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GAMING MACHINE CAPABLE OF 
REALISTICALLY INFORMING OF A PAYOUT 

RATE 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims priority of Japanese Patent 
Application No. 2010-250313 filed on Nov. 8, 2010. The 
contents of this application are incorporated herein by refer 
ence in their entirety. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming machine 
that is capable of repeatedly executing a unit game. 
0004 2. Description of the Related Art 
0005. A gaming machine adapted to repeatedly execute a 
unit game is proposed, the gaming machine being adapted to 
transfera symbol (a so called WILD symbol) that is employed 
as one of symbols constituting a predetermined symbol com 
bination for a prize to be awarded, to a Subsequent unit game 
(for example, refer to International Application Publication 
No. WO 01/72387). 
0006. In recent years, in casinos outside Japan, there has 
been a tendency that popularity of slot machines lowers, 
whereas popularity of table games or the like rises. One of the 
causes is deemed to be a low payout rate of slot machines. 
0007 Slot machines that are capable of changing a payout 
rate in gaming facilities such as casinos have been conven 
tionally known as well. Each of Such slot machines has a 
Switch for changing the payout rate. In the gaming facilities, 
after closing their shops, the staffs can change setting of the 
payout rate by operating the Switch in accordance with a play 
situation in the gaming facilities. However, players cannot 
directly check whether the payout rate is highly set or is lowly 
set. Therefore, even in a case where the payout rate has been 
highly set, players cannot be informed of the fact, and it has 
been a low possibility that a player can enjoy game at a slot 
machine at which the payout rate is highly set. Accordingly, 
even in the case where the payout rate has been highly set, 
players who visit the gaming facilities cannot always enjoy 
game, the number of players who play at slot machines cannot 
always be increased, and it has been difficult to increase sales 
in gaming facilities exerted by slot machines. 
0008. The present invention has been made in order to 
solve the conventional problem as described above, and it is 
an object of the present invention to provide a gaming 
machine that is capable of realistically informing a player of 
a possibility that a payout rate becomes high, by means of an 
effective rendering. 

SUMMARY OF THE INVENTION 

0009. A gaming machine according to embodiment of the 
present invention comprising: 
0010 an input device for starting a basic game: 
0011 a plurality of reels on which a plurality of symbol 
groups are respectively drawn; 
0012 a display configured to display an image; 
0013 an operating portion that is capable of being oper 
ated by a player, for specifying a change of a payout rate; and 
0014 a controller configured to execute processing opera 
tions of: 
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00.15 (a) based on an input to the input device, randomly 
determining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a basic 
game. 
0016 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display; 
0017 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0018 (d) in accordance with an operation of the operating 
portion, leaving a bonus symbol for migrating to a bonus 
game from among the respective symbols of the stopped 
symbol arrays and then re-scrolling symbols; 
0019 (e) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0020 (f) executing the bonus game, based on a result of 
the determination. 
0021. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, 
symbols are re-scrolled in a state in which the bonus symbol 
is left, and then, it is determined whether or not to execute a 
bonus game, based on the left bonus symbol and a bonus 
symbol that is displayed by means of re-scrolling, whereby at 
the time of re-scrolling, symbols to be displayed in a stopped 
state in a display region are randomly determined for fewer 
symbols. For example, at least one bonus symbol is assigned 
to each of a plurality of reels, and if the symbols that are 
displayed in a stopped state in two of the plurality of reels 
respectively include at least one bonus symbol, re-scrolling is 
performed as to any other reel. A probability that the bonus 
symbols that are included in Such any other reel form a com 
bination as a result of the re-scrolling becomes higher than a 
probability that bonus symbols form a combination as a result 
of scrolling of all the reels. In this manner, it is possible to 
increase a probability that bonus symbols form a combination 
by means of Scrolls including a first Scroll and re-scroll. 
0022. Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0023. In addition, a probability of increasing a probability 
of migration to a bonus game by means of an effective ren 
dering called re-scroll is increased to thereby able to realisti 
cally inform a player of a possibility that a payout rate 
becomes high. 
0024. A gaming machine according to embodiment of the 
present invention, comprising: 
0025 an input device for starting a basic game: 
0026 a plurality of reels on which a plurality of symbol 
groups are respectively drawn; 
0027 a display configured to display an image: 
0028 an operating portion that is capable of being oper 
ated by a player, for specifying a change of a payout rate; and 
0029 a controller configured to execute processing opera 
tions of: 
0030 (a) based on an input to the input device, randomly 
determining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a basic 
game. 
0031 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display; 
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0032 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0033 (d) in accordance with an operation of the operating 
portion, leaving a bonus symbol for migrating to a bonus 
game from among the respective symbols of the stopped 
symbol arrays and then randomly determining whether or not 
to re-scroll symbols; 
0034 (e) re-scrolling symbols, based on the determined 
result; 
0035 (f) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0036 (g) executing the bonus game, based on a result of 
the determination. 
0037. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, in 
a state in which the bonus symbol is left, it is randomly 
determined whether or not to execute a bonus game, and then, 
based on the left bonus symbol and a bonus symbol that is 
displayed by re-scrolling, it is determined whether or not to 
execute a bonus game, whereby at the time of re-scrolling, 
symbols to be displayed in a stopped State in a display region 
are randomly determined for fewer symbols. For example, at 
least one bonus symbol is assigned to each of a plurality of 
reels, and if the symbols that are displayed in a stopped state 
in two of the plurality of reels respectively include at least one 
bonus symbol, re-scrolling is performed as to any other reel. 
A probability that the one bonus symbols included in such any 
other reel form a combination as a result of the re-scrolling 
becomes higher than a probability that bonus symbols form a 
combination as a result of scrolling of all the reels. In this 
manner, it is possible to increase a probability that bonus 
symbols form a combination by means of scrolls including a 
first scroll and re-scroll. 
0038 Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0039. In addition, a probability of migration to a bonus 
game is increased by means of an effective rendering called 
re-scroll, to be thereby able to inform a player of a possibility 
of a payout rate becomes high. Further, game entertainment 
can be enhanced more significantly by randomly determining 
whether or not to perform re-scrolling. 
0040. A gaming machine according to embodiment of the 
present invention that is capable of repeatedly executing a 
unit game, the gaming machine comprising: 
0041 an input device for starting a basic game; 
0042 a plurality of reels on which a plurality of symbol 
groups are respectively drawn; 
0.043 a display configured to display an image; 
0044 an operating portion that is capable of being oper 
ated by a player, for specifying a change of a payout rate; and 
0045 a controller configured to execute processing opera 
tions of: 
0046 (a) based on an input to the input device, randomly 
determining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a basic 
game. 
0047 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display; 
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0048 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0049 (d) in accordance with an operation of the operating 
portion, reducing a time interval from start to end of a unit 
game, and leaving a bonus symbol for migrating to a bonus 
game from among the respective symbols of the stopped 
symbol arrays and then re-scrolling symbols; 
0050 (e) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0051 (f) executing the bonus game, based on a result of 
the determination. 
0052. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, 
symbols are re-scrolled in a state in which the bonus symbol 
is left, and then, it is determined whether or not to execute a 
bonus game, based on the left bonus symbol and a bonus 
symbol that is displayed by re-scrolling, whereby at the time 
of re-scrolling, symbols to be displayed in a stopped State in 
a display region are randomly determined for fewer symbols. 
For example, at least one bonus symbol is assigned to each of 
a plurality of reels, and if the symbols that are displayed in a 
stopped state in two of the plurality of reels respectively 
include at least one bonus symbol, re-scrolling is performed 
as to any other reel. A probability that the one bonus symbols 
included in Such any other reel form a combination as a result 
of the re-scrolling becomes higher than a probability that 
bonus symbols form a combination as a result of scrolling of 
all the reels. In this manner, it is possible to increase a prob 
ability that bonus symbols form a combination by means of 
scrolls including a first scroll and re-scroll. 
0053 Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0054. In addition, a probability of migration to a bonus 
game is increased by means of an effective rendering called 
re-scroll, to be thereby able to inform a player of a possibility 
that a payout rate becomes high. 
0055. Further, in a game in which re-scroll is performed, a 
time interval from start to end of a unit game is reduced to be 
thereby able to ensure sales of a provider of slot machines (for 
example, gaming facility Such as casino) while achieving an 
attractive payout rate for a player. 
0056. A gaming machine can be provided which is 
capable of realistically informing a player of a possibility that 
a payout rate becomes high, by means of an effective render 
ing. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0057 FIG. 1 is a block diagram depicting an outline of a 
gaming machine according to an embodiment of the present 
invention; 
0.058 FIG. 2 is a diagram showing a functional flow of the 
gaming machine according to the embodiment of the present 
invention; 
0059 FIG. 3 is a view showing a game system including 
gaming machines according to the embodiment of the present 
invention; 
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0060 FIG. 4 is a view showing an entire configuration of 
the gaming machine according to the embodiment of the 
present invention; 
0061 FIG. 5 is a view showing groups of symbols drawn 
on a circumferential faces of reels in the gaming machine 
according to the embodiment of the present invention; 
0062 FIG. 6 is a block diagram depicting an internal con 
figuration of the gaming machine according to the embodi 
ment of the present invention; 
0063 FIG. 7 is a view showing a symbol combination 
table of the gaming machine according to the embodiment of 
the present invention; 
0064 FIG. 8 is a view showing a flowchart of main control 
processing of the gaming machine according to the embodi 
ment of the present invention; 
0065 FIG. 9 is a view showing a flowchart of coin inser 

tion/start check processing in the gaming machine according 
to the embodiment of the present invention; 
0066 FIG. 10 is a view showing a flowchart of jackpot 
related processing in the gaming machine according to the 
embodiment of the present invention; 
0067 FIG. 11 is a view showing a flowchart of insurance 
related processing in the gaming machine according to the 
embodiment of the present invention; 
0068 FIG. 12 is a view showing a flowchart of symbol 
lottery processing in the gaming machine according to the 
embodiment of the present invention; 
0069 FIG. 13 is a view showing a flowchart of symbol 
display control processing in the gaming machine according 
to the embodiment of the present invention; 
0070 FIG. 14 is a view showing a flowchart of number 
of-payouts determination processing in the gaming machine 
according to the embodiment of the present invention; 
0071 FIG. 15 is a view showing a flowchart of insurance 
check processing in the gaming machine according to the 
embodiment of the present invention; 
0072 FIG. 16 is a view showing a flowchart of insurance 
selection processing in the gaming machine according to the 
embodiment of the present invention; 
0073 FIG. 17 is a view showing a flowchart of bonus game 
processing in the gaming machine according to the embodi 
ment of the present invention; 
0074 FIG. 18 is a view showing symbols that are dis 
played on a lower image display panel of the gaming machine 
according to the embodiment of the present invention; 
0075 FIG. 19 is a view showing symbols that are dis 
played on the lower image display panel of the gaming 
machine according to the embodiment of the present inven 
tion; 
0076 FIG. 20 is a view showing a flowchart of three con 
tinuous WILD symbols bonus game processing in the gaming 
machine according to the embodiment of the present inven 
tion; 
0077 FIG.21 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0078 FIG.22 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
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007.9 FIG. 23 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0080 FIG. 24 is a view showing a flowchart of three 
options bonus game processing in the gaming machine 
according to the embodiment of the present invention; 
I0081 FIG. 25 is a view showing a flowchart of first bonus 
game processing in the gaming machine according to the 
embodiment of the present invention; 
I0082 FIG. 26 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
I0083 FIG.27 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
I0084 FIG. 28 is a view showing a flowchart of first bonus 
game processing in a gaming machine according to another 
embodiment of the present invention; 
I0085 FIG. 29 is a view showing a flowchart of second 
bonus game processing in a view showing an example of a 
rendering image that is displayed on the lower image display 
panel of the gaming machine according to the embodiment of 
the present invention; 
I0086 FIG.30 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
I0087 FIG.31 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
I0088 FIG. 32 is a view showing a flowchart of second 
bonus game processing in a gaming machine according to 
another embodiment of the present invention; 
I0089 FIG.33 is a view showing a flowchart of third bonus 
game processing in the gaming machine according to the 
embodiment of the present invention; 
(0090 FIG.34 is a view showing a flowchart of third bonus 
game processing in the gaming machine according to the 
embodiment of the present invention; 
0091 FIG.35 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0092 FIG. 36 is a view showing an example of a rendering 
image that is displayed on an upper image display panel of the 
gaming machine according to the embodiment of the present 
invention; 
0093 FIG.37 is a view showing an example of a rendering 
image that is displayed on the upper image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0094 FIG.38 is a view showing an example of a rendering 
image that is displayed on the upper image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0.095 FIG. 39 is a view showing an example of a rendering 
image that is displayed on the upper image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
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0096 FIG.40 is a view showing an example of a rendering 
image that is displayed on the upper image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0097 FIG.41 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention; 
0098 FIG.42 is a view showing an example of a rendering 
image that is displayed on the upper image display panel of 
the gaming machine according to the embodiment of the 
present invention; and 
0099 FIG. 43 is a view showing an example of a rendering 
image that is displayed on the lower image display panel of 
the gaming machine according to the embodiment of the 
present invention. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0100 Hereinafter, exemplary embodiments of the present 
invention will be described with reference to the drawings. 

Outline of the Embodiments 

0101 Agaming machine according to embodiment, com 
prising: 
0102 an input device (a spin button, a spin switch) for 
starting a basic game; 
(0103) a plurality of reels (a video reels) on which a plural 
ity of symbol groups are respectively drawn; 
0104 a display (an upper image display panel, a lower 
image display panel) configured to display an image: 
0105 an operating portion (a high power button) that is 
capable of being operated by a player, for specifying a change 
of a payout rate; and 
0106 a controller (a main CPU) configured to execute 
processing operations of: 
0107 (a) based on an input to the input device (a spin 
button, a spin Switch), randomly determining symbols to be 
displayed for a player when scroll of a plurality of symbol 
arrays stops and then starting a basic game; 
0108 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display (the lower image 
display panel); 
0109 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0110 (d) in accordance with an operation of the operating 
portion (the high power button), leaving a bonus symbol for 
migrating to a bonus game from among the respective sym 
bols of the stopped symbol arrays and then re-scrolling sym 
bols; 
0111 (e) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0112 (f) executing the bonus game, based on a result of 
the determination. 
0113. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, 
symbols are re-scrolled in a state in which the bonus symbol 
is left, and then, it is determined whether or not to execute a 
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bonus game, based on the left bonus symbol and a bonus 
symbol that is displayed by means of re-scrolling, whereby at 
the time of re-scrolling, symbols to be displayed in a stopped 
state in a display region are randomly determined for fewer 
symbols. For example, at least one bonus symbol is assigned 
to each of a plurality of reels, and if the symbols that are 
displayed in a stopped state in two of the plurality of reels 
respectively include at least one bonus symbol, re-scrolling is 
performed as to any other reel. A probability that the bonus 
symbols that are included in Such any other reel form a com 
bination as a result of the re-scrolling becomes higher than a 
probability that bonus symbols form a combination as a result 
of scrolling of all the reels. In this manner, it is possible to 
increase a probability that bonus symbols form a combination 
by means of Scrolls including a first Scroll and re-scroll. 
0114. Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0.115. In addition, a probability of increasing a probability 
of migration to a bonus game by means of an effective ren 
dering called re-scroll is increased to thereby able to realisti 
cally inform a player of a possibility that a payout rate 
becomes high. 
0116 Further, the gaming machine according to embodi 
ment, comprising: 
0117 an input device (a spin button, a spin switch) for 
starting a basic game; 
0118 a plurality of reels (a video reels) on which a plural 
ity of symbol groups are respectively drawn; 
0119 a display (an upper image display panel, a lower 
image display panel) configured to display an image; 
I0120 an operating portion (a high power button) that is 
capable of being operated by a player, for specifying a change 
of a payout rate; and 
I0121 a controller (a main CPU) configured to execute 
processing operations of: 
0.122 (a) based on an input to the input device (a spin 
button, a spin Switch), randomly determining symbols to be 
displayed for a player when scroll of a plurality of symbol 
arrays stops and then starting a basic game; 
I0123 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display (the lower image 
display panel); 
0.124 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0.125 (d) in accordance with an operation of the operating 
portion (the high power button), leaving a bonus symbol for 
migrating to a bonus game from among the respective sym 
bols of the stopped symbol arrays and then randomly deter 
mining whether or not to re-scroll symbols; 
0.126 (e) re-scrolling symbols, based on the determined 
result; 
I0127 (f) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0128 (g) executing the bonus game, based on a result of 
the determination. 
0129. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, in 
a state in which the bonus symbol is left, it is randomly 
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determined whether or not to execute a bonus game, and then, 
based on the left bonus symbol and a bonus symbol that is 
displayed by re-scrolling, it is determined whether or not to 
execute a bonus game, whereby at the time of re-scrolling, 
symbols to be displayed in a stopped State in a display region 
are randomly determined for fewer symbols. For example, at 
least one bonus symbol is assigned to each of a plurality of 
reels, and if the symbols that are displayed in a stopped State 
in two of the plurality of reels respectively include at least one 
bonus symbol, re-scrolling is performed as to any other reel. 
A probability that the one bonus symbols included in such any 
other reel form a combination as a result of the re-scrolling 
becomes higher than a probability that bonus symbols form a 
combination as a result of scrolling of all the reels. In this 
manner, it is possible to increase a probability that bonus 
symbols form a combination by means of scrolls including a 
first scroll and re-scroll. 
0130. Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0131. In addition, a probability of migration to a bonus 
game is increased by means of an effective rendering called 
re-scroll, to be thereby able to inform a player of a possibility 
of a payout rate becomes high. Further, game entertainment 
can be enhanced more significantly by randomly determining 
whether or not to perform re-scrolling. 
0132 Furthermore, the gaming machine according to 
embodiment that is capable of repeatedly executing a unit 
game, the gaming machine comprising: 
0.133 an input device (a spin button, a spin switch) for 
starting a basic game; 
0134) a plurality of reels (a video reels) on which a plural 

ity of symbol groups are respectively drawn; 
0135 a display (an upper image display panel, a lower 
image display panel) configured to display an image: 
0.136 an operating portion (a high power button) that is 
capable of being operated by a player, for specifying a change 
of a payout rate; and 
0.137 a controller (a main CPU) configured to execute 
processing operations of: 
0138 (a) based on an input to the input device (a spin 
button, a spin Switch), randomly determining symbols to be 
displayed for a player when scroll of a plurality of symbol 
arrays stops and then starting a basic game; 
0139 (b) scrolling a respective one of a plurality of sym 
bol arrays that are displayed on the display (the lower image 
display panel); 
0140 (c) based on a result of the random determination, 
sequentially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 
0141 (d) in accordance with an operation of the operating 
portion (the high powerbutton), reducing a time interval from 
start to end of a unit game, and leaving a bonus symbol for 
migrating to a bonus game from among the respective sym 
bols of the stopped symbol arrays and then re-scrolling sym 
bols; 
0142 (e) determining whether or not to migrate to the 
bonus game, based on a bonus symbol displayed after the 
re-scroll is stopped and the left bonus symbol; and 
0143 (f) executing the bonus game, based on a result of 
the determination. 
0144. In this configuration, in a gaming machine adapted 
to randomly determine symbols that are displayed for a player 
when scroll of a plurality of symbol arrays stop and then 
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award a prize to the player, based on the stopped symbols, in 
a case where the stopped symbols include a bonus symbol, 
symbols are re-scrolled in a state in which the bonus symbol 
is left, and then, it is determined whether or not to execute a 
bonus game, based on the left bonus symbol and a bonus 
symbol that is displayed by re-scrolling, whereby at the time 
of re-scrolling, symbols to be displayed in a stopped State in 
a display region are randomly determined for fewer symbols. 
For example, at least one bonus symbol is assigned to each of 
a plurality of reels, and if the symbols that are displayed in a 
stopped state in two of the plurality of reels respectively 
include at least one bonus symbol, re-scrolling is performed 
as to any other reel. A probability that the one bonus symbols 
included in Such any other reel form a combination as a result 
of the re-scrolling becomes higher than a probability that 
bonus symbols form a combination as a result of scrolling of 
all the reels. In this manner, it is possible to increase a prob 
ability that bonus symbols form a combination by means of 
scrolls including a first scroll and re-scroll. 
0145 Accordingly, a probability of migration to a bonus 
game is increased to be thereby able to increase an opportu 
nity of increasing a prize to a player. 
0146 In addition, a probability of migration to a bonus 
game is increased by means of an effective rendering called 
re-scroll, to be thereby able to inform a player of a possibility 
that a payout rate becomes high. 
0147 Further, in a game in which re-scroll is performed, a 
time interval from start to end of a unit game is reduced to be 
thereby able to ensure sales of a provider of slot machines (for 
example, gaming facility Such as casino) while achieving an 
attractive payout rate for a player. 
0148 FIG. 1 is a block diagram for explaining an outline 
of an embodiment of the present invention. As shown in FIG. 
1, in a gaming machine according to the embodiment of the 
present invention, it is determined whether or not the routine 
is caused to migrate to a bonus game in bonus game trigger 
determination processing. 
0149. In the bonus game trigger determination processing, 

it is determined whether or not the routine is caused to migrate 
to a three continuous WILD symbols game. The three con 
tinuous WILD symbols game is a game in which, from among 
two upper and lower image display panels (an upper image 
display panel 131 (to be described later) and a lower image 
display panel 141 (to be described later)), in a state in which 
Video reels that are displayed on the image display panel that 
is provided on a lower side are hidden, after rendering has 
been executed in Such a manner that a shadow is displayed on 
its back side, three continuous WILD symbols are displayed 
on the reel on which the shadow has been displayed. 
0150. From the three continuous WILD symbols game, it 

is determined whether the routine migrates to a three options 
bonus game or whether a prize is awarded and then a bonus 
game completes, by means oflottery. The three options bonus 
game is a game to which the routine migrates, directly from 
the bonus game trigger determination processing or via the 
three continuous WILD symbols game. The three options 
bonus game is a game to which the routine can migrate, in a 
case where three bonus symbols have been displayed in a 
stopped state on any of the video reels that are displayed on 
the lower image display panel. 
0151. In the three options bonus game, there may be a case 
in which video reels are re-scrolled in a state in which two 
bonus symbols have been rearranged. In this re-scrolling, 
while at least one reel on which two bonus symbols have been 
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displayed in a stopped State is maintained in its fixed state, the 
remaining reels are re-scrolled after re-lottery has been per 
formed. In this manner, even if re-lottery has been performed 
without changing a probability table to be employed when 
such re-lottery has been performed, there can be increased a 
probability that three bonus symbols are arranged as a while 
after such re-lottery (re-scroll) has been performed. 
0152. If three bonus symbols are displayed in a stopped 
state in the three options bonus game, a player is given an 
opportunity of selecting any of the three bonus symbols that 
have been displayed in a stopped state. When any of the bonus 
symbols is selected, a first bonus game (a Koharu bonus 
game), a second bonus game (a Konatsu bonus game), or a 
third bonus game (a Koyuki bonus game) is executed. 
0153. The first bonus game is a game in which no other 
player can participate and a prize is randomly determined. 
Specifically, this bonus game is a game in which a prize 
according to a playing time of the first bonus game is awarded 
to a winning player. The second bonus game is a game in 
which no other player can participate and a prize is randomly 
determined. In the second bonus game, one or two WILD 
symbols are arranged on each reel in each unit game and then 
scrolling is performed. A prize according to a total number of 
WILD symbols arranged after a plurality of unit games is 
awarded to a winning player. In the first and second bonus 
games described above, lottery is performed as to whether or 
not the routine is caused to migrate to the third bonus game 
after the first and second bonus games have been played. 
0154 The third bonus game is a game in which at least one 
player can participate. This game is executed in a case where 
a player has made a selection in the three options bonus game 
or in a case where it is determined that the routine migrates to 
the third bonus game, by means of lottery in the first and 
second bonus games. 
0155. In the third bonus game, a lower image display panel 
(a touch panel) is employed for operational input from a 
player, and the contents of the progress of a game are dis 
played on an upper image display panel. In the upper image 
display panel, in accordance with the progress of a game 
responsive to an input operation of the player, a display relat 
ing to the game moves from its lower part to its upper part. In 
this manner, a game starts from a lower part of the upper 
image display panel, which is close to the lower image display 
panel having displayed thereon video reels to which a player 
pays attention in a normal game, and then, the above display 
moves in an upward direction, whereby movement of the 
player's eye is lessened, enabling the player to naturally pay 
his or her attention to the contents of the game. 
0156. In addition, in the upper image display panel, the 
game advances from the bottom to the top, and the relevant 
top and bottom areas are utilized to be able to avoid an 
increase in size in a horizontal direction of the image display 
panel. 
0157. After a goal has been reached in the third bonus 
game, any of items of awarding of prize in the third bonus 
game, migration to the first bonus game, and migration to the 
second bonus game, as the result of the goal, is selected by 
means of lottery. If an item of migration to the first or second 
bonus game has been selected, as described above the routine 
may migrate to the third bonus game after the first or second 
bonus game has been played. In this way, a loop of migrating 
from the third bonus game to the first or second bonus game 
and further migrating to the third bonus game may be occa 
sionally formed. This loop may be occasionally repeated a 
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predetermined number of times (for example, five times) that 
is defined as its upper limit. This loop completes in a case 
where a lottery result has not been obtained, the lottery result 
indicating that the routine migrates to the first or second 
bonus game after a goal has been reached in the third bonus 
game, or the lottery result indicating that the routine migrates 
to the third bonus game in the first or second bonus game, or 
alternatively, in a case where a specific game result has been 
obtained partway of the third bonus game (for example, in a 
case where a specific character has appeared). 
0158 Explanation of Function Flow Diagram 
0159. With reference to FIG. 2, basic functions of the 
gaming machine according to the present embodiment are 
described. 

(0160 <Coin-Insertion/Start-Checki> 
0.161 First, the gaming machine checks whether or not a 
BET button has been pressed by the player, and subsequently 
checks whether or not a spin button has been pressed by the 
player. 
(0162 <Symbol Determination> 
0163 Next, when the spin button has been pressed by the 
player, the gaming machine extracts random values for sym 
bol determination, and determines symbols to be displayed at 
the time of stopping scrolling of symbol arrays for the player, 
for a plurality of respective video reels displayed to a display. 
(0164) <Symbol Display> 
0.165 Next, the gaming machine starts scrolling of the 
symbol array of each of the video reels and then stops scroll 
ing so that the determined symbols are displayed for the 
player. 
0166 <Winning Determination> 
0167. When scrolling of the symbol array of each video 
reel has been stopped, the gaming machine determines 
whether or not a combination of symbols displayed for the 
player is a combination related to winning. 
(0168 <Payoutd 
0169. When the combination of symbols displayed for the 
player is a combination related to winning, the gaming 
machine offers benefits according to the combination to the 
player. 
0170 For example, when a combination of symbols 
related to a payout of coins has been displayed, the gaming 
machine pays out coins of the number corresponding to the 
combination of symbols to the player. 
0171 Further, when a combination of symbols (trigger 
symbols) related to a free game trigger has been displayed the 
gaming machine starts the free game. In the embodiment, as 
a bonus game, a game (a free game) is performed in Such a 
manner that lottery according to determination of to-be 
stopped symbols described previously is performed over a 
predetermined number of times without consuming a coin. 
0172. When a combination of symbols related to a jackpot 
trigger is displayed, the gaming machine pays out coins in an 
amount of jackpot to the player. The jackpot refers to a func 
tion which accumulates parts of coins used by players at the 
respective gaming machines as the amount of jackpot and 
which, when the jackpot trigger has been established in any of 
the gaming machines, pays out coins of the accumulated 
amount of jackpot to that gaming machine. 
0173. In each game, the gaming machine calculates the 
amount (amount for accumulation) to be accumulated to the 
amount of jackpot and transmits to an external control device. 
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The external control device accumulates to the amount of 
jackpot the amounts for accumulation transmitted from the 
respective gaming machines. 
0174 Further, in addition to the aforementioned benefits, 
the gaming machine is provided with benefits such as a mys 
tery bonus and insurance. 
0.175. The mystery bonus is a bonus in which a predeter 
mined amount of coins are paid out for winning of a lottery 
that is intended for the mystery bonus. When the spin button 
has been pressed, the gaming machine extracts a random 
value for mystery bonus and determines whether or not to 
establish a mystery bonus by lottery. 
0176 The insurance is a function provided for a purpose of 
relieving the player from a situation in which a free game has 
not been played for long periods of time. In the present 
embodiment, the player can arbitrarily select whether or not 
to make the insurance effective. Making insurance effective 
requires a predetermined insurance-purchase amount to be 
paid in exchange. 
0177. In the case where the insurance has been made effec 

tive, the gaming machine starts counting the number of 
games. The gaming machine conducts a payout of coins of the 
amount that is set for the insurance, when the number of 
counted games has reached a previously determined number 
of times without a large amount of payout relating to a free 
game or the like being conducted. 
0.178 <Determination of Effectsd 
0179 The gaming machine produces effects by displaying 
images to the display, outputting the light from lamps, and 
outputting sounds from speakers. The gaming machine 
extracts a random value for effect and determines contents of 
the effects based on the symbols and the like determined by 
lottery. 
0180 
0181. The basic functions of the gaming machine have 
been described above. Next, with reference to FIG. 3, a game 
system including the gaming machine is described. 
0182. A game system 300 includes the plurality of gaming 
machines 1, and an external control device 200 that is con 
nected to each of the gaming machines 1 through a commu 
nication line 301. 

0183 The external control device 200 is for controlling the 
plurality of gaming machines 1. In the present embodiment, 
the external control device 200 is a so-called hall server which 
is installed in a game facility having the plurality of gaming 
machines 1. Each of the gaming machines 1 is provided with 
a unique identification number, and the external control 
device 200 identifies transmission sources of data transmitted 
from the respective gaming machines 1 by using the identi 
fication numbers. Also in the case where the external control 
device 200 transmits data to a gaming machine 1, the identi 
fication numbers are used for specifying the transmission 
destination. 

0184. It is to be noted that the game system 300 may be 
constructed within a single game facility where various 
games can be conducted, such as a casino, or may be con 
structed among a plurality of game facilities. Further, when 
the game system 300 is constructed in a single game facility, 
the game system 300 may be constructed in each floor or 
section of the game facility. The communication line 301 may 
be a wired or wireless line, and can adopt a dedicated line, an 
exchange line or the like. 

Overall Game System 
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0185. Overall Configuration of Gaming Machine 
0186 The game system according to the present embodi 
ment has been described above. Next, with reference to FIG. 
4, an overall configuration of the gaming machine 1 is 
described. 

0187. A coin, a bill, or electrically valuable information 
corresponding to these is used as a game medium in the 
gaming machine 1. Further, in the present embodiment, a 
later-described ticket with a barcode is also used. It is to be 
noted that the game medium is not limited to these, and for 
example a medal, a token, electric money or the like can be 
adopted. 
0188 The gaming machine 1 includes a cabinet 11, a top 
box 12 installed on the upper side of the cabinet 11, and a 
main door 13 provided at the front face of the cabinet 11. 
0189 A lower image display panel 141 is provided at the 
center of the main door 13. The lower image display panel 
141 includes a liquid crystal panel, and forms the display. The 
lower image display panel 141 has a symbol display region 4. 
To the symbol display region 4, five video reels 3 (3a, 3b, 3c, 
3d, 3e) are displayed. 
0190. In the present embodiment, a video reel depicts 
through videos the rotational and stop motions of a mechani 
cal reel having a plurality of symbols drawn on the peripheral 
surface thereof. To each of the video reels 3, a symbol array 
comprised of a previously determined plurality (22 symbols 
in the present embodiment) of symbols is assigned (see FIG. 
5 which is described later). 
0191 In the symbol display region 4, the symbol arrays 
assigned to the respective video reels 3 are separately 
scrolled, and are stopped after predetermined time has 
elapsed. As a result, a part (three consecutive symbols in the 
present embodiment) of each of the symbol arrays is dis 
played for the player. 
0.192 The symbol display region 4 has three regions, 
namely an upper region, an upper central region, a lower 
central region, and a lower region, for each video reel 3, and 
a single symbol is to be displayed to each region. That is, 
fifteen (=five columnsxthree symbols) symbols are to be dis 
played in the symbol display region 4. In the present embodi 
ment, a line formed by selecting one of the aforementioned 
three regions for each of the video reels 3 and connecting the 
respective regions is referred to as a winning line. 
0193 It is to be noted that any desired shape of the winning 
line can be adopted, and examples of the shape of the winning 
line may include a straight line formed by connecting the 
upper central regions for the respective video reels 3, a 
V-shaped line, and a bent line. Also, any desired number of 
lines can be adopted, and the number can be for example 30 
lines. 

0194 In addition, the lower image display panel 141 has a 
number-of-credits display region 142 and a number-of-pay 
outs display region 143. The number-of-credits display 
region 142 is configured to display the number of coins that 
are owned by a player and are deposited inside a gaming 
machine 1 (hereinafter, referred to as the number of credits). 
In addition, the number-of-payouts display region 143 is con 
figured to display the number of coins to be paid out to a 
player when a winning prize has been established (hereinaf 
ter, referred to as the number of payouts). 
0.195 The lower image display panel 141 has a built-in 
touch panel 114. The player can input various commands by 
touching the lower image display panel 141. On the lower 
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side of the lower image display panel 141, there are arranged 
various buttons set in a control panel 30, and various devices 
to be operated by the player. 
0196. A spin button 31 is used when starting scrolling of 
the symbol arrays of the respective video reels 3. A change 
button 32 is used when requesting a game facility staff mem 
berto exchange money. ACASHOUT button 33 is used when 
paying out the coins retained inside the gaming machine 1 to 
a coin tray 15. 
0.197 A high power button 38 is also employed when a 
player operates to thereby start Scrolling of symbol arrays of 
each video reel 3. When the player has operated a spin button 
31, a unit game is started in a normal state (hereinafter, 
referred to as a non-high power state). On the other hand, 
when the player has operated the high powerbutton38, a high 
power state is established and then a unit game is started. 
0198 The high power state is a state in which a payout rate 

is higher than that set when the non-high power state is 
established. A high payout rate is established by increasing a 
winning probability in bonus game by re-scrolling other reels 
while leaving bonus symbols displayed in a stopped state in a 
bonus game to be described later. By doing this, a payout rate 
can be increased without a need to change the winning prob 
ability in lottery processing. 
0199. A payout rate is referred to as a value obtained by 
dividing the number of coins or the number of credits paid out 
to a player as a result of executing a unit game by the number 
of coins or the number of credits determined (betted) to start 
a unit game. A state in which the payout rate is high is a state 
in which more coins or credits have been seemingly paid out. 
The state in which the payout rate is high is a state which is 
advantageous to a player, but is disadvantageous to a gaming 
facility. On the other hand, a state in which the payout rate is 
low is a state in which lesser coins or credits have been 
seemingly paid out. The state in which the payout rate is low 
is a state which is disadvantageous to a player, but is advan 
tageous to a gaming facility. 
0200. A unit game is a game from start of symbol scroll 
display or rearrangement to symbol display in a stopped state. 
The unit game may be started when a player has operated 
BET buttons such as a 1-BET button 34 and a MAX-BET 
button 35 or five BET buttons 39a to 39e. In addition, the unit 
game may be started when the spin button 31 or the high 
power button 38 has been operated. Further, the unit game 
may be completed when payout of a prize responsive to a 
combination of symbols that are displayed in a stopped State 
has been completed. 
0201 The high power state or the non-high power state 
can be determined according to a value of a flag that is stored 
in a RAM73 of a motherboard 70 to be described later. When 
the high power state is established, the flag value is set to 1, or 
alternatively, when the non-high power state is established, 
the flag value is set to 0. When the high power state is estab 
lished, a player operates the spin button 31 to be thereby able 
to return the current state to the non-high power state. A 
processing operation of returning the high power state to the 
non-high power state will be described later in detail. 
0202. When a game state of a unit game is in a basic game 
state, it is preferable that a player operate the high power 
button 38 to thereby establish the high power state. In this 
case, no high power state is established even if the high power 
button 38 is operated when there is established a bonus game 
state or a free game state which is more advantageous to a 
player than the basic game state. By doing thus, a profit to be 
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given a player is given can be restrained, making it possible to 
prevent a deficit from which a gaming facility may suffer. On 
the other hand, even when a bonus game state or a free game 
state is established, a high power state may be established. In 
Such a case, a player can be given a higher profit to be able to 
attract the player's interest to a game. 
0203. A 1-BET button 34 and a maximum BET button 35 
are used for determining the number of coins (hereinafter also 
referred to as “the number of BETs) to be used in the game 
from the coins retained inside the gaming machine 1. The 
1-BET button 34 is used when determining one coin at a time 
for the aforementioned number of BETs. The maximum BET 
button 35 is used when setting the aforementioned number of 
BETs to a defined upper limit number. 
0204. A coin accepting slot 36 is provided to accept coins. 
A bill validator 115 is provided to accept bills. The bill vali 
dator 115 validates a bill, and accepts a valid bill into the 
cabinet 11. It is to be noted that the bill validator 115 may be 
configured so as to be capable of reading a later-described 
ticket 175 with a barcode. 
0205 An upper image display panel 131 is provided at the 
front face of the top box 12. The upper image display panel 
131 includes a liquid crystal panel, and forms the display. The 
upper image display panel 131 displays images related to 
effects and images showing introduction of the game contents 
and explanation of the game rules. Further, the top box 12 is 
provided with a speaker 112 and a lamp 111. The gaming 
machine 1 produces effects by displaying images, outputting 
sounds, and outputting the light. 
0206. A ticket printer 171, a card slot 176, a data display 
174, and a keypad 173 are provided on the lower side of the 
upper image display panel 131. 
0207. The ticket printer 171 prints on a ticket a barcode 
representing encoded data of the number of credits, date, the 
identification number of the gaming machine 1, and the like, 
and outputs the ticket as the ticket 175 with a barcode. The 
player can make a gaming machine read the ticket 175 with a 
barcode so as to play a game thereon, and can also exchange 
the ticket 175 with a barcode with a bill or the like at a 
predetermined place (e.g. a cashier in a casino) in the game 
facility. 
0208. The card slot 176 is for inserting a card in which 
predetermined data is stored. For example, the card stores 
data for identifying the player, and data about the history of 
games played by the player. 
0209. When the card is inserted into the card slot 176, a 
later-described card reader 172 reads data from the card or 
writes data into the card. It is to be noted that the card may 
store data corresponding to a coin, a bill or a credit. 
0210. The data display 174 includes a fluorescent display, 
LEDs and the like, and displays the data read by the card 
reader 172 or the data inputted by the player via the keypad 
173, for example. The keypad 173 is for inputting a command 
and data related to ticket issuance or the like. 
0211 Symbol Arrays of Video Reels 
0212. The overall configuration of the gaming machine 1 
has been described above. Next, with reference to FIG. 5, a 
configuration of the symbol arrays included in the video reels 
3 of the gaming machine 1 is described. 
0213. The symbol table for normal game shows the 
arrangements of symbols drawn on the peripheral Surfaces of 
the reels. A first video reel 3a, a second video reel 3b, a third 
video reel 3c, a fourth video reel3e, and a fifth video reel 3d 
each is assigned with a respective one of symbol arrays (a first 
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symbol group, a second symbol group, a third symbol group, 
a fourth symbol group, and a fifth symbol group), consisting 
of 22 symbols that correspond to respective code numbers 
from “OO to 21. 
0214. As kinds of symbols, a plurality of kinds of symbols 
including “JACKPOT 7” and “bonus symbols” are provided. 
These kinds of symbols are fewer than the number of symbols 
on each reel (22 symbols), whereby a plurality of symbols of 
a same kind may also be assigned to one reel. According to the 
number of assignments, a winning probability in a case where 
symbols have formed a combination is different from another 
one, and the number of payouts is set in accordance with the 
winning probability. That is, in a case where fewer assigned 
symbols have formed a combination, more payouts are real 
ized. 
0215 Configuration of Circuit Included in Gaming 
Machine 
0216. The configuration of the symbol arrays included in 
the video reels 3 of the gaming machine 1 has been described 
above. Next, with reference to FIG. 6, a configuration of a 
circuit included in the gaming machine 1 is described. 
0217. A gaming board 50 is provided with: a CPU 51, a 
ROM 52, and a boot ROM53, which are mutually connected 
by an internal bus; a card slot 55 corresponding to a memory 
card 54; and an IC socket 57 corresponding to a GAL (Ge 
neric Array Logic) 56. 
0218. The memory card 54 includes a non-volatile 
memory, and stores a game program and a game system 
program. The game program includes a program related to 
game progression, a lottery program, and a program for pro 
ducing effects by images and Sounds (e.g. see FIG. 8 to FIG. 
34 which are described later). Further, the aforementioned 
game program includes data specifying the configuration of 
the symbol array assigned to each video reel 3. 
0219. The lottery program is a program for determining 
to-be stopped symbol of each video reel 3 by lottery. The 
to-be stopped symbol is data for determining three symbols to 
be displayed to the symbol display region 4 out of the 22 
symbols forming each symbol array. The gaming machine 1 
of the present embodiment determines as the to-be stopped 
symbol the symbol to be displayed in a predetermined region 
(the upper region) out of the three regions provided for each of 
the video reels 3 of the symbol display region 4. 
0220. The aforementioned lottery program includes sym 
bol determination data. The symbol determination data is data 
that specifies random values so that each of the 22 symbols 
(code numbers from "00' to “21) forming the symbol array 
is determined at an equal probability (i.e. 1/22), for each 
video reel 3. 
0221) The probabilities of the respective 22 symbols being 
determined are basically equal. However, the numbers of the 
respective types of symbols included in the 22 symbols vary, 
and thus the probabilities of the respective types of symbols 
being determined vary (i.e. different weights on the probabili 
ties are generated). For example, with reference to FIG. 5, the 
symbol array of the first video reel 3a includes one symbol of 
“JACKPOT 7”, and includes seven symbols of predeter 
mined. Hence, the former is determined at the probability of 
“1/22, whereas the latter is determined at the probability of 
“7/22. 
0222. It is to be noted that, although the data specifies that 
the equal numbers of symbols be provided to form the symbol 
arrays of the respective video reels 3 in the present embodi 
ment, different numbers of symbols may form the respective 
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video reels 3. For example, the symbol array of the first video 
reel 3a may consist of 22 symbols whereas the symbol array 
of the second video reel3b may consist of 30 symbols. Such 
a configuration increases the degree of freedom in setting the 
probabilities of the respective types of symbols being deter 
mined for each video reel 3. 
0223 Further, the card slot 55 is configured so that the 
memory card 54 can be inserted thereinto and removed there 
from, and is connected to a motherboard 70 by an IDE bus. 
The GAL 56 is a type of PLD (Programmable Logic Device) 
having a fixed OR array structure. The GAL 56 is provided 
with a plurality of input ports and output ports, and predeter 
mined input into the input port causes output of the corre 
sponding data from the output port. 
0224 Further, the IC socket 57 is configured so that the 
GAL 56 can be inserted thereinto and removed therefrom, 
and is connected to the motherboard 70 by a PCI bus. The 
contents of the game to be played on the gaming machine 1 
can be changed by replacing the memory card 54 with another 
memory card 54 having another program written therein orby 
rewriting the program written into the memory card 54 as 
another program. 
0225. The CPU 51, the ROM 52 and the boot ROM 53 
mutually connected by the internal bus are connected to the 
motherboard 70 by a PCI bus. The PCI bus enables a signal 
transmission between the motherboard 70 and the gaming 
board 50, and power supply from the motherboard 70 to the 
gaming board 50. 
0226. The ROM 52 stores an authentication program. The 
boot ROM53 stores a pre-authentication program, a program 
(boot code) to be used by the CPU 51 for activating the 
pre-authentication program, and the like. 
0227. The authentication program is a program (tamper 
check program) for authenticating the game program and the 
game system program. The pre-authentication program is a 
program for authenticating the aforementioned authentica 
tion program. The authentication program and the pre-au 
thentication program are written along a procedure (authen 
tication procedure) for proving that the program to be the 
Subject has not been tampered. 
0228. The motherboard 70 is provided with a main CPU 
71, a ROM 72, a RAM 73, and a communication interface 82. 
0229. The ROM 72 includes a memory device such as a 
flash memory, and stores a program Such as BIOS to be 
executed by the main CPU 71, and permanent data. When the 
BIOS is executed by the main CPU 71, processing for initial 
izing predetermined peripheral devices is conducted; further, 
through the gaming board 50, processing of loading the game 
program and the game system program stored in the memory 
card 54 is started. 
0230. The RAM 73 stores data and programs which are 
used in operation of the main CPU 71. For example, when the 
processing of loading the aforementioned game program, 
game system program or authentication program is con 
ducted, the RAM 73 can store the program. The RAM 73 is 
provided with working areas used for operations in execution 
of these programs. Examples of the areas include: an area that 
stores a counter for managing the number of games, the 
number of BETs, the number of payouts, the number of 
credits and the like; and an area that stores symbols (code 
numbers) determined by lottery. 
0231. The communication interface 82 is for communicat 
ing with the external control device 200 such as a server, 
through the communication line 301. Further, the mother 
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board 70 is connected with a later-described door PCB 
(Printed Circuit Board)90 and a body PCB 110 by respective 
USBs. The motherboard 70 is also connected with a power 
supply unit 81. 
0232. When the power is supplied from the power supply 
unit 81 to the motherboard 70, the main CPU 71 of the 
motherboard 70 is activated, and then the power is supplied to 
the gaming board 50 through the PCI bus so as to activate the 
CPU 51. 

0233. The door PCB 90 and the body PCB 110 are con 
nected with input devices such as a Switch and a sensor, and 
peripheral devices the operations of which are controlled by 
the main CPU 71. The door PCB 70 is connected with a 
control panel 30, a reverter 91, a coin counter 92C and a cold 
cathode tube 93. 
0234. The control panel 30 is provided with a spin switch 
31S, a change switch32S, a CASHOUT switch33S, a 1-BET 
switch 34S and a maximum BET switch35S and a high power 
button 38S which correspond to the aforementioned respec 
tive buttons. Each of the Switches outputs a signal to the main 
CPU 71 upon detection of press of the button corresponding 
thereto by the player. 
0235. The coin counter 92C validates a coin inserted into 
the coinaccepting slot 36 based on its material, shape and the 
like, and outputs a signal to the main CPU 71 upon detection 
of a valid coin. Invalid coins are discharged from a coin 
payout exit 15A. 
0236. The reverter 91 operates based on a control signal 
outputted from the main CPU 71, and distributes valid coins 
validated by the coin counter 92C into a hopper 113 or a cash 
box (not illustrated). That is, coins are distributed into the 
hopper 113 when the hopper 113 is not filled with coins, while 
coins are distributed into the cash box when the hopper 113 is 
filled with coins. 
0237. The cold cathode tube 93 functions as a backlight 
installed on the rear face sides of the upper image display 
panel 131 and the lower image display panel 141, and lights 
up based on a control signal outputted from the main CPU 71. 
0238. The body PCB 110 is connected with the lamp 111, 
the speaker 112, the hopper 113, a coin detecting portion 
113S, the touch panel 114, the bill validator 115, a graphic 
board 130, the ticket printer 171, the card reader 172, a key 
switch 173S and the data display 174. 
0239. The lamp 111 lights up based on a control signal 
outputted from the main CPU 71. The speaker 112 outputs 
Sounds such as BGM, based on a control signal outputted 
from the main CPU 71. 
0240. The hopper 113 operates based on a control signal 
outputted from the main CPU 71, and pays out coins of the 
specified number of payouts from the coin payout exit 15A to 
the coin tray 15. The coin detecting portion 113S outputs a 
signal to the main CPU 71 upon detection of coins paid out by 
the hopper 113. 
0241 The touch panel 114 detects a place on the lower 
image display panel touched by the player's finger or the like, 
and outputs to the main CPU 71 a signal corresponding to the 
detected place. Upon acceptance of a valid bill, the bill vali 
dator 115 outputs to the main CPU 71 a signal corresponding 
to the face amount of the bill. 
0242. The graphic board 130 controls display of images 
conducted by the respective upper image display panel 131 
and lower image display panel 141, based on a control signal 
outputted from the main CPU 71. The symbol display region 
4 of the lower image display panel 141 displays the five video 
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reels 3 by which the scrolling and stop motions of the symbol 
arrays included in the respective video reels 3 are displayed. 
The graphic board 130 is provided with a VDP generating 
image data, a video RAM temporarily storing the image data 
generated by the VDP and the like. The number of credits that 
is stored in the RAM 73 is displayed in the number-of-credits 
display portion 142 of the lower image display panel 141. The 
payout number of coins is displayed in the number-of-pay 
outs display portion 143 of the lower image display panel 141. 
0243 The upper image display panel 131 is a panel in 
which an image of a bonus game to be described later has 
been depicted on a surface of an optically transmissible 
board. At the back side of the panel, a part of the image 
becomes brighter by emitting light from a plurality of light 
emitting means (such as lamps) that are provided at positions 
focusing on the image, whereby a variety of information is 
conveyed to a player. The upper image display panel 131 may 
be a constituent element employing a liquid crystal panel. 
0244. The graphic board 130 is provided with the VDP 
(Video Display Processor) generating image databased on a 
control signal outputted from the main CPU 71, the video 
RAM temporarily storing the image data generated by the 
VDP, and the like. It is to be noted that the image data used in 
generation of image data by the VDP is included in the game 
program that has been read from the memory card 54 and 
stored into the RAM 73. In addition, a graphic board 130 is 
configured to control a plurality of lamps that are provided at 
the back side of the upper image display panel 131 to turn on 
or offin accordance with the progress of a game. 
0245 Based on a control signal outputted from the main 
CPU 71, the ticket printer 171 prints on a ticket a barcode 
representing encoded data of the number of credits stored in 
the RAM 73, date, the identification number of the gaming 
machine 1, and the like, and then outputs the ticket as the 
ticket 175 with a barcode. 

0246 The card reader 172 reads data stored in a card 
inserted into the card slot 176 and transmits the data to the 
main CPU 71, or writes data into the card based on a control 
signal outputted from the main CPU 71. 
0247. The key switch 173S is provided in the keypad 173, 
and outputs a predetermined signal to the main CPU 71 when 
the keypad 173 has been operated by the player. 
0248. The data display 174 displays data read by the card 
reader 172 and data inputted by the player through the keypad 
173, based on a control signal outputted from the main CPU 
71. 

0249 
0250) A description of a circuit configuration of a gaming 
machine 1 has now completed. Next, a symbol combination 
table will be described with reference to FIG. 7. 

0251. The symbol combination table is configured to 
specify symbol combinations of symbols according to win 
ning prizes and the number of payouts. In a gaming machine 
1, a winning prize is established in a case where, after Scroll 
ing of the symbol arrays on the respective video reels 3 has 
been stopped, a combination of symbols that are displayed on 
a winning line coincides with a specified combination of 
symbols in accordance with the symbol combination table. 
Then, according to a winning combination, a prize such as 
payout of coins or start of a bonus game is awarded to a 
winning player. In a case where a combination of symbols 
that are displayed on a winning line does not coincide with 
any the symbol combinations that are specified in accordance 

Configuration of Symbol Combination Table 
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with the symbol combination table, no winning combination 
(so called losing) is established. 
0252 Basically a winning prize is established in a case 
where symbols of any kind have been displayed to be rear 
ranged on a winning line. With respect to specific symbols, 
however, a winning prize is also established in a case where 
they have been displayed on a winning line according to one 
or three video reels 3. 
0253 For example, in a case where the third symbols have 
been displayed to be arranged on a winning line according to 
all of the video reels 3, a winning combination is formed as a 
third winning combination and then “10 is determined as the 
number of payouts. A payout of coins is then performed based 
on the determined number of payouts. The payout of coins is 
performed by actually discharging coins from a coin payout 
exit 15A, adding to the number of credits, or issuing a barcode 
ticket. 
0254 The first symbol is a jackpot trigger. In a case where 
the first symbols have been displayed to be rearranged on a 
winning line according to all of the video reels 3, a winning 
combination is formed as a jackpot' and then the amount of 
jackpot is determined as the number of payouts. 
0255. The second symbol is a bonus game trigger. In a case 
where the second symbols have been displayed to be rear 
ranged on a winning line according to all of the video reels 3 
or part of predetermined video reel, a winning combination is 
formed as a "bonus game' and then the corresponding bonus 
game is started from a next play. 
0256 Contents of Program 
0257. A description of the symbol combination table has 
now completed. Next, with reference to FIG.8 to FIG.34, the 
program to be executed by the gaming machine 1 is described. 
0258 <Main Control Processing> 
0259 First, with reference to FIG. 8, main control process 
ing is described. First, when the power is supplied to the 
gaming machine 1, the main CPU 71 reads the authenticated 
game program and game system program from the memory 
card54 through the gaming board 50, and writes the programs 
into the RAM 73 (step S11). 
0260 Next, the main CPU 71 conducts at-one-game-end 
initialization processing (step S12). For example, data that 
becomes unnecessary after each game in the working areas of 
the RAM 73, such as the number of BETs and the symbols 
determined by lottery, is cleared. 
0261. The main CPU 71 conducts coin-insertion/start 
check processing which is described later with reference to 
FIG. 9 (step S13). In the processing, input from the BET 
Switch and the spin Switch is checked. 
0262 Next, the main CPU 71 performs symbol lottery 
processing to be described later with reference to FIG. 12 
(step S14). In this processing operation, to-be-stopped sym 
bols are determined based on random numeric values for 
symbol determination. 
0263. Next, the main CPU 71 conducts mystery bonus 
lottery processing (step S15). In the processing, lottery deter 
mining whether or not to establish a mystery bonus trigger is 
held. For example, the main CPU 71 extracts a random value 
for mystery bonus from the numbers in a range of "0 to 99. 
and establishes the mystery bonus trigger when the extracted 
random value is “0”. 
0264. The main CPU 71 conducts effect contents determi 
nation processing (step S16). The main CPU 71 extracts a 
random value for effect, and determines any of the effect 
contents from the preset plurality of effect contents by lottery. 
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0265. The main CPU 71 then conducts symbol display 
control processing which is described later with reference to 
FIG. 13 (step S17). In the processing, scrolling of the symbol 
array of each video reel 3 is started, and the to-be stopped 
symbol determined in the symbol lottery processing of step 
S14 is stopped at a predetermined position (e.g. the upper 
region in the symbol display region 4). That is, four symbols 
including the to-be stopped symbol are displayed in the sym 
bol display region 4. For example, when the to-be stopped 
symbol is the symbol associated with the code number of 
“10' and it is to be displayed to the upper region, the symbols 
associated with the respective code numbers of “11”. “12 
and “13 are to be displayed to the respective upper region, 
central region and lower region in the symbol display region 
4 
0266 Next, the main CPU 71 conducts number-of-pay 
outs determination processing which is described later with 
reference to FIG. 14 (step S18). In the processing, the number 
of payouts is determined based on the combination of sym 
bols displayed along one of the winning lines L., and is stored 
into a number-of-payouts counter provided in the RAM 73. 
0267 Next, in a case where the second symbols shown in 
FIG. 7 have been rearranged on a winning line from among 
the symbols that are displayed in a stopped State in the symbol 
display region 4, the main CPU 71 establishes a bonus game 
trigger and then executes bonus trigger determination pro 
cessing for the sake of determining the contents of a bonus 
game (step S19). In this bonus trigger determination process 
ing, the main CPU 71 executes a bonus game to be described 
later, or alternatively, determines whether to execute a three 
continuous WILD symbols game to be described later, by 
means of random number lottery. The determined contents 
are stored in the RAM 73. 

0268 Next, the main CPU 71 determines whether or not 
the bonus game trigger has been established (step S20). When 
the main CPU 71 determines that the bonus game trigger has 
been established, the main CPU 71 performs bonus game 
processing to be described later with reference to FIG. 16 
(step S21). 
0269. When determining in step S20 that the bonus game 
trigger have not been rearranged or after executing the pro 
cessing of step S21, the main CPU 71 determines whether or 
not the mystery bonus trigger is established (step S22). When 
determining that the mystery bonus trigger has been estab 
lished, the main CPU 71 conducts the mystery bonus process 
ing (step S23). In the processing, the number of payouts (e.g. 
300) being set for the mystery bonus is stored into the num 
ber-of-payouts counter provided in the RAM 73. 
0270. After the processing of step S23 or when determin 
ing in step S21 that the mystery bonus trigger has not been 
established, the main CPU 71 conducts insurance-check pro 
cessing which is described later with reference to FIG. 15 
(step S24). In the processing, whether or not to conduct pay 
out by the insurance is checked. 
0271 The main CPU 71 conducts payout processing (step 
S25). The main CPU 71 adds the value stored in the number 
of-payouts counter to a number-of-credits counter provided 
in the RAM 73. It is to be noted that operations of the hopper 
113 may be controlled based on input from the CASHOUT 
switch 33S, and coins of the number corresponding to the 
value stored in the number-of-payouts counter may be dis 
charged from the coin payout exit 15A. Further, operations of 
the ticket printer 171 may be controlled and a ticket with a 
barcode may be issued on which a value stored in the number 
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of-payouts counter is recorded. After the processing has been 
conducted, the processing is shifted to step S12. 
0272 <Coin-Insertion/Start-Check Processing> 
0273 Next, with reference to FIG.9, coin-insertion/start 
check processing is described. 
0274 First, the main CPU 71 determines whether or not 
insertion of a coin has been detected by the coin counter 92C 
(step S41). When determining that the insertion of a coin has 
been detected, the main CPU 71 makes an addition to the 
number-of-credits counter (step S42). It is to be noted that, in 
addition to the insertion of a coin, the main CPU 71 may 
determine whether or not insertion of a bill has been detected 
by the bill validator 115, and when determining that the 
insertion of a bill has been detected, the main CPU 71 may 
add a value according to the bill to the number-of-credits 
COunter. 

0275. After step S42 or when determining in step S41 that 
the insertion of a coin has not been detected, the main CPU 71 
determines whether or not the number-of-credits counter is 
Zero (step S43). When the main CPU 71 determines that the 
number-of-credits counter is not zero, the main CPU 71 per 
mits operation acceptance of the BET buttons (step S44). 
0276 Next, the main CPU 71 determines whether or not 
operation of any of the BET buttons has been detected (step 
S45). When the main CPU 71 determines that the BET switch 
has detected press of the BET button by the player, the main 
CPU 71 makes an addition to a number-of-BET's counter 
provided in the RAM 73 and makes a subtraction from the 
number-of-credits counter, based on the type of the BET 
button (step S46). 
(0277. The main CPU 71 then determines whether or not 
the number-of-BETs counter is at its maximum (step S47). 
When the main CPU 71 determines that the number-of-BETs 
counter is at its maximum, the main CPU 71 prohibits updat 
ing of the number-of-BETs counter (step S48). After step S48 
or when determining in step S47 that the number-of-BETs 
counter is not at its maximum, the main CPU 71 permits 
operation acceptance of the spin button (step S49). 
(0278 After step S49 or when determining in step S45 that 
the operation of any of the BET buttons has not been detected, 
or when determining in step S43 that the number-of-credits 
counter is zero, the main CPU 71 determines whether or not 
operation of the spin button has been detected (step S50). 
When the main CPU 71 determines that the operation of the 
spin button has not been detected, the processing is shifted to 
step S41. 
(0279. When the main CPU 71 determines that the opera 
tion of the spin button has been detected, the main CPU 71 
conducts jackpot-related processing which is described later 
with reference to FIG. 10 (step S51). In the processing, the 
amount to be accumulated to the amount of jackpot is calcu 
lated, and the amount is transmitted to the external control 
device 200. 
0280 Next, the main CPU 71 conducts insurance-related 
processing which is described later with reference to FIG. 11 
(step S52). In the processing, counting of the number of 
games is conducted which triggers a payout by the insurance. 
After the processing has been conducted, the coin-insertion/ 
start-check processing is completed. 
0281 <Jackpot-Related Processing> 
0282. Now, with reference to FIG. 10, the jackpot-related 
processing is described. First, the main CPU 71 calculates the 
amount for accumulation (step S71). The main CPU 71 
obtains the product of the value of the number-of-BETS 
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counter and a preset accumulation ratio, so that the amount 
for accumulation to the amount of jackpot is calculated. 
0283 Next, the main CPU 71 transmits the calculated 
amount for accumulation to the external control device 200 
(step S72). Upon reception of the amount for accumulation, 
the external control device 200 updates the amount of jackpot. 
After the processing has been conducted, the jackpot-related 
processing is completed. 
0284 <Insurance-Related Processing> 
0285) Next, with reference to FIG. 11, the insurance-re 
lated processing is described. First, the main CPU 71 deter 
mines whether or not an insurance-effective flag is turned on 
(step S91). The insurance-effective flag is turned on when a 
command to make the insurance effective is inputted by the 
player in the insurance selection processing which is 
described later with reference to FIG. 17. 
0286. When the main CPU 71 determines that the insur 
ance-effective flag is not turned on, the main CPU 71 com 
pletes the insurance-related processing. On the other hand, 
when the main CPU 71 determines that the insurance-effec 
tive flag is turned on, the main CPU 71 updates a number-of 
games counter for insurance provided in the RAM 73 (step 
S92). The number-of-games counter for insurance is a 
counter for managing the number of games up to the time of 
the payout by the insurance. In the processing of step S92, the 
main CPU 71 adds one to the number-of-games counter for 
insurance. After the processing has been conducted, the insur 
ance-related processing is completed. 
(0287 <Symbol Lottery Processing> 
(0288 Next, with reference to FIG. 12, the symbol lottery 
processing is described. First, the main CPU 71 extracts ran 
dom values for symbol determination (step S111). The main 
CPU 71 then determines to-be stopped symbols for the 
respective video reels 3 by lottery (step S112). The main CPU 
71 holds a lottery for each video reel 3, and determines any 
one of the 22 symbols (code numbers from "00' to “21) as a 
to-be stopped symbol. At this time, each of the 22 symbols 
(code numbers from "00' to “21) is determined at an equal 
probability (i.e. 1/22). 
0289. The main CPU 71 then stores the determined to-be 
stopped symbols for the respective video reels 3 into a symbol 
storage area provided in the RAM 73 (step S113). Next, the 
main CPU 71 references the number-of-payouts determina 
tion table (FIG. 7) and determines a winning combination 
based on the symbol storage area (step S114). The main CPU 
71 determines the winning combination based on the combi 
nation of symbols to be displayed along the winning line by 
the respective video reels 3 and the number-of-payouts deter 
mination table. After the processing has been conducted, the 
symbol lottery processing is completed. 
0290 <Symbol Display Control Processing> 
0291 Next, with reference to FIG. 13, the symbol display 
control processing is described. First, the main CPU 71 starts 
scrolling of the symbol arrays of the respective video reels 3 
that are displayed to the symbol display region 4 of the lower 
image display panel 141 (step S131). The main CPU 71 then 
stops the scrolling of the symbol arrays of the respective 
video reels 3, based on the aforementioned symbol storage 
area (step S132). After the processing has been conducted, the 
symbol display control processing is completed. 
0292 <Number-of-Payouts Determination Processing> 
0293 Next, with reference to FIG. 14, the number-of 
payouts determination processing is described. The main 
CPU 71 first determines whether or not the winning combi 
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nation is the jackpot (step S151). When the main CPU 71 
determines that the winning combination is not the jackpot, 
the main CPU 71 determines the number of payouts corre 
sponding to the winning combination (step S152). When a 
winning combination is a fourth winning combination, for 
example, a numeric value “8” is determined as the number of 
payouts (refer to FIG. 7). It is to be noted that the main CPU 
71 determines “0” as the number of payouts in the case where 
the game is lost. Next, the main CPU 71 stores the determined 
number of payouts into the number-of-payouts counter (step 
S153). After the processing has been conducted, the number 
of-payouts determination processing is completed. 
0294. When the main CPU 71 determines that the winning 
combination is the jackpot, the main CPU 71 notifies the 
external control device 200 of the winning of the jackpot (step 
S154). It is to be noted that, upon reception of the notification, 
the external control device 200 transmits to the gaming 
machine 1 the amount of jackpot having updated up to that 
time. At this time, a part (e.g. 80%) of the amount of jackpot 
may be the payout subject and the rest (e.g. 20%) may be 
carried over for the upcoming establishment of the jackpot 
trigger. 
0295) Next, the main CPU 71 receives the amount of jack 
pot from the external control device 200 (step S155). The 
main CPU 71 then stores the received amount of jackpot into 
the number-of-payouts counter (step S156). After the pro 
cessing has been conducted, the number-of-payouts determi 
nation processing is completed. 
0296 
0297 Next, with reference to FIG. 15, the insurance-check 
processing is described. First, the main CPU 71 determines 
whether or not the insurance-effective flag is turned on (step 
S171). When the main CPU 71 determines that the insurance 
effective flag is not turned on, the main CPU 71 completes the 
insurance-check processing. 
0298. When the main CPU 71 determines that the insur 
ance-effective flag is turned on, the main CPU 71 determines 
whether or not a predetermined winning combination has 
been established (step S172). In the present embodiment, 
"bonus game trigger”, jackpot' and “mystery bonus’ are 
Subjects of the predetermined winning combination. 
0299. When the main CPU 71 determines that the prede 
termined winning combination has not been established, the 
main CPU 71 determines whether or not the number-of 
games counter for insurance has reached a predetermined 
number of times (e.g. 300) (step S173). When the main CPU 
71 determines that the number-of-games counter for insur 
ance has not reached the predetermined number of times, the 
main CPU 71 completes the insurance-check processing. 
0300 When the main CPU 71 determines that the number 
of-games counter for insurance has reached the predeter 
mined number of times, the main CPU 71 conducts payout 
processing based on the amount of insurance (step S174). The 
main CPU 71 adds an amount (e.g. 200) previously set as the 
amount of insurance to the number-of-credits counter. 

0301. After step S174 or when determining in step S172 
that the predetermined winning combination has been estab 
lished, the main CPU 71 resets the number-of-games counter 
for insurance (step S175). Next, the main CPU 71 turns the 
insurance-effective flag off (step S176). After the processing 
has been conducted, the insurance-check processing is com 
pleted. 

<Insurance-Check Processing> 
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0302 <Insurance Selection Processing> 
0303 Next, with reference to FIG.16, the insurance selec 
tion processing is described. First, the main CPU 71 deter 
mines whether or not the insurance-effective flag is turned on 
(step S221). When the main CPU 71 determines that the 
insurance-effective flag is not turned on, the main CPU 71 
displays an insurance-ineffective image (step S222). The 
main CPU 71 transmits a command to display the insurance 
ineffective image to the graphic board 130. Based on the 
command, the graphic board 130 generates the insurance 
ineffective image and displays the image to the lower image 
display panel 141. 
0304. As the insurance-ineffective image, for example, an 
image showing “INSURANCE BET S100 TOUCH TO 
BET is displayed. This image is an image for prompting the 
player to select whether or not to make the insurance effec 
tive, and notifying the player of the amount required for 
making the insurance effective. The player can input a com 
mand to make the insurance effective by touching a predeter 
mined place on the touch panel 114. 
(0305 Subsequently, the main CPU 71 determines whether 
or not an insurance-effective command input has been 
entered (step S223). When the main CPU 71 determines that 
the insurance-effective command input has not been entered, 
the main CPU 71 shifts the processing to step S221 with the 
insurance-effective flag turned off. On the other hand, when 
the main CPU 71 determines that the insurance-effective 
command input has been entered, the main CPU 71 turns the 
insurance-effective flag on (step S224). 
0306 Next, the main CPU 71 subtracts the insurance 
purchase amount from the number-of-credits counter (step 
S225). In the present embodiment, an amount corresponding 
to, for example, one dollar is subtracted from the number-of 
credits counter. After step S225 or when determining in step 
S221 that the insurance-effective flag is turned on, the main 
CPU 71 displays the insurance-effective image (step S226). 
0307 As the insurance-effective image, for example, an 
image showing “INSURANCE CONTINUED WIN 200 
CREDIT' is displayed. This image is an image informing the 
player that the insurance is effective, and that the value of 
“200' is to be added to the number-of-credits counter when 
the insurance condition is satisfied. After the processing has 
been conducted, the processing is shifted to step S221. 
0308 <Bonus Game Processing> 
0309 Next, bonus game processing will be described with 
reference to FIG. 17. First, the main CPU 71 determines 
whether or not the routine is caused to directly migrate to a 
bonus game, based on the contents of migration to the bonus 
game that is determined in step S19 of FIG. 8 and then is 
stored in the RAM 73 (whether the routine is caused to 
directly migrate to a bonus game or to migrate to a three 
continuous WILD symbols game) (step S301). 
0310. In a case where a selection has been made to cause 
the routine to migrate to a three continuous WILD symbols 
game in step S19, the main CPU 71 causes the routine to 
migrate from step S301 to step S302 by obtaining a negative 
result in step S301 and then executes the three continuous 
WILD symbols game. 
0311. On the other hand, in a case where a selection has 
been made to cause the routine to directly migrate to the 
bonus game in step S19, the main CPU 71 causes the routine 
to migrate from step S301 to step S303 by obtaining an 
affirmative result in step S301 and then determines to-be 
stopped symbols by means of random number lottery, based 
on random number values for symbol determination as to a 
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total of fifteen symbols made offive columnsxthree symbols, 
which is displayed in a symbol display region 4. Specifically, 
the position of a video reel to be stopped at a center stage in 
the symbol display region 4 (an upper stage, a center stage, 
and a lower stage) are randomly selected on each of the video 
reels 3a to 3e. Symbol arrays made of a plurality of kinds of 
symbols are assigned to each of the video reels 3a to 3e, 
whereby determining a stop position of a video reel desig 
nates randomly selecting any of the symbols that configure 
the symbol array on this video reel. In symbol lottery pro 
cessing, the selected symbols are determined so as to stop at 
the center stage. In addition, the symbols to be displayed in a 
stopped State at a top and a bottom of the center stage are 
determined based on arrangement of the symbol array on the 
video reel. 

0312. As described above with respect to FIG. 7, a plural 
ity of symbols of a same kind may also be occasionally 
assigned as to the respective symbols that configure the sym 
bol arrays on the respective video reels, and a probability that 
each of the symbols are selected is set for each of the symbols 
in accordance with the assigned number. For example, more 
symbols that are indicative of an eighth symbol (a pair of 
Japanese traditional wooden clogs called "Geta') than sym 
bols indicative of a seventh symbol (a three-stringed Japanese 
traditional guitar called “Shamisen') are assigned to symbol 
arrays, whereby a probability that the symbols that are indica 
tive of the eighth symbols (the pair of Japanese traditional 
wooden clogs called “Geta') is higher than a probability that 
the symbols indicative of the seventh symbols (the three 
stringed Japanese traditional guitar called “Shamisen'). In 
this way, as to each of the video reels 3a to 3e, symbols 
displayed in a stopped state in the symbol display region 4 
(the upper stage, the center stage, and the lower stage) are 
determined by means of lottery. 
0313 When the lottery processing in step S303 completes, 
the main CPU 71 determines whether or not a lottery result 
indicating that a bonus symbol is displayed in the symbol 
display region 4 has been obtained as a result of the lottery 
processing (step S304). In a case where the result indicating 
that Such a bonus symbol is displayed in the symbol display 
region 4 has not been obtained, the main CPU 71 causes the 
routine to migrate from step S304 to step S305 by obtaining a 
negative result in step S304, scrolls all of the symbols in the 
symbol display region 4, and then, stops the symbols that are 
determined by means of lottery so as to be displayed in a 
stopped State in the symbol display region 4. In this process 
ing operation, in a case where a winning combination (FIG. 7) 
is established in accordance with the symbols displayed in a 
stopped State, a prize according to the established winning 
combination is awarded to a winning player. In this manner, in 
a case where no bonus symbol is displayed in a stopped State 
in the symbol display region 4, bonus game processing com 
pletes. 
0314. On the other hand, in a case where a lottery result 
indicating that at least one bonus symbol is displayed any 
where in the symbol display region 4 in step S303, the main 
CPU 71 causes the routine to migrate from step S304 to step 
S306 by obtaining an affirmative result in step S304 and then 
determines whether or not three bonus symbols are rear 
ranged from among the symbols displayed in a stopped State 
in the symbol display region 4, the symbols having been 
determined by means of lottery in the step S303 described 
above. 
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0315. In a case where a lottery result indicating that three 
bonus symbols are displayed has been obtained, the main 
CPU 71 causes the routine to migrate from step S306 to step 
S308 by obtaining an affirmative result in step S306, scrolls 
all of the symbols in the symbol display region 4, and then, 
stops the symbols that are determined by means of lottery so 
as to be displayed in a stopped state in the symbol display 
region 4. Specifically, as shown in FIG. 18, the symbols that 
are determined by lottery and include three bonus symbols B1 
are displayed in a stopped State in the symbol display region 
4. In this processing operation, in a case where a winning 
combination (FIG. 7) is established by means of the symbols 
displayed in a stopped state, a prize according to the estab 
lished winning combination is awarded to a winning player. 
The main CPU 71 then causes the routine to migrate to a three 
options bonus game (step S317). 
0316. On the other hand, in a case where three bonus 
symbols determined by means of lottery in the step S303 
described above are not displayed (that is, in a case where one 
or two bonus symbols are displayed), the main CPU 71 causes 
the routine to migrate from step S306 to step S307 by obtain 
ing a negative result in step S306 and then determines whether 
or not a high power button38 (FIG. 4) is operated to be turned 
on. In a case where the high power button38 is operated to be 
turned on, the main CPU 71 causes the routine to migrate 
from step S307 to step S309 by obtaining an affirmative result 
in step S307 and then determines whether or not two bonus 
symbols determined by means of lottery in the step S303 
described above are displayed. 
0317. In a case where two bonus symbols are displayed, 
the main CPU 71 causes the routine to migrate from step S309 
to step S311 by obtaining an affirmative result in step S309 
and then determines whether or not a counter value is smaller 
than a preset value C. In a case where the counter value does 
not reach the value C, the main CPU 71 causes the routine to 
migrate from step S311 to step S312 by obtaining an affirma 
tive result in step S311, scrolls all of the symbols in the 
symbol display region 4, and then, stops the symbols that are 
determined by means of lottery so as to be displayed in a 
stopped state in the symbols display region 4. In this process 
ing operation, in a case where a winning combination (FIG. 7) 
is established in accordance with the symbols displayed in a 
stopped State, a prize according to the established winning 
combination is awarded to a winning prize. In this manner, as 
shown in FIG. 19, two bonus symbols B1 are displayed in a 
stopped state in the symbol display region 4. 
0318. The main CPU 71 then performs lottery as to 
whether or not to execute re-scrolling (step S313). Re-scroll 
ing to be described later is a processing operation to be 
executed by means of lottery in a case where two bonus 
symbols are included in the symbols displayed in a stopped 
state in the symbol display region 4, and the main CPU 71 
executes lottery as to whether or not to perform re-scrolling in 
step S313. 
0319. The probability table that is employed in lottery 
processing of step S313 is provided in plurality, and among 
these tables, there is obtained a probability table in which a 
probability that re-scrolling is executed is set to be higher as 
more BETs are placed. That is, the main CPU 71 determines 
which probability table is to be employed, based on a value of 
a number-of-BET's counter that has been added inaccordance 
with the number of BETs, in coin insertion/start check pro 
cessing shown in FIG. 9. 
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0320. The main CPU 71 determines a lottery result indi 
cating whether or not to execute re-scrolling (step S314). If a 
lottery result indicating that no more re-scrolling is executed 
is obtained, the main CPU 71 completes the bonus game 
processing by obtaining a negative result in step S314. 
0321. On the other hand, if a lottery result indicating that 
re-scrolling is executed is obtained, the main CPU 71 causes 
the routine to migrate from step S314 to step S315 by obtain 
ing an affirmative result in step S314, sets a unit game time so 
as to be reduced, and then in a reduced State, performs re 
lottery for the symbols to be displayed in a stopped state in the 
symbol display region 4 as to video reels other than those 
including two bonus symbols having stopped in the symbol 
display region 4 (step S316). This re-lottery is performed 
without changing a probability table that is employed in Sym 
bol lottery. As the method of reducing a unit game time, a 
method or the like of reducing a scroll time of each video reel 
is employed. 
0322. In this way, symbol lottery is performed as to only 
video reels other than those on which at least one bonus 
symbol has stopped, whereby even if symbol lottery is per 
formed without changing a probability table (without chang 
ing a lottery probability of each symbol), a probability that 
three bonus symbols are rearranged can be increased as to all 
of the video reels (as to all symbols on five reels). For 
example, in a state in which two bonus symbols stop in the 
symbol display region 4. Symbol lottery is performed as to 
only the remaining video reels other than those on which at 
least one bonus symbol stops in the symbol display region 4. 
whereby if one bonus symbol is selected in the remaining 
Video reel, a total of three bonus symbols are rearranged as to 
all of the video reels that are displayed in the symbol display 
region 4. Therefore, there can be increased a probability that 
three bonus symbols are rearranged as a result oflottery in the 
re-lottery (re-scroll) processing. 
0323 Thus, in a case where the high power button is 
further operated to be turned on in a state two bonus symbols 
are rearranged, there occurs a possibility that three bonus 
symbols are arranged at a high probability as a whole. As a 
method of increasing a probability that bonus symbols are 
rearranged at the time of re-scrolling, there may be employed 
a reel on which more bonus symbols have been assigned or 
there may be reduced the number of symbols other than bonus 
symbols in each reel. 
0324. In the embodiment, a player can be given a profit by 
means of a game having a probability that three bonus sym 
bols are rearranged, and in the re-lottery (re-scroll) game, a 
unit game time is reduced and then the progress of the game 
is accelerated, whereby a profit of a gaming facility can be 
increased, and a balance between the profits of the player and 
the gaming facility can be maintained. 
0325 When re-lottery processing completes, the main 
CPU 71 scrolls video reels other than those on which at least 
one bonus symbol which should be displayed in a stopped 
state in the symbol display region 4 has already been dis 
played in a stopped state in the symbol display region 4 and 
then stops the symbols that are determined by means of lot 
tery so as to be displayed in a stopped state in the symbol 
display region 4. In this processing operation, in a case where 
a winning combination (FIG. 7) is established in accordance 
with the symbols displayed in a stopped state, a prize accord 
ing to the established winning combination is awarded to a 
winning player. 
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0326. After counting up (step S318), the main CPU 71 
then causes the routine o migrate to the step S306 described 
above and then determines whether or not three bonus sym 
bols determined by means oflottery are displayed. That is, the 
CPU 71 determines whether or not a total of three symbols are 
displayed, the three symbols being made of at least one sym 
bol determined by means of lottery in the step S316 described 
above and at least one bonus symbol, the display of which is 
maintained in the lottery performed previously. 
0327. In a case where a total number of three bonus sym 
bols are not displayed (that is, in a case where two bonus 
symbols are displayed), the main CPU 71 sequentially 
executes the processing operations in step S307, step S309, 
and step S311. In a case where a counter value reaches a value 
C., the main CPU 71 resets the counter (step S310) by obtain 
ing a negative result in step S311 and then completes the 
bonus game processing. In this manner, in a case where three 
bonus symbols have not appeared in a first re-scroll, re-scroll 
is executed by a preset number of times C. 
0328. In a case where three bonus symbols have been 
rearranged while re-scrolling is executed by a preset number 
of times C., the main CPU 71 sequentially executes the pro 
cessing operation in step S308 by obtaining an affirmative 
result in step S306, whereby three bonus symbols and other 
symbols are displayed in the symbol display region 4. The 
main CPU 71 then executes a three options bonus game (step 
S312). 
0329. On the other hand, in a case where one of the bonus 
symbols that are determined by means of lottery in the step 
S303 described above is displayed, the main CPU 71 causes 
the routine to migrate from step S309 to step S320 by obtain 
ing a negative result in step S309, scrolls all of the symbols in 
the symbol display region 4, and then, stops the symbols that 
are determined by means of lottery so as to be displayed in a 
stopped State in the symbol display region 4. In this process 
ing operation, in a case where a winning combination (FIG. 7) 
is established in accordance with the symbols displayed in a 
stopped State, a prize according to the established winning 
combination is awarded to a winning player. The main CPU 
71 then completes the bonus game processing. 
0330. In this way, in a case where one bonus symbol has 
appeared in a first scroll, a condition for re-scrolling other 
symbols while leaving bonus symbols as they are is not met, 
whereby bonus symbol processing is completed. 
0331. On the other hand, in a case where the high power 
button 38 has not been operated, the main CPU 71 causes the 
routine to migrate from step S307 to step S320 by obtaining a 
negative result in step S307, scrolls all of the symbols in the 
symbol display region 4, and then, stops the symbols that are 
determined by means of lottery so as to be displayed in a 
stopped State in the symbol display region 4. In this process 
ing operation, in a case where a winning combination (FIG. 7) 
is established in accordance with the symbols displayed in a 
stopped State, a prize according to the in accordance with the 
established symbol winning combination is awarded to a 
winning player. The main CPU 71 then completes the bonus 
game processing. 
0332. In this way, in a case where the high power button 38 
has not been operated, the main CPU 71 executes a bonus 
game as to whether or not three bonus symbols are rearranged 
only one time. In a case where two or less bonus symbols have 
appeared as a result of lottery, the main CPU 71 completes a 
bonus game without re-scrolling while leaving the bonus 
symbols having appeared. 
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0333. As has been described above, in a case where two 
bonus symbols have been rearranged in bonus game process 
ing, other symbols are determined and scrolled by means of 
re-lottery while the bonus symbols are left. 
0334. In addition, in a case where two bonus symbols have 
been rearranged in a state in which the high power button 38 
is operated, a bonus game is repeated until three bonus sym 
bols have been rearranged with C-times being its upper limit 
while a unit game time is reduced. 
0335) <Three Continuous WILD Symbols Bonus Game 
Processing 
0336 Next, a three continuous WILD symbols bonus 
game will be described with reference to FIG. 20. In bonus 
game processing of FIG. 17, the main CPU 71 having caused 
the routine to migrate to step S302 enters a three continuous 
WILD symbols bonus game shown in FIG. 20 and then first 
selects the contents of the three continuous WILD symbols 
bonus game by means of random number lottery (step S331). 
0337. In the case of the embodiment, the RAM 73 stores in 
advance the contents of a plurality of three continuous WILD 
symbols bonus games provided in accordance with whether 
or not to display three continuous WILD symbols or different 
display video reels or the like in a case where these symbols 
are displayed. The main CPU 71 selects any of the plurality of 
three continuous WILD symbols bonus games provided, by 
means of random number lottery in the processing operation 
of step S331. 
0338. The main CPU 71 then determines the symbols that 
are displayed in the symbol display region 4, by means of 
random numberlottery (step S332). Further, the main CPU 71 
reads out from the RAM 73 three continuous WILD symbols 
movie data and rendering Sound data that correspond to the 
contents selected in step S331 and then displays the three 
continuous WILD symbols movie on the lower image display 
panel 141 and outputs a rendering Sound from a speaker 112 
(step S333). 
0339 For example, as shown in FIG. 21, in a state in which 
the respective symbols are scrolled in the symbol display 
region 4 that is displayed on the lower image display panel 
141, rendering is executed in the lower image display panel 
141 as if this scroll screen were gradually covered with an 
image G1 indicating a Japanese paper sliding door and then 
all of the symbol display region 4 were covered therewith. As 
to this rendering, in a graphic board 130 (FIG. 6), two frames 
are provided; among the two frames, an image of symbols that 
are displayed in the symbol display region 4 is writtenina first 
frame; and movie data on an image of a Japanese paper 
sliding door adapted to cover the symbol display region 4 
therewith is written in a second frame. 

0340. By means of a command from the main CPU 71, the 
graphic board 130 displays an image of a region covered with 
a Japanese paper sliding door in one screen in accordance 
with the image data contained in the second frame, and then, 
displays an image of a region for displaying an appearance of 
scrolling symbols (the region that is not covered with the 
Japanese paper sliding door) in accordance with the image 
data contained in the first frame. In this manner, as shown in 
FIG. 21, image rendering is made as if the image G1 indicat 
ing the Japanese paper sliding door were gradually closed and 
then a state of symbols scrolling at the back side were covered 
therewith. 
0341 When all of the symbols in the symbol display 
region 4 have been covered with the Japanese paper sliding 
door, the main CPU 71 displays an image G2 indicating a 
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shadow of a former Japanese courtesan called “Oiran' at a 
position corresponding to any video reel, as shown in FIG.22. 
In this manner, a player is allowed to expect that three con 
tinuous WILD symbols may appear. 
0342. According to the selected content of rendering, after 
the shadow has been displayed, there may be a case in which 
a three continuous WILD symbols bonus game is completed 
without causing three continuous WILD symbols to appear. 
On the other hand, after the shadow has been displayed, in a 
case where the content of rendering indicating that three 
continuous WILD symbols appear has been selected, the 
main CPU 71 controls the graphic board 130, whereby as 
shown in FIG. 23, a Japanese paper sliding door that has been 
temporarily closed is opened and then an image G3 of a 
former Japanese courtesan called “Oiran' that is indicative of 
three continuous WILD symbols is displayed on a video reel 
on which the shadow has been displayed, from among the 
video reels scrolling at the back side. This image of the former 
Japanese courtesan called "Oiran' is displayed in place of 
three continuous symbols on the top and bottom displayed on 
one video reel. The image of the former Japanese courtesan 
called "Oiran representing three continuous WILD symbols 
is a symbol to be employed in place of all symbols irrespec 
tive of the symbol lottery result in the step S332 described 
above. That is, in the display region for three symbols in 
which the image of the former Japanese courtesan called 
“Oiran has been displayed, a winning combination (FIG. 7) 
is determined in place of all other symbols. 
(0343. The main CPU 71 determines a winning combina 
tion including the image of the former Japanese courtesan 
called "Oiran' that is indicative of three continuous WILD 
symbols and then awards a prize according to a result of the 
determination to a winning player (step S334). The main CPU 
71 then executes extensive lottery processing of determining 
whether or not the routine is caused to migrate to a three 
options bonus game by means of random numberlottery (step 
S335). In a case where a result of the extensive lottery pro 
cessing is a result indicating that the routine is caused to 
migrate to the three options bonus game, the main CPU 71 
causes the routine to migrate from step S336 to step S337 by 
obtaining an affirmative result in step S336; reads out from 
the RAM 73 rendering movie data and rendering sound data 
for migration to the three options bonus game; and then 
displays the rendering movie on the lower image display 
panel 141 and outputs the rendering Sound from the speaker 
112. For example, the main CPU 71 execute a three options 
bonus game in which, after image rendering has been made as 
if the symbol display region 4 were covered with a Japanese 
paper sliding door, the Japanese paper sliding door opens 
again, an image of a former Japanese courtesan called 
“Oiran' is displayed in an enlarged manner and then three 
bonus symbols are displayed, a player executes a bonus game 
that is associated with one of the three bonus symbols that has 
been selected from a touch panel 114 that is operated by a 
player (step S338). 
0344. On the other hand, ifa result indicating no migration 
to the three options bonus game is obtained as a lottery result 
in step S335, the main CPU 71 completes the three continu 
ouS WILD symbols bonus game by obtaining a negative result 
in step S336. 
0345 <Three Options Bonus Game Processing> 
0346 Next, a three options bonus game will be described 
with reference to FIG. 24. The main CPU 71 having caused 
the routine to migrate to step S317 in the bonus game pro 
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cessing of FIG. 17 enters a three options bonus game shown 
in FIG. 24 and then first starts clocking by means of an 
internal counter (step S351). 
(0347 The main CPU 71 then waits until any of the three 
bonus symbols that are displayed on the lower image display 
panel 141 has been selected by a player operating the touch 
panel 114 that is provided on the lower image display panel 
141 (step S352). In a case where the player does not operate 
the touch panel 114, the main CPU 71 fails to input a signal 
that is output in accordance with an operation result from the 
touch panel 114, thereby obtaining a negative result in step 
S352. In this manner, the main CPU 71 causes the routine to 
migrate from step S352 to step S353 and then provides a 
display prompting an input operation (such as a character 
display) on the lower image display panel 141. 
0348. After a predetermined period of time has elapsed in 

this state, the main CPU 71 completes the three options bonus 
game by obtaining an affirmative result in step S354. On the 
other hand, in a case where the predetermined period of time 
has not elapsed, the main CPU 71 causes the routine to 
migrate to the step S352 described above by obtaining a 
negative result in step S354 and then waits for a player to 
make a selection or an input. 
0349. On the other hand, when the player operates the 
touch panel 114 to select and operate any of the three bonus 
symbols, the main CPU 71 determines the selected bonus 
symbol, based on a signal that is output in accordance with a 
selection result from the touch panel 114 (step S355). In a 
case where the selected bonus symbol is a first bonus symbol, 
the main CPU 71 causes the routine to migrate from step S355 
to step S356 by obtaining an affirmative result in step S355 
and then executes a first bonus game (a Koharu bonus game). 
In this case, the main CPU 71 changes the first bonus symbol 
that is displayed on the lower image display panel 141 (the 
bonus symbol that is selected by the player) to a character 
(Koharu) that is indicative of the first bonus game and then 
displays the changed character, thereby Suggesting that the 
routine migrates to the first bonus game. 
0350 On the other hand, in a case where the bonus symbol 
selected by the player is not the first bonus symbol, the main 
CPU 71 causes the routine to migrate from step S355 to step 
S357 by obtaining a negative result in step S355 and then 
determines whether or not the selected bonus symbol is a 
second bonus symbol. 
0351. In a case where the selected bonus signal is the 
second bonus symbol, the main CPU 71 causes the routine to 
migrate from step S357 to step S358 by obtaining an affirma 
tive result in step S357 and then executes a second bonus 
game (a Konatsu bonus game). In this case, the main CPU 71 
changes the second bonus symbol that is displayed on the 
lower image display panel 141 (the bonus symbol that is 
selected by the player) to a character (Konatsu) that is indica 
tive of the second bonus game and then displays the changed 
character, thereby Suggesting that the routine migrates to the 
second bonus game. 
0352 On the other hand, in a case where the bonus symbol 
selected by the player is not the second bonus symbol, the fact 
designates that the bonus symbol selected by the player has 
been a third bonus symbol. The main CPU 71 causes the 
routine to migrate from step S357 to step S359 by obtaining a 
negative result in step S357 and then executes the third bonus 
game (a Koyuki bonus game). In this case, the main CPU 71 
changes the third bonus symbol that is displayed on the lower 
image display panel 141 (the bonus symbol that is selected by 
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the player) to a character (Koyuki) representing the third 
bonus game and then displays the changed character, thereby 
Suggesting that the routine migrates to the third bonus game. 
0353. In this way, the player operates any of three bonus 
symbols from among the symbols having stopped after 
scrolled in the symbol display region 4 of the lower image 
display panel 141, whereby a bonus game (the first, second, or 
third bonus game) according to the operated bonus symbol is 
selected and executed. 

0354) <First Bonus Game (Koharu Bonus Game) Process 
ing> 
0355 Next, a first bonus game (aKoharu bonus game) will 
be described with reference to FIG. 25. The main CPU 71 
having caused the routine to migrate to the first bonus game 
(the Koharu bonus game) of step S356 in the three options 
bonus game processing of FIG. 24 enters the first bonus game 
(the Koharu bonus game) shown in FIG. 25 and then first 
starts clocking by means of an internal counter (step S371). 
0356. The main CPU 71 then reads out from the RAM 73 
the performance movie data and the performance sound data 
according to the elapse of time and then displays the perfor 
mance movie on the lower image display panel 141 and 
outputs the performance sound from the speaker 112 (step 
S372). The performance movie used herein is, as shown in 
FIG. 26, a movie on which an image G4 is displayed indicat 
ing that Koharu who is a character of the first bonus game 
performs a three-stringed Japanese traditional guitar called 
“Shamisen', and a plurality of patterns are provided in 
advance in accordance with the elapse of time. For example, 
in a case where the elapse of time is from 0 to a first elapse of 
time, items of data relating to a performance movie of a 
comparatively slow tempo and a performance Sound are 
stored in the RAM 73 as a performance movie according to 
the first elapse of time. 
0357. On the other hand, for example, in a case where the 
elapse of time is from 0 to a second elapse of time after the 
first elapse of time, items of a performance movie and a 
performance sound of a relatively faster tempo than those 
according to the first elapse of time are stored in advance in 
association with the above case. In addition, in the perfor 
mance movie, as shown in FIG. 26, an image G5 is displayed 
indicating that a Japanese sliding screen is closed in accor 
dance with the elapse of time, and if a long period of time has 
elapsed, image data is stored in advance, the image data 
indicating an appearance that the Japanese sliding screen is 
completely closed, as shown in FIG. 27. In this way, the items 
of data relating to the performance movie and the perfor 
mance sound, the tempo of which becomes sequentially faster 
in accordance with the elapse of time, are stored in advance, 
and the main CPU 71 reads out from the RAM 73 the items of 
data relating to the performance movie and the performance 
Sound according to the elapse of time and then outputs the 
read out data from the lower image display panel 141 and the 
speaker 112. 
0358. When the main CPU 71 outputs the performance 
movie and the performance sound according to the elapse of 
time, the main CPU 71 determines that a predetermined 
period of time has elapsed (step S373). In a case where the 
main CPU 71 determines that the predetermined period of 
time has not elapsed, the main CPU 71 causes the routine to 
migrate to the step S372 described above by obtaining a 
negative result in step S373 and then maintains output of the 
performance movie and the performance Sound according to 
the elapse of time. 
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0359 On the other hand, in a case where the main CPU 71 
determines that the predetermined period of time has elapsed, 
the main CPU 71 causes the routine to migrate from step S373 
to step S374 by obtaining an affirmative result in step S373 
and then increases the number of payouts to be paid out to a 
player. The increased number of payouts is stored in the RAM 
73. 
0360. In addition, the main CPU 71 displays the increased 
number of payouts on the lower image display panel 141, for 
example (step S375). This display includes a variety of ren 
dering images suggesting the increased number in addition to 
numerically displaying the number of payouts, as shown in 
FIG. 26. 
0361. The main CPU 71 then determines whether or not to 
complete the first bonus game (the Koharu bonus game) by 
means of random number lottery (step S376). If a lottery 
result indicating that the first bonus game (the Koharu bonus 
game) is not completed is obtained, the main CPU 71 causes 
the routine to migrate from step S377 to step S374 by obtain 
ing a negative result in step S377 and then increases the 
number of payouts in accordance with the elapse of time. 
0362. On the other hand, if a lottery result indicating that 
the first bonus game (the Koharu bonus game) is completed is 
obtained, the main CPU 71 causes the routine to migrate from 
step S377 to step S378 by obtaining an affirmative result in 
step S377 and then executes extensive lottery processing of 
determining whether or not the routine is caused to migrate to 
a third bonus game (a Koyuki bonus game) by means of 
random number lottery (step S378). 
0363. In a case where a result of the extensive lottery 
processing is a result indicating that the routine migrates to 
the third bonus game (the Koyuki bonus game), the main CPU 
71 causes the routine to migrate from step S379 to step S380 
by obtaining an affirmative result in step S379; reads out from 
the RAM 73 rendering movie data and rendering sound data 
for the routine to migrate to the third bonus game (the Koyuki 
bonus game); and then displays the rendering movie on the 
lower image display panel 141 and outputs the rendering 
Sound from the speaker 112. For example, on the lower image 
display panel 141, as shown in FIG. 27, the rendering movie 
is displayed in Such a manner that an image is displayed 
indicating that the Japanese paper sliding door is completely 
closed, and thereafter, an image is displayed indicating that 
the Japanese paper sliding door is opened again. After that, 
the main CPU 71 executes the third bonus game (the Koyuki 
bonus game) in order for the routine to extensively migrate to 
another bonus game (step S381). 
0364 On the other hand, a result indicating that the routine 
does not migrate to the third bonus game (the Koyuki bonus 
game) is obtained as a lottery result in step S378, the main 
CPU 71 completes the Koyuki bonus game by obtaining a 
negative result in step S379. 
0365. As to processing of the first bonus game (the Koharu 
bonus game), for example, an operating procedure shown in 
FIG. 28 may also be employed in addition to the operating 
procedure shown in FIG. 25. That is, while, in the operating 
procedure shown in FIG.25, it was determined whether or not 
to complete the first bonus game (the Koharu bonus game) in 
accordance with the elapse of time, a game time is predeter 
mined by means of lottery at the time of starting the first 
bonus game (the Koharu bonus game) in the operating pro 
cedure shown in FIG. 28. 

0366 As shown in FIG. 28, when the routine enters the 
first bonus game (the Koharu bonus game), the main CPU 71 
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determines a playing time (a performance time) of the first 
bonus game (the Koharu bonus game) by means of random 
numberlottery (step S401). After that, the main CPU 71 reads 
out items of data relating to a plurality of kinds of perfor 
mance movies and performance Sounds that are stored in 
advance in the RAM 73 in association with the determined 
performance time in step S401 (step S402) and then outputs 
(reproduces) the read out data from the lower image display 
panel 141 and the speaker 112 (step S403). In this way, by 
outputting the performance movie and the performance 
Sound that are provided according to the performance time, a 
player is allowed to recognize the playing time of the first 
bonus game (the Koharu bonus game) from his or her expe 
rience by means of the output performance movie and per 
formance Sound. 
0367 The main CPU 71 determines whether or not repro 
duction of the selected performance movie and performance 
sound has completed (step S404). In a case where the repro 
duction has not completed, the main CPU 71 causes the 
routine to migrate from step S404 to step S403 and then 
continues the reproduction. On the other hand, in a case where 
the reproduction has completed, the main CPU 71 causes the 
routine from step S404 to step S405 by obtaining an affirma 
tive result in step S404 and then executes extensive lottery 
processing of determining whether or not the routine is 
caused to migrate to the third bonus game (the Koyuki bonus 
game) by means of random number lottery (step S406). 
0368. In a case where a result of the extensive lottery 
processing is a result indicating that the routine migrates to 
the third bonus game (the Koyuki bonus game), the main CPU 
71 causes the routine to migrate from step S406 to step S407 
by obtaining an affirmative result in step S406; reads out from 
the RAM 73 rendering movie data and rendering sound data 
for the routine to migrate to the third bonus game (the Koyuki 
bonus game); and then, displays the rendering movie on the 
lower image display panel 141 and outputs the rendering 
Sound from the speaker 112. For example, in the lower image 
display panel 141, as shown in FIG. 27, the rendering movie 
is displayed in Such a manner that an image is displayed 
indicating that a Japanese paper sliding is completely closed, 
and thereafter, an image is displayed indicating that the Japa 
nese paper sliding door is opened again. After that, the main 
CPU 71 executes the third bonus game (the Koyuki bonus 
game) in order for the routine to extensively migrate to 
another bonus game (step S408). 
0369. On the other hand, if a result indicating that the 
routine does not migrate to the third bonus game (the Koyuki 
bonus game) is obtained as a lottery result in step S406, the 
main CPU 71 completes the Koyuki bonus game by obtaining 
a negative result in step S406. As shown in FIG. 28, when the 
first bonus game (the Koharu bonus game) is executed, the 
playing time (performance time) of the first bonus game (the 
Koharu bonus game) may be predetermined so as to output 
(reproduce) the performance movie and the performance 
Sound according to the predetermined playing time. 
0370 <Second Bonus Game (Konatsu Bonus Game) Pro 
cessing-> 
0371 Next, a second bonus game (a Konatsu bonus game) 
will be described with reference to FIG. 29. The CPU 71 
having caused the routine to migrate to the second bonus 
game (the Konatsu bonus game) of step S358 in three options 
bonus game processing of FIG. 23 enters the second bonus 
game (the Konatsu bonus game) shown in FIG. 29 and then 
first increments a counter (step S431). 
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0372. The main CPU 71 then determines the symbols to be 
displayed in a stopped state in fifteen symbol display regions 
4 made of five columnsxthree symbols, by means of random 
number lottery (step S432). When symbol lottery processing 
completes, the main CPU 71 determines the number of WILD 
symbols (one or two symbols) to be entered into a first video 
reel 3a (FIG. 4), by means of random number lottery (step 
S433). In addition, the main CPU 71 determines the number 
of WILD symbols (one or two symbols) to be entered into a 
second video reel 3b (FIG. 4), by means of random number 
lottery (step S434). Further, the main CPU 71 determines the 
number of WILD symbols (one or two symbols) to be entered 
into a third video reel 3c (FIG. 4), by means of random 
number lottery (step S435). Furthermore, the main CPU 71 
determines the number of WILD symbols (one or two sym 
bols) to be entered into a fourth video reel 3d (FIG. 4), by 
means of random number lottery (step S.436). Still further 
more, the main CPU 71 determines the number of WILD 
symbols (one or two symbols) to be entered into a fifth video 
reel 3e (FIG. 4), by means of random number lottery (step 
S437). 
0373) In this manner, with respect to the first video reel3a 
to the fifth video reel3e, when the number of WILD symbols 
to be entered is determined by means oflottery, the main CPU 
71 determines the contents of rendering (step S438), scrolls 
symbols in a state in which all of the symbols determined in 
the step S432 described above have been covered with the 
WILD symbols on which the number of entries has been 
determined in the step S433 to the step S437 described above, 
and then, displays an image that is to be stopped, on the lower 
image display panel 141 (step S439). In this manner, as shown 
in FIG.30, the lower image display panel 141 displays fifteen 
symbols and WILD symbols (former Japanese oval gold 
coins), the number of which has been determined for each 
video reel by means of lottery, in 15 symbol display regions 4 
made of five columnsxthree symbols. FIG. 30 shows an 
example in which one WILD symbol (former Japanese oval 
gold coin) B11 is displayed on each video reel. 
0374. The main CPU 71 determines a winning combina 
tion including WILD symbols (determines a winning combi 
nation using any of the WILD symbols in place of any sym 
bol) and determines the number of payouts made of a prize 
according to the number of entries of the WILD symbols, and 
then, stores the determined number of payouts in the RAM 73 
(step S440). 
0375. The main CPU 71 executes extensive lottery pro 
cessing of determining whether or not the routine is caused to 
migrate to the third bonus game (the Koyuki bonus game), by 
means of random numberlottery (step S441). In a case where 
a result of the extensive lottery processing is a result indicat 
ing that the routine migrates to the third bonus game (the 
Koyuki bonus game), the main CPU 71 causes the routine to 
migrate from step S442 to step S443 by obtaining an affirma 
tive result in step S442 and then stores in the RAM 73 the data 
relating to the lottery result indicating that the routine 
migrates to the third bonus game (the Koyuki bonus game) 
has been obtained. Subsequent to step S443 or in a case where 
a negative result has been obtained in step S442 (in a case 
where a result indicating that the routine does not migrate to 
the third bonus game (the Koyuki bonus game) has been 
obtained in the lottery of step S441 described above), the 
main CPU 71 determines whether or not the second bonus 
game (the Konatsu bonus game) has completed by a prede 
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termined number of games (for example, by seven games), 
based on a counter value (step S444). 
0376. In a case where the predetermined number of games 
has not been reached, the main CPU 71 causes the routine to 
migrate from step S444 to the step S431 described above by 
obtaining a negative result in step S444, increments the 
counter, and then, further repeats the game. In this manner, on 
each video reel, the number of WILD symbols B11 to be 
entered increases as the number of games increases. 
0377 On the other hand, in a case where the predeter 
mined number of games has been reached, the main CPU 71 
causes the routine to migrate from step S444 to step S445 by 
obtaining an affirmative result in step S444, resets the 
counter, and then, determines whether or not a result indicat 
ing that the routine extensively migrates to the third bonus 
game (the Koyuki bonus game) has been stocked in the RAM 
73 (step S446). 
0378. In a case where the result indicating that the routine 
extensively migrates to the third bonus game (the Koyuki 
bonus game) has been stocked in the RAM 73, in during 
predetermined numbers of game (for example, seven games), 
the fact designates that a lottery result indicating that the 
routine extensively migrates to the third bonus game (the 
Koyuki bonus game) has been obtained in the extensive lot 
tery (step S441). The main CPU 71 causes the routine to 
migrate from step S446 to step S447 by obtaining an affirma 
tive result in step S446; reads out from the RAM 73 rendering 
movie data and rendering Sound data for the routine to 
migrate to the third bonus game (the Koyuki bonus game); 
and then, displays the rendering movie on the lower image 
display panel 141 and outputs the rendering Sound from the 
speaker 112. For example, in the lower image display panel 
141, as shown in FIG. 31, the rendering movie is displayed as 
if an image G11 indicative of a former Japanese courtesan 
called “Oiran appears at the center of the symbol display 
regions 4. After that, the main CPU 71 executes the third 
bonus game (the Koyuki bonus game) in order for the routine 
to extensively migrate to another bonus game (step S448). 
0379. On the other hand, in a case where a result indicating 
that the routine extensively migrates to the third bonus game 
(the Koyuki bonus game) has not been stocked in the RAM 
73, in during predetermined numbers of game (for example, 
seven games), the fact designates that a lottery result indicat 
ing that the routine extensively migrates to the third bonus 
game (the Koyuki bonus game) has not been obtained in the 
extensive lottery (step S441). The main CPU 71 completes 
the second bonus game (the Konatsu bonus game) by obtain 
ing a negative result in step S446. 
0380. In accordance with the second bonus game (the 
Konatsu bonus game) processing described above with 
respect to FIG. 29, the number of positions of WILD symbols 
to be entered into the first video reel 3a to the fifth video reel 
3e are determined in each of the games, the number of which 
has been predetermined (for example, seven games), and then 
a prize (the number of payouts) according to a total number of 
WILD symbols having been entered is determined at a stage 
at which all games have been consumed. 
0381. In place of the fact that the lottery processing of the 
number of entries of WILD symbols is performed in each 
game, when the routine has migrated to the second bonus 
game (the Konatsu bonus game), the number of entries in all 
games (for example, seven games) may be determined. The 
operating procedure is shown in FIG. 32. 
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0382. As shown in FIG. 32, the main CPU 71 having 
caused the routine to migrate to the second bonus game (the 
Konatsu bonus game) first determines, by means of random 
number lottery, the number of WILD symbols to be entered 
into all of the video reels (one or two symbols) with respect to 
all games (for example, seven games), each of which is the 
second bonus game (the Konatsu bonus game). The main 
CPU 71 then stores the determined result in the RAM 73 (step 
S451). 
0383. The main CPU 71 then increments the counter (step 
S452) and then determines the symbols to be displayed in a 
stopped state in the fifteen symbol display regions 4 made of 
five columnsxthree symbols (step S453). When symbol lot 
tery processing completes, the main CPU 71 determines the 
contents of rendering (step S454). Among the WILD symbols 
to be entered with respect to all games determined in the step 
S451 described above, the CPU 71 scrolls symbols in a state 
in which all of the symbols determined in the step S453 
described above are covered with the WILD symbol deter 
mined with respect to any of the games, and then, displays an 
image that is to be stopped, on the lower image display panel 
141 (step S455). In this manner, as shown in FIG. 30, the 
lower image display panel 141 displays fifteen symbols and 
WILD symbols (former Japanese oval gold coin symbols), 
the number of which has been determined for each video reel 
by means of lottery, in fifteen symbol display regions 4 made 
of five columnsxthree symbols. 
0384 The main CPU 71 determines a winning combina 
tion including WILD symbols (determines a winning combi 
nation using any of the WILD symbols in place of any sym 
bol) and determines the number of payouts made of a prize 
according to the number of entries of the WILD symbols. The 
main CPU 71 then stores the determined number of payouts in 
the RAM 73 (step S456). 
0385. The main CPU 71 executes extensive lottery pro 
cessing of determining whether or not the routine is caused to 
migrate to the third bonus game (the Koyuki bonus game), by 
means of random numberlottery (step S457). In a case where 
a result of the extensive lottery processing is a result indicat 
ing that the routine migrates to the third bonus game (the 
Koyuki bonus game), the main CPU 71 causes the routine to 
migrate from step S458 to step S459 by obtaining an affirma 
tive result in step S458 and then stores in the RAM 73 data 
relating to the lottery result indicating that the routine 
migrates to the third bonus game (the Koyuki bonus game) 
has been obtained. Subsequent to step S459 or in a case where 
a negative result has been obtained in step S458 (in a case 
where a result indicating that the routine does not migrate to 
the third bonus game (the Koyuki bonus game) has been 
obtained in the lottery of step S457 described above), the 
main CPU 71 determines whether or not the second bonus 
game (the Konatsu bonus game) has completed by a prede 
termined number of games (for example, by seven games), 
based on a counter value (step S460). 
0386. In a case where the predetermined number of games 
has not been reached, the main CPU 71 causes the routine to 
migrate from step S460 to the step S452 described above by 
obtaining a negative result in step S460, increments the 
counter, and then, further repeats the game. 
0387. On the other hand, in a case where the predeter 
mined number of games has been reached, the main CPU 71 
causes the routine to migrate from step S460 to step S461 by 
obtaining an affirmative result in step S460, resets the 
counter, and then, determines whether or not a result indicat 
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ing that the routine extensively migrates to the third bonus 
game (the Koyuki bonus game) has been stocked in the RAM 
73 (step S462). 
0388. In a case where the result indicating that the routine 
extensively migrates to the third bonus game (the Koyuki 
bonus game) has been stocked in the RAM 73, in during 
predetermined numbers of game (for example, seven games), 
the fact designates that a lottery result indicating that the 
routine extensively migrates to the third bonus game (the 
Koyuki bonus game) has been obtained in the extensive lot 
tery (step S457). The main CPU 71 causes the routine to 
migrate from step S462 to step S463 by obtaining an affirma 
tive result in step S462; reads out from the RAM 73 rendering 
movie data and rendering Sound data for the routine to 
migrate to the third bonus game (the Koyuki bonus game); 
and then, displays the rendering movie on the lower image 
display panel 141 and outputs the rendering Sound from the 
speaker 112. For example, in the lower image display panel 
141, as shown in FIG. 31, the rendering movie is displayed as 
if an image G11 that is indicative of a former Japanese cour 
tesan called “Oiran' were appearing at the center of the sym 
bol display regions 4. After that, the main CPU 71 executes 
the third bonus game (the Koyuki bonus game) in order for the 
routine to extensively migrate to another bonus game (step 
S464). 
0389. On the other hand, in a case where a result indicating 
that the routine extensively migrates to the third bonus game 
(the Koyuki bonus game) has not been stocked in the RAM 
73, in during predetermined numbers of game, the fact des 
ignates that a lottery result indicating that the routine exten 
sively migrates to the third bonus game (the Koyuki bonus 
game) has not been obtained in the extensive lottery (step 
S457). The main CPU 71 completes the second bonus game 
(the Konatsu bonus game) by obtaining a negative result in 
step S462. 
0390. In accordance with the second bonus game (the 
Konatsu bonus game) processing described above with 
respect to FIG. 32, the number and positions of WILD sym 
bols to be entered in each of the games, the number of which 
has been predetermined (for example, seven games) are pre 
determined by means of random number lottery with respect 
to all games of the second bonus game (the Konatsu bonus 
game), and then, a prize (the number of payouts) according to 
a total number of WILD symbols having been entered is 
determined at a stage at which all games have been consumed. 
0391 <Third Bonus Game (Koyuki Bonus Game) Pro 
cessing-> 
0392 Next, a third bonus game (a Koyuki bonus game) 
will be described with reference to FIG.33 and FIG. 34. 
0393. The third bonus game (the Koyuki bonus game) is a 
bonus game that is set so that the routine can migrate by 
means of a plurality of routes. A first route is established in a 
case where the routine has been caused to migrate to the third 
bonus game (the Koyuki bonus game) of step S359 in the 
three options bonus game processing shown in FIG. 24. A 
second route is established in a case where the routine has 
been caused to migrate to the third bonus game (the Koyuki 
bonus game) of step S381 in the first bonus game (the Koharu 
bonus game) processing shown in FIG. 25. In addition, the 
second route is also established in a case where the routine has 
been caused to migrate to the third bonus game (the Koyuki 
bonus game) of step S408 in a modification example of the 
first bonus game (the Koharu bonus game) processing shown 
in FIG. 28. A third route is established in a case where the 
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routine has been caused to migrate to the third bonus game 
(the Koyuki bonus game) of step S448 in the second bonus 
game (the Konatsu bonus game) processing shown in FIG. 29. 
In addition, the third route is established in a case where the 
routine has been caused to migrate to the third bonus game 
(the Koyuki bonus game) of step S464 in a modification 
example of the second bonus game (the Konatsu bonus game) 
processing shown in FIG. 32. 
0394. When the main CPU 71 enters the third bonus game 
(the Koyuki bonus game) from these loops, the main CPU 71 
displays an image for start operation, shown in FIG.35, in the 
lower image display panel 141, in place of fifteen symbols 
display regions 4 made of five columnsxthree symbols (step 
S481). This image also serves as an image that is indicative of 
a landscape at a start point, the image including guiding 
displays by means of characters such as 'go forward', 'go to 
left’, or “go to right” together with the arrows. A player 
operates to press any of these arrows that are displayed on the 
lower image display panel 141, thereby enabling the main 
CPU 71 to determine that the player has specified any of the 
arrows, based on an output signal from the touch panel 114 
that is provided in the lower image display panel 141. 
0395. In addition, in the upper image display panel 131, an 
image that is indicative of the contents of the progress of the 
third bonus game, as shown in FIG. 36, is drawn on a surface 
of a light transmission plate. In this image, an image that is 
indicative of a start position of a game is drawn at a lower part 
of the upper image display panel 131, and an image that is 
indicative of a goal is drawn at an upper part of the same 
display panel. With respect to light emission modes of a 
plurality of lamps that are provided at a back side of the image 
display panel 131, their light emission positions are changed 
so that light moves from a lower start position sequentially 
upward or transversely, in accordance with the progress of the 
third bonus game, under the control of the main CPU 71. 
0396 The main CPU 71 displays the image for start opera 

tion, shown in FIG.35, in the lower image display panel 141 
(step S481), and then, as shown in FIG. 37, the main CPU 71 
causes light to be emitted from a lamp at the back side of a 
region P1 that is indicative of the start point, thereby causing 
a player to recognize that the third bonus game (the Koyuki 
bonus game) is started, through the light emission of the start 
point (step S482). The main CPU 71 then waits for the player 
to make an input operation from the touch panel 114 in the 
lower image display panel 141 (step S483). 
0397. In a case where the player has not made an input 
operation, the main CPU 71 causes the routine to migrate 
from step S483 to step S482 by obtaining a negative result in 
step S483 and then maintain light emission at a start point. 
0398. On the other hand, in a case where the player has 
made an input operation, the main CPU 71 causes the routine 
to migrate from step S483 to step S484 by obtaining an 
affirmative result in step S483 and then changes a light emit 
ting position of the upper image display panel 131 in accor 
dance with an input operation. Specifically, in a case where 
the player has operated to press the arrow A1 that corresponds 
to the guiding display “go forward’ shown in FIG. 35 (the 
arrow indicating an upward direction), in response to the 
press operation the main CPU 71 changes the light emitting 
position of the upper image display panel 131 to a region P2 
that is indicative of a crossing point at the upward direction as 
viewed from the region P1 that is indicative of the start point, 
as shown in FIG. 38. That is, the main CPU 71 stops light 
emission from the lamp at the back side of the region P1 that 
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is indicative of the start point and then causes light to be 
emitted from a lamp at the back side of the region P2 that is 
indicative of the crossing point. In this manner, the player can 
recognize what the progress of a game is going on, in accor 
dance with his or her own operation. 
0399. In addition, in a case where the player has operated 
to press the arrow A2 that corresponds to the guiding display 
“go to left shown in FIG.35 (the arrow indicating a leftward 
direction), in response to this press operation the main CPU 
71 changes the light emitting position of the upper image 
display panel 131 to a region P3 that is indicative of a first 
shop (a Tempura House) that exists in a leftward direction as 
viewed from the region P1 that is indicative of the start point, 
as shown in FIG. 39. That is, the main CPU 71 stops light 
emission from the lamp at the back side of the region P1 that 
is indicative of the start point and then causes light to be 
emitted from a lamp at the back side of the region P3 that is 
indicative of the first shop (the Tempura House). In this man 
ner, the player can recognize what the progress of a game is 
going on, in accordance with his or her own operation. 
0400 Further, in a case where the player has operated to 
press the arrow A3 that corresponds to the guiding display “go 
to right' shown in FIG. 35 (the arrow indicating a rightward 
direction), in response to this press operation the main CPU 
71 changes the light emitting position of the upper image 
display panel 131 to a region P4 that is indicative of a second 
shop (a Japanese Tea Lounge) that is in a rightward direction 
as viewed from the region P1 that is indicative of the start 
point, as shown in FIG. 40. That is, the main CPU 71 stops 
light emission from the lamp at the back side of the region P1 
that is indicative of the start point and then causes light to be 
emitted from a lamp at the back side of the region P4 that is 
indicative of the second shop (the Japanese Tea Lounge). In 
this manner, the player can recognize what the progress of a 
game is going on, in accordance with his or her own opera 
tion. 

04.01. In a case where the first shop (the Tempura House) 
has been selected, a first mini-game is executed, or alterna 
tively, in a case where the second shop (the Japanese Tea 
Lounge) has been selected, a second mini-game is executed. 
The main CPU 71 determines whether or not the game 
selected by the player is the first mini-game (step S485). In the 
case where the player has selected the first shop (the Tempura 
House), the main CPU 71 causes the routine from step S485 
to step S486 by obtaining an affirmative result in step S485: 
displays an image of the first mini-game in the lower image 
display panel 141; and then, executes the first mini-game. For 
example, in the first mini-game, the player is caused to select 
one Tempura from among three different kinds of Tempuras 
and then execute a game in which a prize according to the 
selected Tempura is awarded to the player. 
0402. On the other hand, in a case where the player has not 
selected the first shop (the Tempura House), the main CPU 71 
causes the routine from step S485 to step S487 by obtaining a 
negative result in step S485 and then determines whether or 
not the game selected by the player is the second mini-game. 
In a case where the player has selected the second shop (the 
Japanese Tea Lounge), the main CPU 71 causes the routine to 
migrate from step S487 to step S488 by obtaining an affirma 
tive result in step S487; displays an image of the second 
mini-game in the lower image display panel 141; and then, 
executes the second mini-game. For example, in the second 
game, the player is caused to select one Japanese teacup from 
three different kinds of Japanese teacups and then execute a 
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game in which a prize according to the selected Japanese 
teacup is awarded to the player. 
0403. While the amounts of the prizes to be awarded to the 
player according to a game result are different from each 
other in the first mini-game executed in the step S486 
described above and the second mini-game executed in the 
step S488 described above, the average amount of prizes is 
the same in these two mini-games. For example, while varia 
tion margin of prizes in three Tempuras selected in the first 
mini-game are greater than those in three Japanese teacups 
selected in the second mini-game, the average amount of 
prizes in the three Tempuras selected in the first mini-game is 
identical to that in the three Japanese teacups selected in the 
Second mini-game. 
04.04 The main CPU 71 causes the routine to migrate to 
step S489 subsequent to the processing operation of the step 
S486 described above or subsequent to the processing opera 
tion of the step S488 described above and then awards to the 
player a prize according to a result of the mini-game. 
0405. On the other hand, in a case where the player has 
selected neither of the first shop (the Tempura House) and the 
second shop (the Japanese Tea Lounge) in the step S483 
described above, the main CPU 71 causes the routine to 
migrate from step S487 to step S490 by obtaining a negative 
result in step S487. Step S490 is a processing operation of 
displaying a landscape image in a region that is indicative of 
a crossing point according to the progress of a game, on the 
lower image display panel 141. For example, in a case where 
the CPU 71 has caused the routine to migrate to step S490 by 
obtaining the negative result in step S487, the fact designates 
that the player has selected a crossing point indicating an 
upward direction, in a selection operation made in the region 
P1 that is indicative of the start point. The main CPU 71 
displays a selection operation image in the cross point, as 
shown in FIG. 41, in the lower image display panel 141. 
0406. In addition, after the first mini-game in step S486 
has been executed, or alternatively, after the second mii-game 
in step S488 has been executed, a game moves to a respective 
one of the corresponding crossing points (a region P5 (FIG. 
36) that is indicative of a crossing point after the first mini 
game or a region P6 (FIG. 36) that is indicative of a crossing 
point after the second mini-game), and in response to this 
movement, in step S490, a selection operation image in the 
cross point, as shown in FIG. 41, is displayed on the lower 
image display panel 141. 
0407. After the selection operation image has been dis 
played at the crossing point according to the progress of a 
game in the lower image display panel 141 (step S490), the 
main CPU 71 waits for the player to make an input operation 
(a selection operation). The selection operation image (FIG. 
41) that has been displayed in the lower image display panel 
141 includes images D1 to D4 that are indicative of shadows 
of a plurality of guides. When the player operates to press any 
of the images D1 to D4, the main CPU 71 determines that the 
player's selection is any of the images D1 to D4, based on an 
output signal that is output from the touch panel 114 in 
response to this press operation. 
0408. In a case where the player has made no selection 
operation, the main CPU 71 causes the routine from step S491 
to step S490 described above by obtaining a negative result in 
step S491 and then continues display of the selection opera 
tion image (FIG. 41). On the other hand, in a case where the 
player has made any selection operation, the main CPU 71 
causes the routine to migrate from step S491 to step S492 by 
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obtaining an affirmative result in step S491 and then displays 
an image according to the input operation (the selection 
operation) on the lower image display panel 141. For 
example, in a case where the image D1 (FIG. 41) has been 
selected, a good guider appears in response to the selected 
image D1 and then the player is guided to advance in an 
upward direction. 
04.09 For example, in the region P5 that is indicative of a 
crossing point, a game advances to a region P9 that is indica 
tive of a crossing point that is in the upward direction; in the 
region P6 that is indicative of a crossing point, a game 
advances to a region P10 that is indicative of a crossing point 
that is in the upward direction; and in the region P2 that is 
indicative of a crossing point, a game advances to a region 
P11 that is indicative of a crossing point that is in the upward 
direction. In this manner, in a case where a good guider has 
appeared in accordance with the player selection, a game 
advances to the top that is a goal in the third bonus game (the 
Koyuki bonus game). 
0410. On the other hand, in a case where the player has 
selected the image D2 (FIG. 41), for example, a guide appears 
in response to the selected image D2, the player is guided to 
a shop in a transverse direction, and then, in the shop to which 
the player has been guided, a further new selection operation 
image is displayed on the lower image display panel 141. On 
this new selection operation image, a plurality of former 
Japanese courtesan called "Oiran' shadows are displayed on 
a Former Japanese paper sliding door, and when the player 
selects any of them, the routine advances to a game according 
to the selection. For example, if a specific Japanese Geisha 
girl appears, a predetermined prize is awarded; if a former 
Japanese courtesan called “Oiran' appears, roulette lottery is 
executed; or if a thief appears, the third bonus game (the 
Koyuki bonus game) completes. Different kinds of prizes are 
set depending on these characters. 
0411. On the other hand, in a case where the player has 
selected the image D3 (FIG. 41), for example, a thief appears 
in response to the selected image D3 and then the third bonus 
game (the Koyuki bonus game) completes. 
0412. On the other hand, in a case where the player has 
selected the image D4 (FIG. 41), for example, a former Japa 
nese courtesan called "Oiran appears in response to the 
selected image D4 and then roulette lottery is executed. In this 
roulette lottery, a roulette is displayed on the lower image 
display panel 141 and then a prize is determined and awarded 
by means of this roulette. 
0413 When any of the images D1 to D4 is selected in this 
way, the main CPU 71 displays an image of a character 
according to the selected image, on the lower image display 
panel 141, and then, advances a game in accordance with the 
selected image. In addition, the main CPU 71 awards a prize 
according to the selected image from among the images D1 to 
D4 to a winning player (step S493). Further, the main CPU 71 
changes a light emitting device in the upper image display 
panel 131 in response to an input operation (a selection opera 
tion) (in response to advance of the game) made by the player 
(step S494). 
0414. After the main CPU 71 has caused the routine to 
move from a crossing point to a shop in a transverse direction 
by means of selection of any of the images D1 to D4, the main 
CPU 71 causes the routine to advance in the transverse direc 
tion as is and then move to another crossing point. For 
example, after the player has selected any of the images D1 to 
D4 at a crossing point P5, a game is executed in a shop P7 in 
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the transverse direction of the crossing point P5, the routine in 
the game is then advanced to a crossing point P2 that is 
provided in the transverse direction of the shop P7. That is, 
when a shop in the transverse direction is selected at a cross 
ing point, after the game has completed in the shop, the 
routine advances in a direction opposite to a direction in 
which the routine has reached the shop. Specifically, in a case 
where the routine has advanced from the crossing point P5 to 
the shop P7 in accordance with the player selection, after the 
game has completed in the shop P7, the routine advances from 
the shop P7 to the crossing point P2, or alternatively, in a case 
where the routine has advanced from the crossing point P2 to 
the shop P7, after the game has completed in the shop P7, the 
routine advances from the shop P7 to the crossing point P5. 
0415. In this way, if the game in the shop in the transverse 
direction is selected in a selection operation of any of the 
images D1 to D5 (FIG. 41), the routine advances in a trans 
verse direction that is different from an upward direction in 
which the routine should advance to a goal, and as a result, 
more time is required for migration to a lottery game to be 
played after the goal has been reached, the lottery game 
Suggesting a possibility that a player may obtain a greater 
prize. In this manner, in a case where a route going up to the 
goal becomes aroundabout way, there may be a case in which 
a prize is obtained by means of a game in shop in that route or 
there may be a case in which the third bonus game (the 
Koyuki bonus game) forcibly completes, for example, and 
there may be a case in which a situation is advantageous or 
disadvantageous to a player in comparison with a case in 
which the goal is reached in a short route. In this respect, the 
gaming entertaining property to be imparted to the player can 
be enhanced. 

0416) The main CPU 71 advances the game after selection 
of any of the images D1 to D4 at a crossing point (step S492, 
S493, or S494) and then determines whether or not the goal 
has been reached (step S495). In a case where the goal has not 
been reached, the main CPU 71 causes the routine to migrate 
from step S495 to the step S490 described above by obtaining 
a negative result in step S495 and then displays a selection 
operation image at a cross point according to the progress of 
a game. 

0417. On the other hand, in a case where the goal has been 
reached, the main CPU 71, as shown in FIG. 42, causes light 
to be emitted from a lamp at the back side of a region P12 that 
is indicative of a goal point in the upper image display panel 
131, thereby informing a player that the goal has been 
reached. In addition, the main CPU 71 causes the routine to 
migrate from step S495 to step S496 shown in FIG. 34 by 
obtaining an affirmative result in step S495 and then deter 
mines whether or not a counter value has reached 5. In a case 
where the counter value has not reached 5, the fact designates 
that the number of repetitions of loop migrating to the first 
bonus game (the Koharu bonus game) or the second bonus 
game (the Konatsu bonus game) after the goal has been 
reached is 5 times or less. The main CPU 71 causes the routine 
to migrate from step S496 to step S497 by obtaining a nega 
tive result in step S496, increments the counter value, and 
then performs game lottery (step S498). 
0418. The game lottery used here is a processing operation 
of determining any of items of migration to the first bonus 
game (the Koharu bonus game), migration to the second 
bonus game (the Konatsu bonus game), and awarding a prize 
in the third bonus game (the Koyuki bonus game) by means of 
lottery. The main CPU 71, as shown in FIG. 43 displays 
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images E1 to E3 that are indicative of three person's shadows 
Suggesting the first to third bonus games, on the lower image 
display panel 141, and then, causes a player to select any of 
these person's shadows. The player operates to press any of 
the three person's shadows that are displayed on the lower 
image display panel 141, whereby the main CPU 71 recog 
nizes the selected shadow, based on an output signal from the 
touch panel 114 that is provided in the lower image display 
panel 141. 
0419. The main CPU 71 then determines the contents with 
which the selected shadow is associated (any of items of 
migration to the first bonus game, migration to the second 
bonus game, and awarding a prize in the third bonus game) as 
the contents of the progress selected by the player. While an 
association between the three person's shadows that can be 
selected by the player and the contents of the progress of a 
game is determined by means of lottery every time game 
lottery (step S498) is executed, each of the contents of the 
progress may be determined by means of lottery every time 
game lottery (step S498) is executed irrespective of which 
shadow is selected by the player. 
0420. The main CPU 71 determines whether or not an item 
of awarding a prize in the third bonus game (the Koyuki bonus 
game) has been selected as a result of the game lottery in step 
S498 (step S499). In a case where the item of awarding a prize 
has not been selected in the third bonus game (the Koyuki 
bonus game), the main CPU 71 causes the routine to migrate 
from step S499 to step S500 by obtaining a negative result in 
step S499 and then determines whether or not the contents of 
the progress selected in step S498 are an item of migration to 
the first bonus game (the Koharu bonus game). 
0421. In a case where the contents of the selected progress 
are the item of migration to the first bonus game (the Koharu 
bonus game), the main CPU 71 causes the routine to migrate 
from step S500 to step S501 by obtaining an affirmative result 
in step S500 and then executes the first bonus game (the 
Koharu bonus game). The first bonus game (the Koharu bonus 
game) used herein is a game described above with reference 
to FIG.25 or FIG. 28. In this manner, in the third bonus game 
(the Koyuki bonus game), in a case where the first bonus 
game (the Koharu bonus game) has been selected in a selec 
tion operation made after the goal has been reached, a pro 
cessing loop that migrates to the first bonus game (the Koharu 
bonus game) is executed. 
0422. In a case where migration to the first bonus game 
(the Koharu bonus game) has been selected in the step S496 
described above, light is emitted from the lamps that are 
provided at the back sides of a right fan symbol and a symbol 
of a former Japanese courtesan called “Oiran' that is associ 
ated with the right fan symbol, from among the three manual 
fan symbols that are drawn upward of the goal in the upper 
image display panel 131, whereby the right fan is brightly 
seen to enable a player to recognize that the routine migrates 
to the first bonus game (the Koharu bonus game). 
0423. On the other hand, in a case where the contents of the 
progress selected in the step S498 described above are none of 
the items of awarding a prize in the third bonus game (the 
Koyuki bonus game) and migration to the first bonus game 
(the Koharu bonus game), the main CPU 71 causes the routine 
to migrate from step S500 to step S502 by obtaining a nega 
tive result in step S500 and then executes the second bonus 
game (the Konatsu bonus game). The second bonus game (the 
Konatsu bonus game) is a game described above with refer 
ence to FIG. 29 or FIG. 32. In this manner, in the third bonus 
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game (the Koyuki bonus game), in a case where the item of 
migration to the second bonus game (the Konatsu bonus 
game) has been selected in a selection operation made after 
the goal has been reached, a processing loop that migrates to 
the second bonus game (the Konatsu bonus game) is 
executed. 
0424. In a case where the item of migration to the second 
bonus game (the Konatsu bonus game) has been selected in 
the step S496 described above, light is emitted from the lamps 
that are provided at the back sides of a left fan symbol and a 
symbol of a former Japanese courtesan called “Oiran' that is 
associated with the left fan symbol, from among the three fan 
symbols that are drawn upward of the goal in the upper image 
display panel 131, whereby the left fan is brightly seen to 
enable a player to recognize that the routine migrates to the 
second bonus game (the Konatsu bonus game). 
0425. In addition, in a case where the game selected in the 
step S498 described above has been the item of awarding a 
prize in the third bonus game (the Koyuki bonus game), the 
main CPU 71 causes the routine to migrate from step S499 to 
step S504 by obtaining a negative result in step S499; awards 
a final prize in the third bonus game (the Koyuki bonus game) 
(the prize of 2,000 credits, for example, to be awarded after 
the goal has been reached); and completes the third bonus 
game (the Koyuki bonus game). 
0426 In this manner, in the third bonus game (the Koyuki 
bonus game), in a case where the item of awarding a prize in 
the third bonus game (the Koyuki bonus game) has been 
selected in a selection operation made after the goal has been 
reached, the item of awarding a prize in the third bonus game 
(the Koyuki bonus game) is executed and then the third bonus 
game completes without migrating to loop processing of 
migrating to the first bonus game (the Koharu bonus game) or 
the second bonus game (the Konatsu bonus game). In this 
case, light is emitted from the lamps that are provided at the 
back sides of a center fan symbol and a symbol of a former 
Japanese courtesan called “Oiran' associated with the center 
fan symbol, from among the three fan symbols that are drawn 
upward of the goal in the upper image display panel 131, 
whereby the center fan is brightly seen to enable a player to 
recognize that the item of awarding a prize is determined in 
the third bonus game (the Koyuki bonus game) and then the 
game completes. 
0427. On the other hand, in a case where the counter value 
has reached 5, the main CPU 71 causes the routine to migrate 
from step S496 to step S504 by obtaining an affirmative result 
in the step S496 described above; awards a prize in the third 
bonus game (the Koyuki bonus game); and completes the 
third bonus game (the Koyuki bonus game). In this manner, 
loop processing that migrates from the third bonus game (the 
Koyuki bonus game) to the first bonus game (the Koharu 
bonus game) or the second bonus game (the Konatsu bonus 
game) is repeated up to five times that are defined as its upper 
limit. 
0428. As has been described above, in the third bonus 
game (the Koyuki bonus game) shown in FIG.33 and FIG.34, 
a player operates the lower image display panel 141 (the 
touch panel 114), whereby the progress of a game according 
to a result of the operation is displayed on the upper image 
display panel 131. 
0429. In the upper image display panel 131, a start point 
P1 of a game is provided at a bottom part, and a light emitting 
region at the bottom part moves sequentially in an upward 
direction in accordance with the progress of the game. In this 
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manner, a player's eye can move upward together with move 
ment of the light emitting region. When the progress of the 
game reaches a goal, light is emitted in a goal region P12 that 
is provided at the top part of the upper image display panel 
131, thereby enabling the player to pay his or her attention to 
the three fan symbols at the top part. Any of the three fan 
symbols emits light, thereby enabling the player to recognize 
a lottery result after the goal has been reached in the third 
bonus game (the Koyuki bonus game). At the top part of the 
upper image display panel 131, rendering that allows the fan 
or the symbol of a former Japanese courtesan called “Oiran' 
to emit light is performed, thereby enabling another player in 
hall to be informed that the goal has been reached in the third 
bonus game (the Koyuki bonus game). 

What is claimed is: 
1. A gaming machine comprising: 
an input device for starting a basic game; 
a plurality of reels on which a plurality of symbol groups 

are respectively drawn; 
a display configured to display an image; 
an operating portion that is capable of being operated by a 

player, for specifying a change of a payout rate; and 
a controller configured to execute processing operations 

of: 
(a) based on an input to the input device, randomly deter 

mining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a 
basic game; 

(b) scrolling a respective one of a plurality of symbol arrays 
that are displayed on the display; 

(c) based on a result of the random determination, sequen 
tially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 

(d) in accordance with an operation of the operating por 
tion, leaving a bonus symbol for migrating to a bonus 
game from among the respective symbols of the stopped 
symbol arrays and then re-scrolling symbols; 

(e) determining whether or not to migrate to the bonus 
game, based on a bonus symbol displayed after the re 
scroll is stopped and the left bonus symbol; and 

(f) executing the bonus game, based on a result of the 
determination. 

2. A gaming machine comprising: 
an input device for starting a basic game; 
a plurality of reels on which a plurality of symbol groups 

are respectively drawn; 
a display configured to display an image; 
an operating portion that is capable of being operated by a 

player, for specifying a change of a payout rate; and 
a controller configured to execute processing operations 

of: 
(a) based on an input to the input device, randomly deter 

mining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a 
basic game; 

(b) scrolling a respective one of a plurality of symbol arrays 
that are displayed on the display; 

(c) based on a result of the random determination, sequen 
tially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 

(d) in accordance with an operation of the operating por 
tion, leaving a bonus symbol for migrating to a bonus 
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game from among the respective symbols of the stopped 
symbol arrays and then randomly determining whether 
or not to re-scroll symbols: 

(e) re-scrolling symbols, based on the determined result; 
(f) determining whether or not to migrate to the bonus 
game, based on a bonus symbol displayed after the re 
scroll is stopped and the left bonus symbol; and 

(g) executing the bonus game, based on a result of the 
determination. 

3. A gaming machine that is capable of repeatedly execut 
ing a unit game, the gaming machine comprising: 

an input device for starting a basic game; 
a plurality of reels on which a plurality of symbol groups 

are respectively drawn; 
a display configured to display an image; 
an operating portion that is capable of being operated by a 

player, for specifying a change of a payout rate; and 
a controller configured to execute processing operations 

of: 

May 10, 2012 

(a) based on an input to the input device, randomly deter 
mining symbols to be displayed for a player when scroll 
of a plurality of symbol arrays stops and then starting a 
basic game; 

(b) scrolling a respective one of a plurality of symbol arrays 
that are displayed on the display; 

(c) based on a result of the random determination, sequen 
tially stopping a respective one of a plurality of symbol 
arrays that are scrolled; 

(d) in accordance with an operation of the operating por 
tion, reducing a time interval from start to end of a unit 
game, and leaving a bonus symbol for migrating to a 
bonus game from among the respective symbols of the 
stopped symbol arrays and then re-scrolling symbols; 

(e) determining whether or not to migrate to the bonus 
game, based on a bonus symbol displayed after the re 
scroll is stopped and the left bonus symbol; and 

(f) executing the bonus game, based on a result of the 
determination. 


