according to the kinds of 
the predetermined character images may be executed. Spe 
cifically, a payout amount may be set to vary according to the 
kinds of the predetermined character images. 
0123. Moreover, the effects described in the embodiment 
of the present invention are only a list of optimum effects 
achieved by the present invention. Hence, the effects of the 
present invention are not limited to those described in the 
embodiment of the present invention. 
0.124 For example, in this embodiment, the dice symbols 
themselves are used as the symbol information (that is, the 
symbol information=the combination of the three dice sym 
bols for judgment), but the symbol information may be a letter 
information indicating the dice symbols. In this case, the 
common display will be one that is capable of displaying 
images, such as a liquid crystal display, for example. When 
the letter information is used as the symbol information, the 
gaming device 1 will pay medals when the second station side 
combination contains the dice symbols indicated by that letter 
information. In addition, symbols other than the dice sym 
bols, such as symbols drawn on trump cards (a Queen of 
Heart, etc., for example) may be used. The reels 18 and 44 
may be the so called mechanical reels. The numbers of the 
reels 18 and 44 to be displayed at one liquid crystal display 
device 13 are not limited to the above described numbers. The 
communications between the server CPU 49 and the station 
CPU 56 may be wire communications or wireless communi 
cations. The gaming device 1 pays medals as a prize, but a 
prize may be other than that, such as tickets having similar 
level of values as medals. Also, the special game may be 
provided as a bonus game at arbitrary timing. 
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What is claimed is: 
1. A gaming device, comprising: 
a common display configured to display a symbol infor 

mation indicating symbols to be a target for awarding a 
pr1Ze; 

a plurality of stations having an individual display config 
ured to arrange and rearrange symbols; and 

a controller configured to award a prize at one of the sta 
tions, for each station, when symbols rearranged on the 
individual display provided at the one of the stations 
contain symbols indicated by the symbol information 
displayed on the common display. 

2. A gaming device, comprising: 
a common display configured to display symbols; 
a plurality of stations having an individual display config 

ured to arrange and rearrange symbols; and 
a controller configured to award a prize at one of the sta 

tions, for each station, when symbols rearranged on the 
individual display provided at the one of the stations 
contain symbols displayed on the common display. 

3. A gaming device, comprising: 
a common display configured to display a plurality of 

symbols; 
a plurality of stations having an individual display config 

ured to arrange and rearrange a plurality of symbols; and 
a controller configured to award a prize at one of the sta 

tions, for each station, when a combination of symbols 
rearranged on the individual display provided at the one 
of the stations coincides with a combination of symbols 
displayed on the common display. 

4. A playing method of a game, comprising: 
displaying a symbol information indicating symbols to be 

a target for awarding a prize on a common display; 
rearranging symbols arranged on an individual display 

provided at each of a plurality of stations; and 
awarding a prize at one of the stations, for each station, 
when symbols rearranged on the individual display pro 
vided at the one of the stations contain symbols indi 
cated by the symbol information displayed on the com 
mon display. 

5. A playing method of a game, comprising: 
displaying symbols on a common display; 
rearranging symbols arranged on an individual display 

provided at each of a plurality of stations; and 
awarding a prize at one of the stations, for each station, 
when symbols rearranged on the individual display pro 
vided at the one of the stations contain symbols dis 
played on the common display. 

6. A playing method of a game, comprising: 
displaying a plurality of symbols on a common display; 
rearranging a plurality of symbols arranged on an indi 

vidual display provided at each of a plurality of stations; 
and 

awarding a prize at one of the stations, for each station, 
when a combination of symbols rearranged on the indi 
vidual display provided at the one of the stations coin 
cides with a combination of symbols displayed on the 
common display. 


