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GAMING MACHINE ACCEPTING SIDE BET 
AND CONTROL METHOD THEREOF 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims benefit of priority based on 
U.S. Provisional Patent Application No. 61/028.410 filed on 
Feb. 13, 2008. The contents of this application are incorpo 
rated herein by reference in their entirety. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming machine 
accepting a side BET and a control method thereof. 
0004 2. Discussion of the Background 
0005. There have been conventionally known a variety of 
table games, and for example, as disclosed in WO 07/016, 
776-A1, US 2007/0026947-A1, and U.S. Pat. No. 5,413,351, 
a game genre called a dice game exists among those table 
gameS. 
0006 Among the dice games, there exists, for example, a 
gaming method in which a dealer throws dice after a player 
has performed a BET operation, and in the case where the 
dealer throws a predetermined combination, the player can 
throw dice to obtain a high payout, as disclosed in U.S. Pat. 
No. 5,413.351. Further, in Asia, Sic Bo is known as a long 
time familiar dice game in which a player places a BET based 
on a prediction of the outcomes of three dice. 
0007 Sic Bo is widely known as an ancient Chinese dice 
game. In Sic Bo, a player places a BET based on a prediction 
of the outcomes of the respective three dice or a combination 
of the outcomes of the three dice. The way of placing a BET 
and payout rates are displayed on a table where a player is 
seated (or they may be displayed to an image display). The 
table is provided with: an area for placing a BET based on a 
prediction of the outcome of one die; an area for placing a 
BET based on a prediction that the outcomes of two dice will 
be the same; an area for placing a BET based on a prediction 
that the outcomes of the three dice will be the same; an area 
for placing a BET based on a prediction of a combination of 
the outcomes of two dice; an area for placing a BET based on 
a prediction of the total value of the outcomes of the three 
dice; and the like. As for the payout, although it cannot be 
uniformly set due to different circumstances of regions, coun 
tries, or the like, it has been set to the degree of 1:1 to 1:180 
according to an appearance probability. 
0008 Since the dice game disclosed in U.S. Pat. No. 
5,413.351 is executed according to a particular rule, there has 
been a problem that the game is unfamiliar to the player and 
lacks interesting aspects. Further, in typical Sic Bo widely 
known, types of BETs are limited and hence the player might 
Soon be tired of the game. 
0009. An object of the present invention is to provide a 
gaming machine capable of enhancing interesting aspects of 
a game so as to prevent a player from becoming tired of the 
game, and a control method of the gaming machine. 
0010. The contents of WO 07/016,776-A1, US 2007/ 
0026947-A1, and U.S. Pat. No. 5,413.351 are incorporated 
herein by reference in their entirety. 

SUMMARY OF THE INVENTION 

0011. A first aspect of the present invention provides a 
gaming machine having the following configuration. 
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0012 Namely, the gaming machine includes: a gaming 
portion in which a plurality of main dice roll and stop; a 
station having an input device with which a player can place 
a normal BET and a side BET different from the normal BET, 
based on a prediction of the outcomes of dice, and an image 
display capable of displaying an image; and a controller. The 
controller is programmed to execute the processing of (A) 
accepting the normal BET from the input device provided in 
the station, (B) accepting the side BET from the input device 
provided in the station, (C) rolling and stopping the plurality 
of the main dice in the gaming portion, (D) determining the 
outcome of a Sub die to be displayed to the image display 
provided in the station, (E) displaying at least an image show 
ing the state of stopping of the Sub die with the outcome 
determined in the processing (D), to the image display pro 
vided in the station where the side BET has been input, (F) 
offering a normal payout based on the outcomes of the plu 
rality of the main dice stopped in the processing (C) and the 
normal BET accepted in the processing (A), and (G) offering 
a special payout based on the outcomes of the plurality of the 
main dice stopped in the processing (C), the outcome of the 
sub die displayed in the processing (E), and the side BET 
accepted in the processing (B). 
0013. According to the above-mentioned gaming 
machine, a side BET can be input based on a prediction of the 
outcomes of a plurality of main dice and the outcome of a Sub 
die. Since the number of betting objects is large in the side 
BET as compared with the normal BET in which only the 
outcomes of the plurality of the main dice are predicted, a 
player has wider options in betting so as to be prevented from 
becoming tired of the game. Further, with the number of dice 
increased, a betting object having an extremely low appear 
ance probability is generated; hence, for example by increas 
ing a payout rate of that betting object, it is possible to make 
the player have a high expectation toward a high payout. 
0014. According to the above-mentioned gaming 
machine, two types of BETs and payouts, a normal payout for 
the normal BET and a special payout for the side BET, are 
prepared. Therefore, it is possible to make the player feel 
enjoyment which cannot be felt in the conventional dice 
games and to improve the interesting aspect of the game. 
0015. An image showing the state of stopping of the sub 
die is displayed only in a station where the side BET has been 
input. Hence, it is possible to have a player, who is playing a 
game in the station where the image showing the state of 
stopping of the Sub die is displayed, to indulge in a feeling of 
Superiority. 
0016. It is desirable that the gaming machine further has 
the following configuration. 
0017. The processing (D) includes determining, every 
time an input of the side BET is accepted in the processing 
(B), the outcome of a sub die to be displayed to the image 
display provided in the station where the accepted input of the 
side BET has been entered. 
0018. Every time the input of the side BET is accepted, the 
outcome of the sub die, which is to be displayed to the image 
display in the station where the accepted input of the side BET 
has been entered, is determined; therefore, the outcome of the 
Sub die varies depending on each station. Namely, even when 
a plurality of players have placed the side BET on the same 
betting object, since the outcome of the Sub die varies in each 
station, the prediction of one player comes true while that of 
another player does not. Therefore, it is possible to make the 
player play a game with enjoyment as compared with the case 
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of uniformly determining the outcome of the sub die, thereby 
making the player engrossed in the game. 
0019. It is desirable that the gaming machine further has 
the following configuration. 
0020. The controller is further programmed so as to 
execute processing of (H) determining whether or not the side 
BET has been accepted in the processing (B). Further, the 
processing (E) includes displaying an image showing the 
state of stopping of the sub die with the outcome determined 
in the processing (D) to the image display provided in the 
station where the side BET has been input, after displaying an 
image showing the State of rolling of the Sub die upon deter 
mination of acceptance of the side BET in the processing (H). 
0021. When it is determined that the side BET has been 
accepted, an image showing the state of rolling of the Sub die 
is displayed to the image display provided in the station. This 
allows the player to see that another player has placed a side 
BET when looking at display of an image showing the state of 
rolling of a Sub die in a station where another player is playing 
a game. Therefore, according to the above-mentioned gaming 
machine, it is possible to have players around the player 
having placed the side BET to feel a desire to place a side 
BET. 
0022. It is desirable that the gaming machine further has 
the following configuration. 
0023 The processing (G) includes offering a special pay 
out in amount corresponding to the number of dice with the 
Same OutCOme. 

0024. According to the above-mentioned gaming 
machine, a special payout in amount according to the number 
of dice with the same outcome is offered. Since the amount of 
the special payout can be determined in an easily understand 
able manner, it is possible to allow even a beginner to play a 
game without having a sense of discomfort. 
0025. A second aspect of the present invention provides a 
gaming machine having the following configuration. 
0026. Namely, the gaming machine includes: a main 
image display capable of displaying an image; a station hav 
ing an input device with which a player can place a normal 
BET and a side BET different from the normal BET, based on 
a prediction of the outcomes of dice, and an image display 
capable of displaying an image; and a controller. The control 
ler is programmed to execute the processing of (A) accepting 
the normal BET from the input device provided in the station, 
(B) accepting the side BET from the input device provided in 
the station, (C) determining the outcomes of a plurality of 
main dice to be displayed to the main image display, (D) 
displaying at least an image showing the state of stopping of 
the plurality of the main dice with the outcomes determined in 
the processing (C), to the main image display, (E) determin 
ing the outcome of a Sub die to be displayed to the image 
display provided in the station, (F) displaying at least an 
image showing the state of stopping of the Sub die with the 
outcome determined in the processing (E), to the image dis 
play provided in the station where the side BET has been 
input, (G) offering a normal payout based on the outcomes of 
the plurality of the main dice displayed in the processing (D) 
and the normal BET accepted in the processing (A), and (H) 
offering a special payout based on the outcomes of the plu 
rality of the main dice displayed in the processing (D), the 
outcome of the Sub die displayed in the processing (F), and 
the side BET accepted in the processing (B). 
0027. According to the above-mentioned gaming 
machine, a side BET can be input based on a prediction of the 
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outcomes of the plurality of the main dice and the outcome of 
the sub die. Since the number of betting objects is large in the 
side BET as compared with the normal BET in which only the 
outcomes of the plurality of the main dice are predicted, the 
player has wider options in betting so as to be prevented from 
becoming tired of the game. Further, since the increase in 
number of dice generates a betting object having an extremely 
low appearance probability, for example by increasing a pay 
out rate of that betting object, it is possible to make the player 
have a high expectation toward a high payout. 
0028. According to the above-mentioned gaming 
machine, two types of BETs and payouts, a normal payout for 
the normal BET and a special payout for the side BET, are 
prepared. Therefore, it is possible to make the player feel 
enjoyment which cannot be felt in the conventional dice 
games and to improve the interesting aspect of the game. 
0029. An image showing the state of stopping of the sub 
die is displayed only in a station where the side BET has been 
input. Hence, it is possible to have a player, who is playing a 
game in the station where the image showing the state of 
stopping of the Sub die is displayed, to indulge in a feeling of 
Superiority. 
0030. It is desirable that the gaming machine further has 
the following configuration. 
0031. The processing (E) includes determining, every 
time an input of the side BET is accepted in the processing 
(B), the outcome of a sub die to be displayed to the image 
display provided in the station where the accepted input of the 
side BET has been entered. 

0032 Every time the input of the side BET is accepted, the 
outcome of the sub die, which is to be displayed to the image 
display provided in the station where the accepted input of the 
side BET has been entered, is determined; therefore, the 
outcome of the Sub die varies depending on each station. 
Namely, even when a plurality of players have placed the side 
BET on the same betting object, since the outcome of the sub 
die varies in each station, the prediction of one player comes 
true while that of another player does not. Therefore, it is 
possible to make the player play a game with enjoyment as 
compared with the case of uniformly determining the out 
come of the Sub die, thereby making the player engrossed in 
the game. 
0033. It is desirable that the gaming machine further has 
the following configuration. 
0034. The controller is further programmed so as to 
execute processing of (I) determining whether or not the side 
BET has been accepted in the processing (B). Further, the 
processing (F) includes displaying an image showing the State 
of stopping of the sub die with the outcome determined in the 
processing (E) to the image display provided in the station 
where the side BET has been input, after displaying an image 
showing the state of rolling of the Sub die upon determination 
of acceptance of the side BET in the processing (I). 
0035. When it is determined that the side BET has been 
accepted, an image showing the state of rolling of the Sub die 
is displayed to the image display provided in the station. This 
allows the player to see that another player has placed a side 
BET when looking at display of an image showing the state of 
rolling of a Sub die in a station where another player is playing 
a game. Therefore, according to the above-mentioned gaming 
machine, it is possible to have players around the player 
having placed the side BET to feel a desire to place a side 
BET. 



US 2009/0247279 A1 

0036. It is desirable that the gaming machine further has 
the following configuration. 
0037. The processing (H) includes offering a special pay 
out in amount according to the number of dice with the same 
OutCOme. 

0038 According to the above-mentioned gaming 
machine, a special payout in amount according to the number 
of dice with the same outcome is offered. Since the amount of 
the special payout can be determined in an easily understand 
able manner, it is possible to allow even a beginner to play a 
game without having a sense of discomfort. 
0039. The present invention further provides a control 
method of the gaming machine, having the following con 
figuration. 
0040 Namely, the control method includes the steps of: 
(A) accepting a normal BET from an input device with which 
a player can place the normal BET and a side BET different 
from the normal BET, based on a prediction of the outcomes 
of dice, the input device being provided in a station; (B) 
accepting the side BET from the input device provided in the 
station, (C) rolling and stopping a plurality of main dice in a 
gaming portion in which the plurality of the maindice roll and 
stop; (D) determining the outcome of a sub die to be displayed 
to an image display capable of displaying an image, the image 
display being provided in the station; (E) displaying at least 
an image showing the state of stopping of the Sub die with the 
outcome determined in the step (D), to the image display 
provided in the station where the side BET has been input; (F) 
offering a normal payout based on the outcomes of the plu 
rality of the main dice stopped in the step (C) and the normal 
BET accepted in the step (A); and (G) offering a special 
payout based on the outcomes of the plurality of the main dice 
stopped in the step (C), the outcome of the sub die displayed 
in the step (E), and the side BET accepted in the step (B). 
0041 According to the above-mentioned control method 
of the gaming machine, a side BET can be input based on a 
prediction of the outcomes of the plurality of the main dice 
and the outcome of the sub die. Since the number of betting 
objects is large in the side BET as compared with the normal 
BET in which only the outcomes of the plurality of the main 
dice are predicted, the player has wider options in betting so 
as to be prevented from becoming tired of the game. Further, 
with the number of dice increased, a betting object having an 
extremely low appearance probability is generated; hence, for 
example by increasing a payout rate of that betting object, it 
is possible to make the player have a high expectation toward 
a high payout. 
0042. According to the above-mentioned control method 
of the gaming machine, two types of BETs and payouts, a 
normal payout for the normal BET and a special payout for 
the side BET, are prepared. Therefore, it is possible to make 
the player feel enjoyment which cannot be felt in the conven 
tional dice games and to improve the interesting aspect of the 
game. 

0043. An image showing the state of stopping of the sub 
die is displayed only in a station where the side BET has been 
input. Hence, it is possible to have a player, who is playing a 
game in the station where the image showing the state of 
stopping of the Sub die is displayed, to indulge in a feeling of 
Superiority. 
0044) The present invention further provides a control 
method of the gaming machine, having the following con 
figuration. 
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0045 Namely, the control method includes the steps of: 
(A) accepting a normal BET from an input device with which 
a player can place the normal BET and a side BET different 
from the normal BET, based on a prediction of the outcomes 
of dice, the input device being provided in a station; (B) 
accepting the side BET from the input device provided in the 
station, (C) determining the outcomes of a plurality of main 
dice to be displayed to a main image display capable of 
displaying an image; (D) displaying at least an image show 
ing the state of stopping of the plurality of the main dice with 
the outcomes determined in the processing (C), to the main 
image display; (E) determining the outcome of a Sub die to be 
displayed to an image display capable of displaying an image, 
the image display being provided in the station: (F) displaying 
at least an image showing the state of stopping of the Sub die 
with the outcome determined in the step (E), to the image 
display provided in the station where the side BET has been 
input; (G) offering a normal payout based on the outcomes of 
the plurality of the main dice displayed in the step (D) and the 
normal BET accepted in the step (A); and (H) offering a 
special payout based on the outcomes of the plurality of the 
main dice displayed in the step (D), the outcome of the sub die 
displayed in the step (F), and the side BET accepted in the step 
(B). 
0046 According to the above-mentioned control method 
of a gaming machine, a side BET can be input based on a 
prediction of the outcomes of the plurality of the main dice 
and the sub die. Since the number of betting objects is large in 
the side BET as compared with the normal BET in which only 
the outcomes of the plurality of the main dice are predicted, 
the player has wider options in betting so as to be prevented 
from becoming tired of the game. Further, with the number of 
dice increased, a betting object having an extremely low 
appearance probability is generated; hence, for example by 
increasing a payout rate of that betting object, it is possible to 
make the player have a high expectation toward a high payout. 
0047 According to the above-mentioned control method 
of a gaming machine, payouts for two types of BETs, a 
normal payout for the normal BET and a special payout for 
the side BET, are prepared. Therefore, it is possible to make 
the player feel enjoyment which cannot be felt in the conven 
tional dice games and to improve the interesting aspect of the 
game. 
0048. An image showing the state of stopping of the sub 
die is displayed only in a station where the side BET has been 
input. Hence, it is possible to have a player, who is playing a 
game in the station where the image showing the state of 
stopping of the Sub die is displayed, to indulge in a feeling of 
Superiority. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0049 FIG. 1 is an exemplary view showing a display 
screen displayed to an image display. 
0050 FIG. 2 is a perspective view schematically showing 
one example of a gaming machine according to the present 
invention. 
0051 FIG.3 is an enlarged view of a gaming portion of the 
gaming machine shown in FIG. 2. 
0.052 FIG. 4 is a view schematically showing a channel 
from collection to release of main dice in the gaming portion. 
0053 FIG. 5 is a block diagram showing an internal con 
figuration of an outcome detecting device in the gaming 
machine shown in FIG. 2. 
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0054 FIG. 6 is an exemplary view showing a display 
screen displayed to the image display. 
0055 FIG. 7 is another exemplary view showing a display 
screen displayed to the image display. 
0056 FIG. 8 is a block diagram showing an internal con 
figuration of the gaming machine shown in FIG. 2. 
0057 FIG. 9 is a block diagram showing an internal con 
figuration of one of the stations shown in FIG. 2. 
0058 FIG. 10A is a flowchart showing game processing 
according to the present embodiment. 
0059 FIG. 10B is another flowchart showing game pro 
cessing according to the present embodiment. 
0060 FIG. 10C is another flowchart showing game pro 
cessing according to the present embodiment. 

DESCRIPTION OF THE EMBODIMENTS 

0061 FIG. 1 is a view showing a characteristic of a gaming 
machine of the present embodiment, and an exemplary view 
showing a display Screen displayed to an image display. 
0062 FIG. 2 is a perspective view schematically showing 
one example of gaming machines according to the present 
invention. 
0063 As shown in FIG. 2, a gaming machine 1 according 

to the present embodiment includes: a cabinet 2 to be a body 
portion; a gaming portion 3 which is provided at the Substan 
tially central portion of the upper surface of the cabinet 2 and 
within which a plurality of main dice 70 roll and stop; and a 
plurality of (10 units in the present embodiment) stations 4 
provided so as to Surround the gaming portion 3. Each of the 
stations 4 includes an image display 7. A player seated at each 
station 4 inputs a normal BET based on a prediction of the 
outcomes of the main dice 70, to participate in a game. Fur 
ther, the player seated at each station 4 inputs a side BET 
based on a prediction of the outcomes of the main dice 70 and 
the outcome of a sub die 700 displayed to the image display 7. 
0064. In FIG. 1, a sub dice stop image 242 showing the 
state of stopping of the sub die 700 is displayed on the lower 
right portion of a liquid crystal screen 36 provided in the 
image display 7. In the present embodiment, the Sub dice stop 
image 242 is displayed to the image display 7 provided in the 
station 4 having accepted the side BET input from the player. 
0065 FIG. 2 is the perspective view schematically show 
ing one example of the gaming machines according to the 
present invention; FIG. 3 is an enlarged view showing the 
gaming portion of the gaming machine shown in FIG. 2; and 
FIG. 4 is a view schematically showing a channel from col 
lection to release of the main dice in the gaming portion. 
0066. The gaming machine 1 includes: the cabinet 2 to be 
the body portion; the gaming portion 3 which is provided at 
the substantially central portion of the upper surface of the 
cabinet 2 and in which the plurality of the main dice 70 roll 
and stop; and the plurality of (10 units in the present embodi 
ment) the stations 4 provided so as to Surround the gaming 
portion 3. 
0067. Each of the stations 4 includes: a game media 
accepting device 5 into which game media Such as medals for 
use in a game are inserted; a control portion 6 having a 
plurality of control buttons and the like, with which a player 
inputs predetermined commands; and the image display 7 to 
which an image regarding a BET table, and the like are 
displayed. While looking at the image displayed to the image 
display 7, the player operates the control portion 6 and the like 
So as to participate in a game. 
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0068. On the side surfaces of the cabinet 2 where the 
stations 4 are installed, there are provided for each station 4 a 
payout exit 8 from which the game media are paid out. Fur 
ther, on the right side above the image display 7 of each 
station 4, speakers 9 capable of outputting a Sound are pro 
vided. 
0069. The control portion 6 is provided beside the image 
display 7 of the station 4. In the control portion 6, a confir 
mation button 30, a payback button 31 and a help button 32 
are arranged in the order from the left, when seen from a 
position facing to the station 4. 
(0070. The confirmation button 30 is pressed when a BET 
operation is confirmed after the BET operation has been 
performed. Further, for operations other than the BET opera 
tions, the player also presses the confirmation button 30 to 
confirm an input that the player has entered. 
0071. The payback button 31 is typically pressed after a 
game has been ended. When the paybackbutton 31 is pressed, 
game media according to credits owned by the player is paid 
back from the payout exit 8. 
0072 The help button 32 is pressed when the game play 
ing manner or the like is unclear. Immediately after the help 
button 32 is pressed, a help image showing information on a 
variety of operations is displayed to the image display 7. 
0073. In the gaming portion 3, the plurality of the main 
dice 70 are rolled and stopped. In the present embodiment, the 
gaming machine 1 has a configuration in which three main 
dice 70 (a main die 70A, a main die 70B and a main die 70C) 
are used in the gaming portion 3. 
0074 The gaming portion 3 is formed in a circular shape 
and includes: a dice releasing portion 3a from which the main 
dice 70 are released; a rotating plate 3b that rotates the main 
dice 70 sequentially released from the dice releasing portion 
3a; and a stopping plate 3c that finally stops the main dice 70 
rotating on the rotating plate 3b. 
0075. The dice releasing portion 3a is installed in a circu 
lar outer frame 3F configuring the gaming portion3, and from 
here, the main dice 70A to 70C are sequentially (or simulta 
neously) released toward the rotating plate 3b. It is to be noted 
that in FIGS. 2 and 3, the maindice 70 are drawn in a large size 
as compared with the dice releasing portion 3a for the sake of 
facilitating the description. 
0076. The rotating plate 3b has a shape of a truncated cone, 
as shown in FIG. 4. On the lower surface portion of the 
rotating plate 3b, a plurality of driving rollers 3d are rotatably 
provided in a state in contact with the rotating plate 3b. 
Simultaneously with start of a game, the plurality of the 
rotating rollers 3d are rotationally driven by a rotating-plate 
driving motor 300A, to rotationally drive the rotating plate3b. 
It is to be noted that on the front surface of the rotating plate 
3b, projections 3h are provided at predetermined intervals, 
which flip the respective main dice so as to facilitate rolling 
thereof when the rotating plate 3b is rotationally driven. 
0077. The stopping plate 3C is configured in a circular 
plate shape at the bottom portion of the rotating plate 3b 
having a shape of a truncated cone, and is an area where the 
main dice 70 rotating on the rotating plate 3b finally stop after 
dropping along the inclination of the rotating plate 3b follow 
ing the stop of the rotating plate 3b. Namely, the main dice 70 
released from the dice releasing portion 3a rotate on the 
surface of the rotating plate 3b by rotation of the rotating plate 
3b, and drop along the inclination of the rotating plate 3b with 
the stop of the rotating plate 3b. Then, the main dice 70 finally 
stop on the stopping plate 3c. 
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0078. As shown in FIG.4, the stopping plate 3c is config 
ured to be slidingly driven by a stopping-plate driving motor 
300B. With the stopping plate 3c slidingly driven, the main 
dice 70 drop toward a collection/release mechanism 10. 
0079. The collection/release mechanism 10 includes: a 
housing portion 10a that receives the main dice 70 having 
dropped from the stopping plate 3c., a carrying mechanism 
10b that carries the main dice 70 inside the housing portion 
10a toward the dice releasing portion 3a; and a carriage 
driving motor 300C that drives the carrying mechanism 10b. 
The configuration of the collection/release mechanism 10 is 
not limited to a specific form, so long as it is a configuration 
capable of collecting the main dice 70 after a later-described 
outcome detecting device 15 has completed detection of the 
outcomes of the respective main dice 70 having stopped on 
the stopping plate 3c, and releasing the main dice 70 from the 
dice releasing portion 3a, toward the rotating plate 3b. 
Namely, for example, the carrying mechanism 10b can be 
conducted in a variety of forms, such as a configuration in 
which the carrying mechanism 10b carries the main dice 70 
by air pressure from the housing portion 10a toward the dice 
releasing portion 3a, and a configuration in which the carry 
ing mechanism 10b carries the main dice 70 by a conveyor 
like carrier from the housing portion 10a toward the dice 
releasing portion 3a. 
0080. The gaming portion 3 is covered at its whole upper 
portion by a hemispheric covering member 12 made of trans 
parent acrylic, and therefore the rotating range of the main 
dice 70 is regulated. In the present embodiment, the outcome 
detecting device 15that detects the outcomes of the main dice 
70 is installed on the top of the covering member 12. It is to be 
noted that in FIG. 2, the covering member 12 is drawn so as to 
cover only part of the gaming portion 3 for the sake of facili 
tating the description. 
0081 FIG. 5 is a block diagram showing an internal con 
figuration of the outcome detecting device in the gaming 
machine shown in FIG. 2. 
0082. The outcome detecting device 15 in the present 
embodiment includes an imaging device (CCD camera) 17 
that photographs the main dice 70 being the photographic 
Subject, and an outcome detecting circuit 18 that processes 
the imaging signal from the imaging device 17 and then 
detects the outcomes of the main dice 70. 
0083. The imaging device 17 is previously made by a 
focus lens 17a to have a focus consistent with the stopping 
plate 3c in order to photograph the main dice 70 on the 
stopping plate 3c, and is exposure-controlled. The outcome 
detecting circuit 18 includes: a Subject recognizing portion 19 
that receives an imaging signal from the imaging device 17 to 
recognize a position of a Subject (main dice 70); a brightness 
calculating portion 20 that calculates brightness of the image 
of the Subject (image of the main dice) recognized in the 
Subject recognizing portion 19; a recognition processing por 
tion 21 that identifies the outcomes of the main dice 70; an 
outcome data storing portion 22 in which comparison data 
regarding the outcomes of the maindice 70 is stored; a control 
RAM 23; and a control CPU 24 that controls these units. 
These units are connected to one another through a bus, and 
controlled by the control CPU 24. 
0084. From the imaging signal of the main dice 70 
received from the imaging device 17, intensity distribution of 
the image is measured in the Subject recognizing portion 19. 
Measuring the intensity distribution allows identification of 
the positions of the main dice 70 on the stopping plate 3c and 
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the surface states of the main dice 70. In the recognition 
processing portion 21, the identified data is subjected to pro 
cessing of comparison with the comparison data previously 
stored in the outcome data storing portion 22, to identify the 
outcomes of the main dice 70. 
0085. The identified outcome information is stored into 
the control RAM 23, and transmitted to a later-described 
main control portion 80 through an interface 25. Namely, the 
outcome detecting device 15 identifies the outcomes of the 
three main dice 70 having stopped in the gaming portion 3. 
and transmits the identified outcome information to the main 
control portion 80. 
I0086 FIG. 6 is an exemplary view showing the display 
screen displayed to the image display. 
I0087 As shown in FIG. 6, the image display 7 is a touch 
panel-type liquid crystal display having a touch panel 35 
installed on its front Surface; the player can select an icon and 
the like displayed to the liquid crystal screen 36 by touching 
the touch panel 35 with his/her finger or the like. 
I0088. During the game, a table-type betting board (normal 
BET screen) 40 to be used for predicting the outcomes of the 
main dice 70 is displayed to the image display 7 at a prede 
termined timing. 
I0089. The normal BET screen 40 is specifically described. 
(0090. Within the normal BET screen 40, a plurality of 
BET areas 41 (a BET area 41A, a BET area 41B, a BET area 
41C, a BET area 41D, a BET area 41E, a BET area 41F, a BET 
area 41G, a BET area 41H) are displayed, and a normal BET 
operation is performed by touching the touch panel 35 with 
the finger or the like to specify the BET area 41, and making 
chips displayed in the specified BET area 41. 
(0091. In the lower portion of the normal BET screen 40, 
there are displayed a side BET switching button 42A, a unit 
BET button 43, a Re-BET button 43E, a payback result dis 
play portion 45, and a number-of-credits display portion 46. 
The side BET switching button 42A is to be selected when the 
player wishes to place a side BET. Namely, by touching this 
side BET switching button 42A with the finger or the like, the 
normal BET screen 40 is switched to a later-described side 
BET screen 60 so that a side BET can be placed. 
0092. The unit BET button 43 is used for betting a chip on 
the BET area 41 specified by the player. The unit BET button 
43 is configured by four types of buttons: a 1-BET button 
43A; a 5-BET button 43B; a 10-BET button 43C; and a 
100-BET button 43D. It is to be noted that, when the BET 
operation is wrongly performed, it can be performed again by 
touching a Re-BET button 43E with the finger or the like. 
(0093. The player first touches the touch panel 35 with the 
finger or the like to specify the BET area 41 by using a cursor 
47. At this state, touching the 1-BET button 43A with the 
finger or the like enables the player to BET one chip at a time 
(the number of BETs increases in order of 1, 2, 3, and so forth 
every time the 1-BET button 43A is touched with the finger or 
the like). Similarly, touching the 5-BET button 43B with the 
finger or the like enables the player to BET five chips at a time 
(the number of BETs increases in order of 5, 10, 15, and so 
forth every time the 5-BET button 43B is touched with the 
finger or the like). Touching the 10-BET button 43C with the 
finger or the like enables the player to BET ten chips at a time 
(the number of BETs increases in order of 10, 20, 30, and so 
forth every time the 10-BET button 43C is touched with the 
finger or the like) Touching the 100-BET button 43D with the 
finger or the like enables the player to BET one hundred chips 
at a time (the number of BETs increases in order of 100, 200, 
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300, and so forth every time the 100-BET button 43D is 
touched with the finger or the like). In the BET areas 41, the 
number of BET chips up to the present moment is displayed 
as a chip mark 48, and a number displayed within the chip 
mark 48 shows the number of BETs of chips. 
0094. In a payback result display portion 45, the number of 
BETs of chips of the player and the number of payback credits 
in the previous game are displayed. A number obtained by 
subtracting the number of BETs from the number of payback 
credits indicates the number of credits newly acquired by the 
player in the previous game. 
0095. In the number-of-credits display portion 46, the 
number of credits owned by the player is displayed. This 
number of credits decreases according to the number of BETs 
(one credit per one chip) when chips are BET. Further, when 
the BET chips are won and credits are paid back, the number 
of credits increases by the number of the paid back credits. It 
is to be noted that, when the number of credits becomes 0, the 
game is ended. 
0096. Next, the BET areas 41 on the normal BET screen 
40 are described. 
0097. The BET areas 41A, 41B are portions used when the 
player places a BET based on a prediction of the total value of 
the main dice 70A to 70C. Namely, the BET area 41A is 
selected when the total value is predicted to be 4 to 10, and the 
BET area 42B is selected when the total value is predicted to 
be 11 to 17. The payout is set to 1:1 (two chips are paid out 
with respect to one BET). 
0098. The BET area 41C is a portion used when the player 
places a BET based on a prediction that the outcomes of two 
main dice 70 out of the three main dice 70 will be the same. 
Namely, the BET area 41C is used when the player places a 
BET based on a prediction that any of the combinations of the 
outcomes (1, 1), (2, 2), (3, 3), (4, 4), (5, 5) and (6, 6) will 
appear, out of the outcomes of the three main dice 70; here, 
the payout is set to 1:10. 
0099. The BET area 41D is a portion used when the player 
places a BET based on a prediction that all of the outcomes of 
the three main dice 70 will be the same. Namely, the BET area 
41D is used when the player places a BET based on a predic 
tion that the outcomes of the three main dice 70 will be any of 
(1,1,1), (2, 2, 2), (3,3,3), (4, 4, 4), (5, 5, 5) and (6, 6, 6). The 
payout is set to 1:30. 
0100. The BET area 41E is a portion used when the player 
places a BET based on a prediction that all of the outcomes of 
the three main dice 70 will be the same, and a prediction of the 
value that the three main dice 70 will have. Namely, the BET 
area 41E is used when the player places a BET based on a 
prediction that the outcomes of the three main dice 70 will be 
(1, 1, 1), (2, 2, 2), (3,3,3), (4, 4, 4), (5, 5, 5) or (6, 6, 6) and 
also a prediction of the value that the three main dice 70 will 
have. The payout is set to 1:180. 
0101 The BET area 41F is a portion used when the player 
places a BET based on a prediction of the total value of the 
three main dice 70. The payout is set according to an appear 
ance probability of the total value: the payout is 1:60 when the 
total value is 4 or 17: 1:30 when the total value is 5 or 16; 1:18 
when the total value is 6 or 15; 1:12 when the total value is 7 
or 14, 1:8 when the total value is 8 or 13; 1:7 when the total 
value is 9 or 12; and 1:6 when the total value is 10 or 11. 
0102 The BET area 41G is a portion used when the player 
places a BET based on a prediction of the outcomes of two 
main dice 70 out of the three main dice 70. The payout is set 
to 1:5. 
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0103) The BET area 41H is a portion used when the player 
places a BET based on a prediction of the outcome of at least 
one main die 70 out of the main dice 70; the payout is set 
according to the number of the main dice 70 with the outcome 
corresponding to the predicted outcome. 
0104 FIG. 7 is an exemplary view showing the display 
screen displayed to the image display. 
0105 Touching the side BET switching button 42A on the 
normal BET screen 40 with the finger or the like leads to a 
display of the side BET screen 60. Here, among the display 
portions constituting this side BET screen 60, the display 
portions having the same functions as those on the normal 
BET screen 40 are provided with the same numerals as on the 
normal BET screen 40, and detailed descriptions thereof are 
omitted. 

0106. The side BET screen 60 is used when the player 
places a side BET based on a prediction of the outcomes of the 
three main dice 70 and the outcome of the sub die 700 dis 
played to the image display 7. 
0107 To the side BET screen 60, a plurality of BET areas 
241 (a BET area 241C, a BET area 241E, a BET area 241J) are 
displayed, and a BET operation is performed by touching the 
touch panel 35 with the finger or the like to specify the BET 
area 241, and making chips displayed in the specified BET 
area 241. 

0108. The BET area 241C is a portion used when the 
player places a BET based on a prediction that the outcomes 
of two dice out of the three main dice 70 and the Sub die 700 
displayed to the image display 7 will be the same. Namely, the 
BET area 241C is used when the player places a BET based 
on a prediction that any of the combinations of the outcomes 
(1, 1), (2,2),(3, 3), (4,4), (5, 5) and (6, 6) will appear, out of 
the three main dice 70 and the sub die 700 displayed to the 
image display 7. The payout is set to 1:10. 
0109. The BET area 241E is a portion used when the 
player places a BET based on a prediction that the outcomes 
of three dice out of the three main dice 70 and the Sub die 700 
displayed to the image display 7 will be the same. Namely, the 
BET area 241E is used when the player places a BET based on 
a prediction that any of the combinations of the outcomes (1. 
1, 1), (2, 2, 2), (3, 3, 3), (4, 4, 4), (5, 5, 5) and (6, 6, 6) will 
appear, out of the three main dice 70 and the sub die 700 
displayed to the image display 7. The payout is set to 1:50. 
0110. The BET area 241J is a portion used when the player 
places a BET based on a prediction that all of the outcomes of 
three main dice 70 and the sub die 700 displayed to the image 
display 7 will be the same, and a prediction of the value that 
these four dice will have. Namely, the BET area 241J is used 
when the player places a BET based on a prediction that the 
outcomes of the four dice will be (1,1,1,1), (2,2,2,2),(3, 3, 
3,3), (4, 4, 4, 4), (5, 5.5, 5) or (6, 6, 6, 6) and a prediction of 
the value that these four dice will have; the payout is set to 
1:1OOO. 

0111. In the lower portion of the side BET screen 60, a 
normal BET switching button 42B is displayed. Touching the 
normal BET switching button 42B with the finger or the like 
switches the side BET screen 60 to the normal BET screen 40 
accepting a normal BET. 
0112 FIG. 8 is a block diagram showing an internal con 
figuration of a main control portion 80 in the gaming machine 
shown in FIG. 2. 
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0113. The main control portion 80 of the gaming machine 
1 has a microcomputer 85, which mainly comprises a CPU 
81, a ROM 82, a RAM 83, and a bus 84 that transfers data 
mutually thereamong. 
0114. The CPU 81 is connected to the rotating-plate driv 
ing motor 300A, the stopping-plate driving motor 300B and 
the carriage driving motor 300C, through an I/O interface 90. 
Further, through the I/O interface 90, the CPU81 is connected 
to a timer 131 capable of measuring time. The I/O interface 90 
is also connected with the foregoing outcome detecting 
device 15, and transmits and receives information on the 
outcomes of the three main dice 70 having stopped on the 
stopping plate 3c, and the like, to and from the outcome 
detecting device 15. Moreover, the I/O interface 90 is con 
nected with a communication interface 95; through this com 
munication interface 95, the main control portion 80 trans 
mits and receives data such as BET information, information 
on the outcome of the sub die 700, and payout information, to 
and from each station 4. 
0115 The ROM 82 of the main control portion 80 stores 
programs for realizing a basic function of the gaming 
machine 1, specifically a program for controlling a variety of 
devices for driving the gaming portion 3, a program for con 
trolling each station 4, and the like, and also stores a payout 
table, data showing predetermined time T, data showing a 
specific value TT, and the like. 
0116. The RAM 83 is a memory that temporarily stores a 
variety of data calculated in the CPU 81. For example, the 
RAM 83 temporarily stores BET information and informa 
tion on the outcome of the sub die 700 transmitted from each 
station 4, information on the outcomes of the main dice 70 
transmitted from the outcome detecting device 15, data on 
results of processing executed by the CPU 81, and the like. 
0117 Based on the data and programs stored in the ROM 
82 and the RAM 83, the CPU 81 controls the rotating-plate 
driving motor 300A, the stopping-plate driving motor 300B 
and the carriage driving motor 300C which drive the gaming 
portion 3, throws the main dice 70 onto the rotating plate 3b 
of the gaming portion3, and performs some other operations. 
Further, the CPU 81 executes control processing associated 
with the proceeding of the game. Such as processing of check 
ing the outcome of each of the maindice 70 having stopped on 
the stopping plate 3c. 
0118. In addition to the control processing associated with 
the proceeding of the game, the CPU 81 has the function of 
controlling each station 4 So as to make the game proceed, by 
transmitting and receiving data to and from each station 4. 
Specifically, the CPU 81 receives BET information transmit 
ted from each station 4 and information on the outcome of the 
sub die 700. Further, based on the outcomes of the main dice 
70, the outcome of the sub die 700 and the BET information 
transmitted from each station 4, the CPU 81 performs win 
ning determination processing, to calculate an amount of 
payout to be paid out at each station 4 with reference to the 
payout table stored in the ROM 82. 
0119 FIG. 9 is a block diagram showing an internal con 
figuration of the station shown in FIG. 2. 
0120. The station 4 includes a body portion 100 provided 
with the image display 7 and the like, and the game media 
accepting device 5 installed on the body portion 100. Further, 
the body portion 100 includes a station-controlling portion 
110 and several peripheral devices. 
0121 The station-controlling portion 110 includes a CPU 
111, a ROM 112, and a RAM 113. 
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0.122 The ROM 112 stores a program for realizing a basic 
function of the station 4, a variety of programs necessary for 
controlling the station 4, a data table, and the like. 
I0123. The RAM 113 is a memory that temporarily stores a 
variety of data calculated in the CPU 111, the number of 
credits owned by the player, the state of BETs placed by the 
player, and the like. 
0.124. The CPU 111 is connected separately with the con 
firmation button 30, the payback button 31, and the help 
button 32 which are provided in the control portion 6. Further, 
based on an operation signal output at the press of each button 
or the like, the CPU 111 performs control so as to execute a 
variety of operations corresponding to the signal. Specifi 
cally, the CPU 111 executes a variety of processing, based on 
an input signal that is Supplied from the control portion 6 
when the player has input an operation and on the data and 
programs stored in the ROM 112 and the RAM 113, and 
transmits the results of the processing to the CPU 81 of the 
main control portion 80. 
0.125 Further, the CPU 111 receives a command signal 
from the CPU 81 of the main control portion 80, to control the 
peripheral devices constituting the station 4. Moreover, the 
CPU 111 executes a variety of processing, based on input 
signals Supplied from the control portion 6 and the touch 
panel 35 and on the data and programs stored in the ROM 112 
and the RAM 113. Based on the results of the processing, the 
CPU 111 controls the peripheral devices constituting the 
station 4. It is to be noted that which method is to be applied 
in performing the processing is set for each processing 
according to the content of the processing. For example, the 
processing of paying out game media corresponds to the 
former, and the BET operation processing by the player cor 
responds to the latter. 
I0126. The CPU 111 is connected with a hopper 114, and 
the hopper 114 pays out a predetermined number of game 
media from the payout exit 8 based on a command signal from 
the CPU 111. 
I0127. The CPU 111 is connected with the image display 7 
through a liquid crystal driving circuit 120. The liquid crystal 
driving circuit 120 includes a program ROM, an image ROM, 
an image control CPU, a work RAM, a VDP (video display 
processor), a video RAM, and the like. The program ROM 
stores an image control program regarding display to the 
image display 7 and a variety of selection tables. The image 
ROM stores, for example, dot data for forming an image 
displayed to the image display 7. Further, based on param 
eters set in the CPU 111, the image control CPU determines 
an image to be displayed to the image display 7 out of the dot 
data previously stored inside the image ROM, according to 
the image control program previously stored inside the pro 
gram ROM. Moreover, the work RAM is configured as a 
temporary storage means in execution of the image control 
program in the image control CPU. Further, the VDP forms an 
image according to the display contents determined by the 
image control CPU, and outputs the image to the image 
display 7. It is to be noted that the video RAM is configured 
as a temporary storage means information of an image by the 
VDP. 

I0128. The touch panel 35 is installed on the front surface 
of the image display 7, as described above, and information 
on the operation of the touch panel 35 is transmitted to the 
CPU 111. The touch panel 35 detects an input operation 
performed by the player on the normal BET screen 40, the 
side BET screen 60 and the like. Specifically, selection of the 
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BET areas 41 of the normal BET screen 40 and the BET areas 
241 of the side BET screen 60, input using the unit BET 
buttons 43 and the like are performed by the operation of 
touching the touchpanel 35, and the information of the opera 
tion is transmitted to the CPU 111. Based on the information, 
BET information of the player is stored in the RAM 113. 
Further, the BET information is transmitted to the CPU 81 of 
the main control portion 80, and stored in the BET informa 
tion storage area in the RAM 83. 
0129. Further, the sound output circuit 126 and the speak 
ers 9 are connected to the CPU 111, and the speakers 9 
generate a variety of effect sounds when a variety of effects 
are produced based on output signals from the Sound output 
circuit 126. Moreover, the CPU 111 is connected with the 
game media accepting device 5 functioning as a device into 
which game media Such as medals or currency are inserted. A 
data receiving portion 127 receives a credit signal transmitted 
from the game media accepting device 5, and the CPU 111 
increases the number of credits of the player stored in the 
RAM 113 based on the transmitted credit signal. 
0130. The CPU 111 is connected with a random number 
generator 130 that generates a random number. 
0131 FIG. 10A to FIG. 10C are flowcharts showing game 
processing according to the present embodiment. 
(0132) It is to be noted that in FIG. 10A to FIG. 10C, only 
processing in one of the stations 4 is shown for preventing 
complexity. 
0133. The main control portion 80 performs operations of 
steps S100 to S109. 
0134) First, in step S100, the CPU81 transmits a BET start 
signal to each station 4. 
0135) In step S101, the CPU 81 starts measurement of 
elapsed time t by using the timer 131. Next, the CPU 81 
compares the elapsed time t measured by the timer 131 with 
data indicating predetermined time T stored in the ROM 82, 
and then determines whether or not the elapsed time t mea 
sured by the timer 131 has reached the predetermined time T 
(step S102). 
0136. When determining in step S102 that the elapsed 
time t has not reached the predetermined time T, the CPU 81 
returns the processing to step S102. On the other hand, when 
determining in step S102 that the elapsed time t has reached 
the predetermined time T, the CPU 81 transmits a BET end 
signal to each station 4 (step S103). 
0.137 The CPU 81 determines whether or not the differ 
ence between the elapsed time t measured by the timer 131 
and the predetermined time T stored in the ROM 82 has 
become a specific value TT stored in the ROM82 (step S104). 
In the processing, the CPU 81 first subtracts the predeter 
mined time T stored in the ROM 82 from the elapsed time t 
measured by the timer 131. The CPU81 further compares the 
numeric value obtained by the subtraction with the specific 
value TT stored in the ROM 82, and determines whether or 
not the numeric value obtained by the subtraction has become 
the specific value TT stored in the ROM 82. By appropriately 
setting data showing the specific value TT setting can be 
made Such that processing of rolling the main dice 70 can be 
performed at a desired timing. 
0.138. When determining in step S104 that the difference 
between the elapsed time t and the predetermined time T has 
not become the specific value TT, the CPU 81 returns the 
processing to step S104. On the other hand, when determin 
ing in step S104 that the difference between the elapsed time 
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tand the predetermined time T has become the specific value 
TT, the CPU 81 transmits a rolling start signal to each station 
4 (step S105). 
0.139. The CPU 81 executes processing of rolling the main 
dice 70 in step S106. In the processing, based on the data and 
programs stored in the ROM82 and the RAM83, the CPU81 
controls the rotating-plate driving motor 300A, the stopping 
plate driving motor 300B and the carriage driving motor 
300C so as to perform control of throwing in the main dice 70, 
control of rolling the main dice 70, control of stopping the 
main dice 70, and the like. Further, the CPU 81 executes 
control processing associated with the proceeding of the 
game. Such as processing of checking the outcome of each of 
the main dice 70 having stopped on the stopping plate 3c and 
the like. 
0140. In step S107, the CPU 81 executes normal-payout 
amount determination processing. In the processing, the CPU 
81 executes winning determination processing, based on the 
information on the outcomes of the main dice 70 having 
stopped on the stopping plate 3c and the BET information 
received from each station 4. The CPU 81 then calculates an 
amount of normal payout to be paid out at each station 4 with 
reference to the payout table stored in the ROM 82. 
0.141. In step S108, the CPU 81 executes special-payout 
amount determination processing. In the processing, the CPU 
81 executes winning determination processing, based on the 
information on the outcomes of the main dice 70 having 
stopped on the stopping plate 3c, information on the outcome 
of the sub die 700 received from each station 4, and the BET 
information received from each station 4. The CPU 81 then 
calculates an amount of special payout to be paid out at each 
station with reference to the payout table stored in the ROM 
82. 
0142. In step S109, the CPU 81 transmits payout informa 
tion to each station 4. In the processing, the CPU 81 transmits, 
to each station 4, information on the amount of normal payout 
determined in step S107 and the amount of special payout 
determined in step S108. 
0.143 Meanwhile, each station 4 executes respective 
operations of steps S10 to S22. 
0144 First, in step S10, the CPU 111 determines whether 
or not a BET start signal has been received from the main 
control portion 80. When determining that the BET start 
signal has not been received, the CPU 111 returns the pro 
cessing to step S10. On the other hand, when determining that 
the BET start signal has been received, the CPU 111 shifts the 
processing to step S11. 
0145 The CPU 111 executes BET-image display process 
ing in step S11. In the processing, the CPU 111 displays the 
normal BET screen 40 shown in FIG. 6 to the image display 
7. 
0146 The CPU 111 executes BET-operation acceptance 
processing in step S12. In the processing, the CPU 111 
accepts a normal BET input by the player through the touch 
panel 35. Further, the CPU 111 displays the side BET screen 
60 to the image display 7 according to the input operation 
performed by the player through the touch panel 35. The CPU 
111 then accepts a side BET input. 
0147 The CPU 111 determines whether or not a side BET 
input has been accepted in step S12 (step S13). When deter 
mining that the side BET input has not been accepted, the 
CPU 111 shifts the processing to step S16. On the other hand, 
when determining that the side BET input has been accepted, 
the CPU 111 shifts the processing to step S14. 
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0148. The CPU 111 executes processing of determining 
the outcome of the sub die 700 in step S14. In the processing, 
the CPU 111 determines the outcome of the Sub die 700 from 
the values of 1 to 6, by using a random number. 
014.9 The CPU 111 starts sub dice rolling processing in 
step S15. In the sub dice rolling processing, the CPU 111 
starts processing of displaying an image showing the state of 
rolling of the sub die 700 to the image display 7. The sub dice 
rolling processing is executed until Sub dice stopping process 
ing is executed in step S20. 
0150. Next, the CPU 111 determines whether or not a BET 
end signal has been received from the main control portion 80 
(step S16). When determining that the BET end signal has not 
been received, the CPU 111 returns the processing to step 
S12. On the other hand, when determining that the BET end 
signal has been received, the CPU 111 shifts the processing to 
step S17. 
0151. The CPU 111 transmits the BET information to the 
main control portion 80 in step S17. In the processing, the 
CPU 111 transmits to the main control portion 80 information 
regarding the normal BET input and the side BET input, the 
information having been accepted in step S12, as BET infor 
mation. It is to be noted that the BET information includes the 
identification number of the station 4. 
0152 The CPU 111 determines whether or not a rolling 
start signal has been received from the main control portion 
80 (step S18). When determining that the rolling start signal 
has not been received, the CPU 111 returns the processing to 
step S18. On the otherhand, when determining that the rolling 
start signal has been received, the CPU 111 shifts the process 
ing to step S19. 
0153. The CPU 111 determines whether or not a side BET 
input has been accepted in step S12 (step S19). When deter 
mining that the side BET input has not been accepted, the 
CPU 111 shifts the processing to step S22. On the other hand, 
when determining that the side BET input has been accepted, 
the CPU 111 shifts the processing to step S20. 
0154 The CPU 111 executes sub dice stopping processing 
in step S20. In the processing, the CPU 111 displays to the 
image display 7 an image showing the state of stopping of the 
sub die 700 with the outcome determined in step S14. One 
example of the images of the sub die 700 displayed to the 
image display 7 is shown in FIG. 1. 
0155 FIG. 1 is a view showing one example of the display 
screens displayed to the image display. 
0156. In FIG. 1, the sub dice stop image 242 showing the 
state of stopping of the sub die 700 is displayed in the lower 
right portion of the side BET screen 60 shown in FIG. 7. In the 
present embodiment, this Sub dice stop image 242 is dis 
played in the case of accepting the side BET input in step S12. 
In FIG. 1, the outcome of the Sub die 700 is 1. 
(O157 Returning to FIG. 10B, the CPU 111 transmits to the 
main control portion 80 information on the outcome of the 
sub die 700 which has been determined in step S14 (step S21). 
It is to be noted that the information on the outcome of the sub 
die 700 includes an identification number of the station 4. 
0158. The CPU 111 executes payout processing in step 
S22. In the processing, based on the payout information 
received from the main control portion 80, the CPU 111 
updates the number of credits of the player stored in the RAM 
113, and also updates display of the payback result display 
portion 45 and the number-of-credits display portion 46. 
0159. As described above, according to the gaming 
machine 1 and the control method of the gaming machine 1, 
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a side BET can be input based on a prediction of the outcomes 
of the three main dice 70 and the outcome of the Sub die 700. 
Since the number of betting objects is large in the side BET as 
compared with the normal BET in which only the outcomes 
of the three main dice 70 are predicted, the player has wider 
options in betting so as to be prevented from becoming tired 
of the game. Further, with the number of dice increased, a 
betting object having an extremely low appearance probabil 
ity is generated; hence, for example by increasing a payout 
rate of that betting object, it is possible to make the player 
have a high expectation toward a high payout. 
0160 According to the gaming machine 1 and the control 
method of the gaming machine 1, two types of BETs and 
payouts, a normal payout for the normal BET and a special 
payout for the side BET, are prepared. Therefore, it is possible 
to make the player feel enjoyment which cannot be felt in the 
conventional dice games and to improve the interesting aspect 
of the game. 
0.161 An image showing the state of stopping of the Sub 
die 700 is displayed only in the station 4 where the side BET 
has been input. Hence, it is possible to have a player, who is 
playing a game in the station 4 where the image showing the 
state of stopping of the sub die 700 is displayed, to indulge in 
a feeling of Superiority. 
0162 Every time the input of the side BET is accepted, the 
outcome of the sub die 700, which is displayed to the image 
display 7 provided in the station 4 where the accepted input of 
the side BET has been entered, is determined; therefore, the 
outcome of the sub die 700 varies depending on each station 
4. Namely, even when a plurality of players have placed the 
side BETs on the same betting object, since the outcome of 
the sub die 700 varies in each station 4, the prediction of one 
player comes true while that of another player does not. 
Therefore, it is possible to make the player play a game with 
enjoyment as compared with the case of uniformly determin 
ing the outcome of the sub die 700, thereby making the player 
engrossed in the game. 
(0163 When it is determined that the side BET has been 
accepted, an image showing the state of rolling of the Sub die 
700 is displayed to the image display 7 provided in the station 
4. This allows the player to see that another player has placed 
a side BET when looking at display of an image showing the 
state of rolling of a sub die 700 in a station 4 where another 
player is playing a game. Therefore, according to the above 
mentioned gaming machine 1 and the control method of the 
gaming machine 1, it is possible to have players around the 
player having placed the side BET to feel a desire to place a 
side BET. 
0164. According to the gaming machine 1 and the control 
method of the gaming machine 1, a special payout in amount 
according to the number of dice with the same outcome is 
offered. Since the amount of the special payout can be deter 
mined in an easily understandable manner, it is possible to 
allow even a beginner to play a game without having a sense 
of discomfort. 
0.165 Although the case has been described in the present 
embodiment where one sub die 700 is displayed to the image 
display 7, the number of the sub dice to be displayed to the 
image display is not limited in the present invention; for 
example, five sub dice may be used. Further, the number of 
the Sub dice to be displayed to the image display may be 
selectable by the player. 
0166 Although the case has been described in the present 
embodiment where three main dice 70 are used, the number 
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of the main dice is not limited in the present invention; for 
example, five main dice may be used. 
0167 Although the case has been described in the present 
embodiment where the outcome of the sub die 700 is deter 
mined by using a random number, the method for determining 
the outcome of the sub die is not particularly limited in the 
present invention; for example, a table where the order of the 
outcomes of the Sub die is stored may be previously prepared, 
and the outcome of the sub die may be determined based on 
the table. 
0168 Although the case has been described in the present 
embodiment where the outcome of the sub die 700 displayed 
to the image display 7 can vary in each station, the outcome of 
the sub die may be uniform in all the stations in the present 
invention. In this case, the outcome of the sub die 700 is 
determined in the main control portion 80, and the informa 
tion on the outcome of the sub die 700 is transmitted to each 
station 4. 
0169. Although the case has been described in the present 
embodiment where the real main dice 70 roll in the gaming 
portion 3, a configuration may be adopted in the present 
invention in which a main image display is installed sepa 
rately from the image display provided in the station and an 
image showing the state of rolling of the main dice is dis 
played to the main image display, without using real main 
dice. 
0170 In this case, the CPU 81 is connected, through the 
I/O interface 90, with a random number generator 130B and 
a liquid crystal driving circuit 120B equivalent to the liquid 
crystal driving circuit 120 provided in the station 4. Further, 
the CPU 81 is connected with a main image display 701 
through the liquid crystal driving circuit 120B. 
0171 After transmitting a rolling start signal to the station 
4, the CPU 81 determines the outcome of each of the main 
dice 70 by using a random number. The CPU 81 then displays 
an image showing the state of rolling of the main dice 70 to the 
main image display 701. The CPU 81 further displays an 
image showing the state of the stopping of the main dice 70 
with the determined outcomes, to the main image display 
701. 
0172 Although the case has been described in the present 
embodiment where the image display is not installed in any 
place other than the station 4, a configuration may be adopted 
in the present invention in which the main image display is 
installed in the gaming machine separately from the image 
display provided in the station and an image showing the state 
of rolling of the main dice in the gaming portion is displayed 
to the main image display. 
0173. In this case, the CPU 81 is connected, through the 
I/O interface 90, with a main dice photographing device 701 
having a CCD camera 17B and the liquid crystal driving 
circuit 120B equivalent to the liquid crystal driving circuit 
120 provided in the station 4. Further, the CPU 81 is con 
nected with the main dice photographing device 701 through 
the liquid crystal driving circuit 120B. The CCD camera 17B 
provided in the main dice photographing device 701 is 
installed at an angle that allows photographing of the gaming 
portion 3. 
0.174. The CPU 81 displays an image showing the state of 
rolling of the main dice 70 in the gaming portion3 to the main 
image display 701, based on the signal transmitted from the 
main dice photographing device 701. 
0175 Although the case has been described in the present 
embodiment where the outcomes of the main dice 70 are 
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detected using the CCD camera 17, the method for detecting 
the outcomes of the main dice is not particularly limited in the 
present invention. For example, an identifiable device. Such as 
a device reactive to magnetism, may be previously imbedded 
inside each of the main dice, and its outcome may be detected 
by the use of a magnetic change in the device. Moreover, an 
optical sensor may be used to detect the outcomes of the main 
dice. 
0176 Although the case has been described in the present 
embodiment where the main dice 70 are rolled using the 
rotating-plate driving motor 300A, the stopping-plate driving 
motor 300B and the carriage driving motor 300C, the method 
for rolling the main dice is not particularly limited; for 
example, a configuration may be adopted in which the main 
dice are rolled on a vibration plate. Further, the maindice may 
not be collected, but may be in a constantly exposed State 
inside the gaming portion. 
0177 Although the case has been described in the present 
embodiment where the controller in the present invention 
includes the CPU 81 provided in the main control portion 80 
and the CPU 111 provided in the station 4, the controller in the 
present invention may be configured by a single CPU. 
0.178 Although the present invention has been described 
with reference to embodiments thereof, these embodiments 
merely illustrate specific examples, not restrict the present 
invention. The specific structures of respective means and the 
like can be designed and changed as required. Furthermore, 
there have been merely described most preferable effects of 
the present invention, as the effects of the present invention, in 
the embodiments of the present invention. The effects of the 
present invention are not limited to those described in the 
embodiments of the present invention. 
0179. Further, in the aforementioned detailed description, 
characteristic portions have been mainly described, for ease 
ofunderstanding the present invention. The present invention 
is not limited to the embodiments described in the aforemen 
tioned detailed description, but can be also applied to other 
embodiments over a wider range of applications. Further, the 
terms and phrases used in the present specification have been 
used for clearly describing the present invention, not for 
limiting the interpretation of the present invention. Further, 
those skilled in the art will easily conceive other structures, 
systems, methods and the like which are included in the 
concept of the present invention, from the concept of the 
present invention described in the present specification. 
Accordingly, the description of the claims is intended to 
include equivalent structures that fall within the technical 
Scope of the invention. Further, the abstract aims at enabling 
engineers and the like who belong to the present technical 
field but are not familiar with the patent office and public 
institutions, the patent, law terms and technical terms to 
immediately understand the technical content and the essence 
of the present application through brief studies. Accordingly, 
the abstract is not intended to restrict the scope of the inven 
tion which should be evaluated from the description of the 
claims. It is desirable that literatures and the like which have 
been already disclosed are sufficiently studied and under 
stood, in order to sufficiently understand the objects of the 
present invention and the specific effects of the present inven 
tion. 

0180. In the aforementioned detailed description, there 
has been described processing to be executed by computers. 
The aforementioned description and expressions have been 
described for the sake of enabling those skilled in the art to 
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understand the present invention most effectively. In the 
present specification, each step for deriving a single result 
should be understood to be self-consistent processing. Fur 
ther, each step includes transmission, reception, recording 
and the like of electric or magnetic signals. Although, in the 
processing at each step, Such signals have been expressed as 
bits, values, symbols, characters, terms, numerical characters 
and the like, it should be noticed that they have been merely 
used for convenience of description. Further, although the 
processing at each step was described using expressions com 
mon to human behaviors in some cases, the processes 
described in the present specification are to be executed by 
various types of devices, in principle. Further, other structures 
required for conducting each step will be apparent from the 
aforementioned description. 

What is claimed as new and desired to be secured by 
Letters Patent of the United States is: 

1. A gaming machine, comprising: 
a gaming portion in which a plurality of main dice roll and 

stop; 
a station having an input device with which a player can 

place a normal BET and a side BET different from said 
normal BET, based on a prediction of the outcomes of 
dice, and an image display capable of displaying an 
image; and 

a controller, 
said controller programmed to execute the processing of 
(A) accepting said normal BET from said input device 

provided in said station, 
(B) accepting said side BET from said input device pro 

vided in said station, 
(C) rolling and stopping the plurality of said main dice in 

said gaming portion, 
(D) determining the outcome of a sub die to be displayed to 

said image display provided in said station, 
(E) displaying at least an image showing the state of stop 

ping of said Sub die with the outcome determined in said 
processing (D), to said image display provided in said 
station where said side BET has been input, 

(F) offering a normal payout based on the outcomes of the 
plurality of said maindice stopped in said processing (C) 
and said normal BET accepted in said processing (A), 
and 

(G) offering a special payout based on the outcomes of the 
plurality of said main dice stopped in said processing 
(C), the outcome of said Sub die displayed in said pro 
cessing (E), and said side BET accepted in said process 
ing (B). 

2. The gaming machine according to claim 1, 
wherein 
said processing (D) includes 
determining, every time an input of said side BET is 

accepted in said processing (B), the outcome of a Sub die 
to be displayed to said image display provided in said 
station where the accepted input of said side BET has 
been entered. 

3. The gaming machine according to claim 1, 
wherein 
said controller is further programmed to execute process 

ing of 
(H) determining whether or not said side BET has been 

accepted in said processing (B), and 
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said processing (E) includes 
displaying an image showing the state of stopping of said 

Sub die with the outcome determined in said processing 
(D) to said image display provided in said station where 
said side BET has been input, after displaying an image 
showing the state of rolling of said Sub die upon deter 
mination of acceptance of said side BET in said process 
ing (H). 

4. The gaming machine according to claim 1, 
wherein 
said processing (G) includes 
offering a special payout in amount corresponding to the 

number of dice with the same outcome. 
5. A gaming machine, comprising: 
a main image display capable of displaying an image; 
a station having an input device with which a player can 

place a normal BET and a side BET different from said 
normal BET, based on a prediction of the outcomes of 
dice, and an image display capable of displaying an 
image; and 

a controller, 
said controller programmed to execute the processing of 
(A) accepting said normal BET from said input device 

provided in said station, 
(B) accepting said side BET from said input device pro 

vided in said station, 
(C) determining the outcomes of a plurality of main dice to 
be displayed to said main image display, 

(D) displaying at least an image showing the State of stop 
ping of the plurality of said main dice with the outcomes 
determined in said processing (C), to said main image 
display, 

(E) determining the outcome of a sub die to be displayed to 
said image display provided in said station, 

(F) displaying at least an image showing the state of stop 
ping of said Sub die with the outcome determined in said 
processing (E), to said image display provided in said 
station where said side BET has been input, 

(G) offering a normal payout based on the outcomes of the 
plurality of said main dice displayed in said processing 
(D) and said normal BET accepted in said processing 
(A), and 

(H) offering a special payout based on the outcomes of the 
plurality of said main dice displayed in said processing 
(D), the outcome of said Sub die displayed in said pro 
cessing (F), and said side BET accepted in said process 
ing (B). 

6. The gaming machine according to claim 5, 
wherein 
said processing (E) includes 
determining, every time an input of said side BET is 

accepted in said processing (B), the outcome of a Sub die 
to be displayed to said image display provided in said 
station where the accepted input of said side BET has 
been entered. 

7. The gaming machine according to claim 5. 
wherein 
said controller is further programmed to execute process 

ing of 
(I) determining whether or not said side BET has been 

accepted in said processing (B), and 
said processing (F) includes 
displaying an image showing the state of stopping of said 

Sub die with the outcome determined in said processing 
(E) to said image display provided in said station where 
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said side BET has been input, after displaying an image 
showing the state of rolling of said Sub die upon deter 
mination of acceptance of said side BET in said process 
ing (I). 

8. The gaming machine according to claim 5, 
wherein 
said processing (H) includes 
offering a special payout in amount according to the num 

ber of dice with the same outcome. 
9. A control method of a gaming machine, the method 

comprising the steps of 
(A) accepting a normal BET from an input device with 
which a player can place said normal BET and a side 
BET different from said normal BET, based on a predic 
tion of the outcomes of dice, said input device being 
provided in a station; 

(B) accepting said side BET from said input device pro 
vided in said station; 

(C) rolling and stopping a plurality of main dice in a gam 
ing portion in which the plurality of said main dice roll 
and stop; 

(D) determining the outcome of a sub die to be displayed to 
an image display capable of displaying an image, said 
image display being provided in said station; 

(E) displaying at least an image showing the state of stop 
ping of said Sub die with the outcome determined in said 
step (D), to said image display provided in said station 
where said side BET has been input; 

(F) offering a normal payout based on the outcomes of the 
plurality of said main dice stopped in said step (C) and 
said normal BET accepted in said step (A); and 

(G) offering a special payout based on the outcomes of the 
plurality of said main dice stopped in said step (C), the 
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outcome of said Sub die displayed in said step (E), and 
said side BET accepted in said step (B). 

10. A control method of the gaming machine, the method 
comprising the steps of 

(A) accepting a normal BET from an input device with 
which a player can place said normal BET and a side 
BET different from said normal BET, based on a predic 
tion of the outcomes of dice, said input device being 
provided in a station; 

(B) accepting said side BET from said input device pro 
vided in said station; 

(C) determining the outcomes of a plurality of main dice to 
be displayed to a main image display capable of display 
ing an image: 

(D) displaying at least an image showing the State of stop 
ping of the plurality of said main dice with the outcomes 
determined in said processing (C), to said main image 
display; 

(E) determining the outcome of a sub die to be displayed to 
an image display capable of displaying an image, said 
image display being provided in said station; 

(F) displaying at least an image showing the state of stop 
ping of said Sub die with the outcome determined in said 
step (E), to said image display provided in said station 
where said side BET has been input; 

(G) offering a normal payout based on the outcomes of the 
plurality of said main dice displayed in said step (D) and 
said normal BET accepted in said step (A); and 

(H) offering a special payout based on the outcomes of the 
plurality of said main dice displayed in said step (D), the 
outcome of said Sub die displayed in said step (F), and 
said side BET accepted in said step (B). 

c c c c c 


