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(57) ABSTRACT 

The gaming machine includes a plurality of main reels 3 (L, 
C, R), on the periphery of which are arranged a plurality of 
Symbols; and a stop Switch 7 (L, C, R) enabling input of an 
instruction to stop rotation of the main reels 3; in which the 
rotation of the plurality of main reels 3 is stopped based on 
the timing of the input from the stop Switch 7 by a player, 
and the gaming machine further includes a rotation Speed 
modification Switch 101 enabling modification of the rota 
tion Speed of the main reels 3 and being provided in a 
manner So as to be operable by the player; and a Sub reel3S, 
on the periphery of which are arranged a plurality of 
Symbols for producing effects, in which the rotation Speed 
modification Switch 101 becomes operable when a particular 
effect is displayed by the symbol of the Sub reel 3S that is 
Stopped/displayed. 
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GAMING MACHINE 

RELATED APPLICATIONS 

0001. This application claims the priority of Japanese 
Patent Application No. 2004-040648 filed on Feb. 17, 2004, 
which is incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0002) 1. Field of the Invention 
0003. The present invention relates to gaming machines 
Such as pachislo gaming machine, a slot machine, and the 
like. 

0004 2. Description of the Prior Art 
0005 Explanation will be given using an example of a 
Slot machine, especially the type of pachislo gaming 
machine. This type of slot machine has three reels lined up 
Side-by-Side, which display a plurality of types of Symbols 
on their outer Surfaces. If coins have been inserted, when a 
Start Switch is operated the reels Start to rotate and the 
Symbols displayed on the Outer Surface of each reel are 
variably displayed. In this State, when Stop Switches for each 
reel are then operated the respective reels Stop. 
0006 When all the reels have been stopped by this 
operation, if the Symbols that Stopped on a pay line deter 
mined by the number of coins inserted meet a predetermined 
winning combination, then a benefit is awarded to the player. 
The “benefit” awarded to the player is a benefit of having 
coins paid out to him as a prize depending on the winning 
combination, or a benefit referred to as a big bonus (below, 
BB) or a regular bonus (below, RB), which enables special 
game where coins can be won in greater amounts than in 
normal game. 
0007. Therefore, the player operates the stop Switch so 
that the combination of Symbols meets the winning combi 
nation. When the player operates the stop Switch skillfully, 
the player can obtain benefits and can enjoy playing games. 
Operating the Stop Switch in this way So that the combination 
of Symbols meets the winning combination is commonly 
called “observation stop”. However, when the reels are 
rotating the Symbols are variably displayed at high Speeds, 
So not all players are able to perform the observation Stop 
operation. In other words, the observation Stop operation is 
an operation which can be performed only by a Subset of 
playerS having Superior Visual ability to perceive variable 
objects and who have practiced playing a lot. 
0008 Meanwhile, the popularity of pachislo gaming 
machines has increased recently. However, younger players 
who are prohibited to play this type of pachislo gaming 
machine legally also wish to play, and a differential has 
developed in a benefit obtainable not by mere luck but by the 
technique the player has. Therefore, the number of players 
who want to practice pachislo gaming machine is increasing, 
and pachislo gaming machines that are the same as those in 
Japanese pachinko-halls are being placed in game arcades 
OW. 

0009. The above-mentioned players use the pachislo 
gaming machines that are placed in game centers to polish 
their technique. However, Since observation Stop is difficult 
for beginners, in order to get used to it they have to go 
through repeated failures to grasp the observation Stop 
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technique. In this way, on the conventional pachislo gaming 
machine grasping the observation Stop technique required a 
lot of time, perSeverance and money to play the game, and 
there is a problem that this put off many players. 
0010. Therefore, conventionally, in order to let a person 
who is unpracticed at playing to perform the observation 
Stop operation easily, gaming machines have been proposed 
in which the reel rotation speed is reduced when a prede 
termined condition is met. 

0011. In one gaming machine of this type, a proposal has 
been made for a gaming machine in which BB, RB and other 
winning flags are established internally, and when a prede 
termined number of continuous misses have occurred where 
the player is unable to Stop the appropriate Symbols, the 
rotating reels rotation Speed is modified from high Speed 
(the normal rotation speed) to low rotation speed (see 
Japanese Unexamined Patent Publication Nos. H5-003943, 
2001-062039, 2002-233610, 2003-062169, and 2003 
210666). 
0012 However, these gaming machines are not built so 
that the reel rotation Speed can be modified by operations 
performed by the player. Modifications are made by controls 
internal to the Slot machine. 

0013 In the method where the internal control slows 
down the rotating reels rotation Speed when the winning 
flag is established internally, there are cases where the 
benefit to the player is too great. This damages the balance 
of benefits between the Japanese pachinko-hall and the 
player, thus creating a new problem of disadvantage to the 
Japanese pachinko-halls. 

0014 Further, instead of the Japanese pachinko-hall, 
when a pachislo gaming machine installed in a game arcade 
is installed with this type of automatic Speed reduction 
function, the rotation of the rotating reel is different from an 
actual pachislo gaming machine. This creates a problem in 
that an accustomed player cannot use it for practice. 
0015. Furthermore, in the method where the rotation 
Speed of the rotating reel is reduced when the winning flag 
is established internally, the winning flag thus gets 
announced to the player. Thus, for an accustomed player, it 
is too easy to learn what the effect will be. This creates a 
problem in that the enjoyment of guessing whether or not the 
flag has been established internally gets reduced. 
0016. In one gaming machine for resolving these types of 
problems, a gaming machine has been considered which has 
a rotation Speed modification Switch that the player can 
operate himself to reduce the reels rotation Speed. In the 
gaming machine having the above-mentioned rotation Speed 
modification Switch, the player can Select the reels rotation 
Speed according to the player's level of practice. This creates 
an engaging gaming machine. However, depending on the 
player, one can image the player always operating the 
rotation Speed modification Switch, whereby greatly reduc 
ing the relevance of technique. This would defeat the 
pachislo gaming machine's original attractiveness. 

SUMMARY OF THE INVENTION 

0017. The present invention has been made to solve the 
above-mentioned problems. An object of this invention is to 
provide a gaming machine that enables the player to Select 
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the reels rotation speed according to the player's level of 
practice, and also enables the player to operate the rotation 
Speed modification Switch only when, for example, the effect 
shows that the possibility of a Specific flag being established 
is high, thus increasing or adding to the attractiveness unique 
to pachislo gaming machines. 
0.018. In order to solve the above-mentioned problems, 
the present invention provides the following. 

0019 (1) Agaming machine, comprising: a plurality of 
reels, having a plurality of Symbols arranged on the 
periphery thereof; rotation Stop instruction input means 
for giving an instruction to Stop the rotation of the reels, 
and rotation Speed modification instruction input means 
for modifying the rotation Speed of the reels when a 
predetermined condition is Satisfied, wherein the rota 
tion Speed modification instruction input means is 
operable by a player of the gaming machine. 

0020 (2) The gaming machine according to (1) men 
tioned above, further including a condition determina 
tion reel, Separate from the plurality of reels, wherein 
the Satisfaction of the predetermined condition is deter 
mined according to a display pattern on the condition 
determination reel. 

0021 (3) The gaming machine according to (1) men 
tioned above, wherein the predetermined condition is a 
condition that occurs during a bonus game. 

0022 (4) The gaming machine according to (3) men 
tioned above, wherein the game during the bonus game 
is a free game. 

0023 (5) Agaming machine comprising: a plurality of 
main reels, on the periphery of which are arranged a 
plurality of Symbols, and a stop Switch enabling input 
of an instruction to Stop rotation of the main reels, 
wherein the rotation of the plurality of main reels is 
Stopped based on the timing of the input from the Stop 
Switch by a player, 
0024 the gaming machine further comprising: a 
rotation Speed modification Switch enabling modifi 
cation of the rotation Speed of the main reels and 
being provided in a manner So as to be operable by 
the player, and a Sub reel, on the periphery of which 
are arranged a plurality of Symbols to produce an 
effect, wherein the rotation Speed modification 
Switch becomes operable when a particular effect is 
displayed by the Sub reel symbol that is stopped/ 
displayed. 

0025 (6) The gaming machine according to (5) men 
tioned above, further comprising: 
0026 point awarding means for awarding a prede 
termined number of points when a predetermined 
condition is Satisfied; point Subtracting means for 
Subtracting a predetermined number of points when 
the rotation speed modification Switch is operated; 
and point Storing means for Storing a total Sum of 
points, based on the results of the operations by the 
point awarding means and the point Subtracting 
meanS, 

0027 wherein the rotation speed modification 
Switch becomes operable when the number of points 
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Stored by the point Storing means is equal to or 
greater than the number of points to be Subtracted by 
the point Subtracting means. 

0028 (7) The gaming machine according to (6) men 
tioned above, wherein quantities of points to be Sub 
tracted by the point Subtracting means are categorized 
into a plurality of levels. 

0029 (8) The gaming machine playing method, in 
which Said gaming machine is provided with a plurality 
of reels, having a plurality of Symbols arranged on the 
periphery thereof; rotation Stop instruction input unit 
which gives an instruction to Stop the rotation of the 
reels, and rotation Speed modification instruction input 
unit which modifies the rotation speed of the reels when 
a predetermined condition is Satisfied, wherein the 
method comprises: a rotation Speed modification 
instruction input Step in which the rotation Speed modi 
fication instruction input is performed by a player of the 
gaming machine. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0030 FIG. 1 is a perspective view schematically show 
ing a pachislo gaming machine in accordance with a first 
embodiment; 
0031 FIG. 2 is a front view schematically showing the 
pachislo gaming machine shown in FIG. 1; 
0032 FIG. 3 is a block diagram showing a construction 
of a main control circuit of the pachislo gaming machine 
shown in FIG. 1; 
0033 FIG. 4 is a block diagram schematically showing 
a construction of a Sub control circuit of the pachislo gaming 
machine shown in FIG. 1; 
0034 FIG. 5 is a flowchart showing a sub routine 
executed on the pachislo gaming machine according to the 
first embodiment; 
0035 FIG. 6 is a flowchart showing a sub routine 
executed on the pachislo gaming machine according to the 
first embodiment; 
0036 FIG. 7 is a front view showing an external appear 
ance of a gaming machine of the present invention according 
to a Second embodiment; 
0037 FIG. 8 is a block diagram showing a main control 
circuit, peripheral devices and the like constituting the 
gaming machine of the present invention according to the 
Second embodiment; 
0038 FIG. 9 is a flowchart showing a sub routine 
executed in the pachislo gaming machine according to the 
Second embodiment; 
0039 FIG. 10 is a flowchart showing a sub routine 
executed in the pachislo gaming machine according to the 
Second embodiment; 
0040 FIGS. 11A through 11C are explanatory diagrams 
showing effect patterns of a Sub reel in the pachislo gaming 
machine according to the Second embodiment; 
0041 FIG. 12 is a perspective view showing an external 
appearance of the gaming machine of the present invention 
according to a third embodiment; 
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0.042 FIG. 13 is a flowchart showing processing opera 
tions of main processing executed on the gaming machine 
according to the third embodiment; and 
0.043 FIG. 14 is a flowchart showing processing opera 
tions of bonus game processing executed on the gaming 
machine according to the third embodiment. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

First Embodiment 

0044) Explanation is given regarding an embodiment of 
the present invention, based on the diagrams. A gaming 
machine 1 is a perspective view showing an external view of 
a gaming machine in accordance with a first embodiment. 
FIG. 2 is a front view of the above-mentioned gaming 
machine. FIG. 1 is a So-called “pachislo gaming machine'. 
This gaming machine 1 is a gaming machine that can be 
played using a coin, a medal, or a token, or a card or other 
Such gaming medium which is given to the player or which 
Stores game value information that has been given to the 
player. Below, explanation is given using a gaming machine 
that uses coins. 

0.045. On a front Surface of a cabinet 2 that forms the 
entirety of a gaming machine 1, there is formed a panel 
display portion 2a made of a Substantively perpendicular 
face, in the center of which are provided Vertically rectan 
gular display windows 4L, 4C and 4R. In the display 
windowS 4L, 4C and 4R, Serving as pay lines, there are 
provided a center line 8a, a top line 8b and a bottom line 8c 
running in horizontal directions, and a cross-down line 8d 
and a cross-up line 8e running at diagonal directions. One, 
three or five of these pay lines are activated by operating a 
1-BET Switch 11, a 2-BET Switch 12, or a maximum-BET 
Switch 13 which are described below, or by inserting coins 
into a coin insertion slot 22. Which lines are activated is 
displayed by lighting up BET lamps 9a, 9b and 9c, which are 
described below. 

0046) Inside the cabinet 2 are provided three main reels 
3L, 3C and 3R, arranging columns of Symbols made of a 
plurality of types of Symbols on the outer Surface of each 
reel, the main reels 3L, 3C and 3R being provided side by 
Side and rotating freely, thus forming variable display means 
(variable display portion). The Symbols on each main reel 
can be observed through display windows 4L, 4C and 4R. 
0047. Furthermore, to the right side of the display win 
dows 4L, 4C and 4R there is further provided a display 
window 4S, inside which there is provided a freely rotating 
Sub reel 3S, on the outside Surface of which is arranged a 
Symbol column made of a plurality of types of Symbols that 
are different from the main reels. 

0.048 Detailed explanation is given below, but the main 
reels can rotate at a normal rotation speed (for example, 80 
rotations/minute), and also, upon operation of a rotation 
speed modification switch 101 described below, the rotation 
speed can be modified to 70 rotations/minute, if predeter 
mined conditions are met. 

0049) To the left side of the display windows 4L, 4C and 
4R, there are provided the 1-BET lamp 9a, the 2-BET lamp 
9b, the maximum-BET lamp 9c, and a stored coin number 
display portion 19. The 1-BET lamp 9a, the 2-BET lamp 9b, 
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and the maximum-BET lamp 9c light up according to the 
number of coins that have been bet to play one game (below, 
referred to as “BET number”). Here, in the present embodi 
ment one game ends when all the main reels Stop, or, when 
the gaming medium is to be paid out, when the payout of the 
gaming medium has been made. The 1-BET lamp 9a lights 
up when the BET number is “1” and one pay line is 
activated. The 2-BET lamp 9b lights up when the BET 
number is “2 and three pay lines are activated. The maxi 
mum-BET lamp 9c lights up when the BET number is “3” 
and all (five) pay lines are activated. The game start display 
lamp 25 lights up when at least one line is activated. The 
stored coin number display portion 19 is made of a seven 
Segment LED, and displays the number of coins that have 
been Stored. 

0050. To the right of the display windows 4L, 4C and 4R 
there are provided a WIN lamp 17, a payout display portion 
18 and a game coin insertion lamp 24. The WIN lamp 17 
lights up at a predetermined probability when an internal 
winning occurs for BB or RB, or when a BB or RB win is 
established. The payout number display portion 18 is made 
of a Seven-segment LED, and displays the number of coins 
to be paid out when a win is established. The game coin 
insertion lamp 24 lights up when game coins can be 
accepted. 

0051. On the upper-right portion of the panel display 
portion 2a there is provided a Service game operation times 
display portion 20. The service game operation times display 
portion 20 is made of a Seven-segment LED, and displayS 
the number of possible RB games, the number of possible 
RB game wins, and the like, which are described below. 
Below the display windows 4L, 4C and 4R there is provided 
a base portion 10 made of a horizontal surface. Between the 
base portion 10 and the display windows 4L, 4C and 4R, 
there is provided a liquid crystal display device 5. Various 
effect images are displayed on a display Screen 5a of the 
liquid crystal display device 5. 

0052 At an upper-left position on the panel display 
portion 2a, there are provided a game Stop display 31, a 
replay display 32, an RB operation display 33, and a BB 
operation display 34. The game Stop display 31 lights up 
while waiting for the elapse of a predetermined duration of 
time (for example, 4.1 seconds) from the rotation of the 
previous main reel until the rotation of the current main reel. 
The replay display 32 lights up when replay occurs. The RB 
operation display 33 lights up when RB occurs. The BB 
operation display 34 lights up when BB occurs. 

0053) On the right side of the liquid crystal display device 
5there is provided a coin insertion slot 22. To the bottom left 
of the liquid crystal display device 5 there are provided a 
1-BET Switch 11, a 2-BET Switch 12, and a maximum-BET 
Switch 13. Furthermore, to the upper left of the liquid crystal 
display device 5 there are provided a cross-shaped button 26, 
an “o” button 27, and an “X” button 28. 

0054) The 1-BET switch 11 is pushed one time to bet one 
of the credited coins on the game. The 2-BET switch 12 is 
pushed one time to bet two of the credited coins on the game. 
The maximum-BET switch 13 is pushed one time to bet the 
maximum possible number of coins that can be bet on the 
game. Operation of these BET Switches activateS predeter 
mined pay lines as described above. 
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0055. The cross-shaped button 26, the “o” button 27 and 
the “X” button 28 can be operated to change the liquid crystal 
display Screen 5a and make inputs. 
0056 Toward the left on the front surface portion of the 
base portion 10, there is provided a stored coin settlement 
Switch 14, which is pushed to Switch between giving credit/ 
payout for the coins that the player won during the game. 
When this stored coin settlement Switch 14 is Switched, the 
coins get paid out from a coin payout opening 15 at a frontal 
bottom portion. The coins that are paid out are collected in 
a coin tray 16. To the right side of the stored coin settlement 
Switch 14, there is a start lever 6 that can rotate freely within 
a predetermined angle range, which the player operates to 
make the main reels rotate and Start the variable display of 
symbols in the display windows 4L, 4C and 4R (i.e., start the 
game). 
0057. Furthermore, toward the right of the base portion 
10 there is provided the rotation speed modification Switch 
101. When this rotation speed modification switch 101 is 
operated as described above and a predetermined condition 
is Satisfied, the main reel's rotation Speed can be modified 
from 80 rotations/minute to 70 rotations/minute, for 
example. 
0.058 According to the present embodiment, by operating 
the rotation Speed modification Switch 101, the Speed gets 
modified to a given rotation Speed that is lower than normal 
(below, “low rotation speed”). However, the rotation speed 
modification Switch 101 is for example a 3-level Switch, and 
in addition to Switching to the low Speed, it can also set a 
higher speed than normal Such as 90 rotations/minute, in 
order to engage in observation Stop practice. 
0059 Furthermore, the rotation speed modification 
Switch 101 may also be constructed with an analog switch, 
Such that the rotation Speed of the main reel can be set freely 
within a given range (for example, from 60 to 80 rotations/ 
minute). By adopting a method of accelerating the main reel 
rotation Speed little by little, for example, one can engage in 
practice according to one's skill level. This type of modifi 
cation to the function of the rotation speed modification 
Switch can also be applied in the gaming machine of the 
present invention according to the Second embodiment, 
which is described below. The aforementioned explanation 
illustrated particular rotation Speeds, but in the present 
invention the reel rotation Speeds that get modified are not 
restricted to the aforementioned values. 

0060 Toward the right on the front surface portion of the 
base portion 10 there is provided a door open/close and 
Stop-release device 29. Using a predetermined key, the door 
open/close and Stop-release device 29 is turned to the right 
to open/close a front door, and turned to the left to release 
a Stop. 

0061. To the upper left and right of the cabinet2, there are 
provided speakers 21L, 21R. Between these to Speakers 
21L, 21R there is provided a payout table panel 23 that 
displays combinations of winning Symbols, a number of 
payout, and the like. In the center of the front Surface portion 
of the base portion 10, below the liquid crystal display 
device 5, there are provided three stop switches 7L, 7C, 7R 
to stop each of the main reels 3L, 3C, 3R. 
0.062 Each of the main reels 3L, 3C, 3R have twenty-one 
Symbols of a plurality of Symbol types, which are aligned to 
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make columns of Symbols. Each Symbol has a code number 
“00” to “20', which are stored as a data table on a ROM 32 
which is explained below. Each of the main reels 3L, 3C, 3R 
displays a column of Symbols made of Symbols Such as 
“blue 7”, “red 7”, “BAR”, “bell”, “plum”, “replay”, and 
“cherry' for example. Each of the main reels 3L, 3C, 3R is 
driven to rotate such that the column of symbols move in a 
predetermined direction. 
0063) AROM 42 stores a plurality of types of probability 
lottery tables used for determining internal winning combi 
nation symbols. The internal winning probability lottery 
table varies depending on the game Status, but each one is a 
table that establishes correspondences between a range of 
predetermined random numbers Selected from a range from 
0 to 16383, and the hit combination symbol. When deter 
mining the internal winning combination Symbol, one 
numeric value (a random number) that is extracted by the 
internal lottery is used to determine the internal winning 
combination symbol. In the above-mentioned internal win 
ning probability lottery table, the internal winning probabil 
ity in the normal game status can be set to 55/16384 for BB, 
28/16384 for RB, 224.5/16384 for replay, 63/16384 for 
cherry, and So on. 
0064. When the lineup along the activated line is “blue 
7-blue 7-blue 7" or “red 7-red 7-red 7” for example, a BB 
win occurs, So fifteen coins are paid out, and the game Status 
for the next game becomes "BB game Status”. 
0065 “RB game status” occurs in “normal game status” 
when the combination of Symbols lined up along the acti 
vated line is for example “BAR-BAR-BAR', or in “normal 
game status within BB” when the combination of symbols 
lined up along the activated line is for example "Replay 
Replay-Replay” (so-called “JAC IN”), and so fifteen coins 
are paid out. Sometimes a distinction is drawn where RB 
that Starts in “normal game Status is called normal RB, and 
RB that starts from “normal game status within BB” is called 
RB within BB. 

0066 “RB game status” is a game status where the player 
can bet one coin, and if a predetermined combination of 
symbols such as for example “Replay-Replay-Replay” is 
produced, then the generation to win fifteen coins can be 
won easily. In a Single instance of the "RB game Status' the 
maximum number of games that can be played (this is called 
the “RB possible number of games”) is twelve, for example. 
The number of wins that can occur (this is called the “RB 
possible number of wins') is eight, for example. In other 
words, “RB game status' ends for example after twelve 
games or after eight wins. Then, when the RB game Status 
ends, the game Status shifts to normal game Status. 
0067. A single instance of BB ends when thirty games 
have been played in the “normal game status within BB”, or 
when the game Status shifts to RB game Status three times 
it ends on the third RB. Then, when the BB game status 
ends, the game Status shifts to normal game Status. 
0068. In normal game status, a replay is won when the 
combination of Symbols along the activated line is "Replay 
Replay-Replay”. When a replay is won, the same number of 
coins as are inserted get automatically inserted So the player 
can play without spending medals. 
0069. The sub reel3S has a plurality of types of symbols 
aligned making a column of Symbols. Each Symbol has a 
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code number, and these are stored on a ROM 85 of a Sub 
control circuit 82 which is explained below. The symbols 
arranged on the Sub real 3S are not particularly limited. They 
may be collections of various Scenes of particular animation 
(cartoons), various combination signs, drawings or the like, 
or depictions of famous entertainers, actors, athletes or the 
like in action. The Sub reel3S is rotated/driven Such that the 
column of Symbols moves in a predetermined direction. 
However, movement is not restricted to one direction and 
may Sometimes rotate in the opposite direction. 
0070 Typically, the symbol that is stopped/displayed on 
the Sub reel 3S indicates that RB, BB, Small combination 
symbol or other specific hit combination symbol has hit 
internally, or to Show that a specific hit combination Symbol 
has a high possibility of hitting internally, or to Suggest 
combinations of Symbols that may be hitting internally, or to 
indicate other various types of game Status. 
0071 FIG. 3 is a block diagram showing a circuit struc 
ture and the like, which include a main control circuit 81 for 
controlling game processing operations in the gaming 
machine 1, a peripheral device (actuator) that is electrically 
connected to the main control circuit 81, and a Sub control 
circuit 82 for controlling the liquid crystal display device 5 
and the Speakers 21L, 21R based on control commands Sent 
from the main control circuit 81. 

0.072 The main constitutive element of the main control 
circuit 81 is a microcomputer 40 arranged on a circuit board. 
To this is added a circuit for sampling random numbers. The 
microcomputer 40 includes a CPU 41 for performing control 
operations according to a pre-configured program, and a 
ROM 42 and RAM 43 which are storage means. 
0.073 Connected to the CPU 41 are a clock pulse gen 
eration circuit 44 and a frequency divider 45 for generating 
a Standard pulse, and a random number generator 46 and a 
Sampling circuit 47 for generating random numbers to be 
Sampled. Note that, as the means for performing the random 
number Sampling, the random Sampling may be executed 
inside the microcomputer 40, which is to Say in an operation 
program of the CPU 41. In this case the random number 
generator 46 and the Sampling circuit 47 can be omitted or 
may be left to Serve as backup for the random Sampling 
operation. 

0074 The ROM 42 of the microcomputer 40 stores the 
probability lottery tables used to determine the random 
number Sampling performed upon each operation of the Start 
lever 6 (each start operation), Stop control tables for deter 
mining the Stop State of the main reels in response to the 
operation of the Stop Switches, various control commands 
(commands) for sending to the Sub control circuit 82, and the 
like. Note that communications are performed unidirection 
ally from the main control circuit 81 to the Sub control 
circuit 82, without commands, information or the like being 
inputted from the sub control circuit 82 to the main control 
circuit 81. 

0075). In the circuitry in FIG.3, the main actuators whose 
operations are controlled by the control Signals from the 
microcomputer 40 are the various lamps (1-BET lamp 9a, 
2-BET lamp 9b, maximum-BET lamp 9c, WIN lamp 17), the 
various display portions (the payout display portion 18, the 
Stored coin number display portion 19, and the Service game 
operation times display portion 20), the hopper (including a 
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drive unit for making the payouts) 50 which serves as game 
value awarding means for Storing the coins and paying out 
the predetermined number of coins according to a command 
from a hopper drive circuit 51, and stepping motors 59L, 
59C, 59R for driving the rotation of the main reels 3L, 3C, 
3R. 

0.076 Furthermore, a motor drive circuit 49 for driving/ 
controlling the stepping motors 59L, 59C, 59R, the hopper 
drive circuit 51 for driving/controlling the hopper 50, a 
lamps drive circuit 55 for driving/controlling the various 
lamps, and a display drive circuit 58 for driving/controlling 
the various display portions are connected via an I/O port 48 
to an output portion of the CPU 41. These drive circuits each 
receive drive commands and other control Signals that are 
outputted from the CPU 41, and control the operations of 
each actuator. 

0077. Furthermore, as the main input signal generation 
means for generating necessary input Signals for the micro 
computer 40 to generate the control commands, there are a 
start Switch 6S, the 1-BETSwitch 11, a 2-BETSwitch 12, the 
maximum-BET Switch 13, the stored coin settlement Switch 
14, the rotation speed modification Switch 101, an inserted 
coin Sensor 22S, a reel Stop signal circuit 56, a reel position 
detection circuit 60, and a payout completion signal circuit 
61. These, too, are connected to the CPU 41 via the I/O port 
48. 

0078. The start Switch 6S detects the operation of the start 
lever 6. The inserted coin sensor 22S detects coins inserted 
into the coin insertion slot 22. The reel stop signal circuit 56 
generates a stop signal in response to the operation of each 
of the stop Switches 7L, 7C, 7R. The reel position detection 
circuit 60 receives the pulse signal from the reel rotation 
Sensor and provides a signal for detecting the positions of 
each of the main reels 3L, 3C, 3R to the CPU 41. The payout 
completion signal circuit 61 generates a signal for detecting 
the completion of the payout of the coins when a calculated 
value from the coin detection unit 50S (the number of coins 
paid out from the hopper 50) attains designated coin number 
data. 

0079. In the circuitry in FIG. 3, the random number 
generator 46 generates a random number within a given 
range. The Sampling circuit 47 Samples one random number 
at appropriate timing after the operation of the Start lever 6. 
The internal winning combination Symbol is determined 
based on the random number that is generated in this way 
and the probability lottery tables stored in the ROM 42. 
After the internal winning combination Symbol is deter 
mined, the random number Sampling is performed again in 
order to determine the “stop control table'. 
0080. After the rotation of the main reels 3L, 3C, 3R has 
started, the number of drive pulses that have been provided 
to each of the stepping motors 59L, 59C, 59R are totaled. 
The total Sum value is written into a predetermined area of 
the RAM 43. A result pulse is obtained from the main reels 
3L, 3C, 3R upon each rotation, and these pulses are inputted 
into the CPU 41 via the reel position detection circuit 60. 
The result pulses thus obtained clear back to “0” the total 
Sum values of the drive pulses that are added up in the RAM 
43. Accordingly, for each of the main reels 3L, 3C, 3R, the 
RAM 43 stores a total sum value that corresponds to the 
rotation position within a Single rotation. 
0081) A symbol table is stored inside the ROM 42 in 
order to establish correspondences between the above-men 
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tioned rotation positions of the main reels 3L, 3C, 3R and the 
Symbols arranged on the Outer Surfaces of the main reels. In 
this symbol table, the rotation position where the above 
mentioned reset pulses are generated Serve as a reference 
point, and correspondences are established between the code 
numbers that are Sequentially assigned to given rotation 
pitch intervals of each main reel 3L, 3C, 3R, and the symbol 
codes indicating the Symbols corresponding to each of the 
code numbers. 

0082) According to the gaming machine of the present 
invention, within a predetermined area of the RAM 43 there 
is Set an area for Storing whether or not to change to the 
low-speed rotation (a rotation speed modification flag). 
When the rotation speed modification switch 101 is oper 
ated, this rotation Speed modification flag Stands up. When 
the reel rotation is about to start, for example, the CPU 41 
reads the rotation Speed modification flag, and when the flag 
is Standing up the intervals between the drive pulses that are 
provided to each of the stepping motors 59L, 59C, 59R are 
modified to change the rotation Speed of the reels to “low 
Speed rotation'. However, in the present invention, if 
another condition is not satisfied then the rotation Speed 
modification flag will have been cleared, the modification of 
the rotation speed of the reels will not be realized. 
0083) Note that the rotation speed modification flag is 
automatically cleared when one game ends. In the next 
game, the main reels will rotate at the normal rotation Speed 
if the rotation speed modification switch 101 is not operated. 
0084) Furthermore, inside the ROM 42 there is stored a 
winning Symbol combination table. The winning Symbol 
combination table establishes correspondences between the 
combinations of Symbols that produce wins, the number of 
payout coins for a win, and win determination codes that 
indicate wins. The above-mentioned winning Symbol com 
bination table is referenced when the Stop control is per 
formed on the left main reel3L, the middle main reel3C and 
the right main reel 3R, and when performing a win confir 
mation after the reels have been Stopped. 
0085 When the lottery processing (probability lottery 
processing) that is performed based on the above-mentioned 
random number Sampling produces an internal winning, the 
CPU 41 sends, to the motor drive circuit 49, the signal for 
Stopping/controlling the main reels 3L, 3C, 3R, based on the 
operation Signal Sent from the reel Stop signal circuit 56 
when the player operates the stop Switches 7L, 7C, 7R and 
based on the selected “stop control table”. 
0.086 When the stop pattern indicates a win for a com 
bination symbol that has hit internally, the CPU 41 then 
provides the payout command Signal to the hopper drive 
circuit 51, and performs the payout of a predetermined 
number of coins from the hopper 50. At this time, the coin 
detection unit 50S calculates the number of coins to be paid 
out from the hopper 50. When the total sum value attains the 
designated number, a coin payout completion Signal is 
inputted into the CPU 41. Accordingly, the CPU 41 stops 
driving the hopper 50 via the hopper drive circuit 51, and 
thus the “coin payout processing ends. 
0.087 FIG. 4 is a block diagram showing a construction 
of a Sub control circuit 82. The Sub control circuit 82 
performs Such things as display controls for the liquid 
crystal display device 5 and output control of Sound from the 
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SpeakerS 21L, 21R, based on control commands from the 
main control circuit 81. The Sub control circuit 82 is 
constructed on a circuit board that is not the circuit board 
where the main control circuit 81 is constructed. A main 
constitutive element is a microcomputer (below, called “Sub 
microcomputer”) 83. The Sub control circuit 82 is con 
Structed with an image control circuit 91 Serving as display 
control means for the liquid crystal display device 5, a Sound 
Source IC 88 for controlling the sound outputted from the 
SpeakerS 21L, 21R, and a power amp 89 Serving as an 
amplifier. 

0088. The sub microcomputer 83 includes a Sub CPU 84 
for performing controls/operations according to control 
commands Sent form the main control circuit 81, a program 
ROM 85 serving as storage means, and a work RAM 86. The 
Sub control circuit 82 does not have a clock pulse generation 
circuit, a frequency divider, a random number generator, or 
a Sampling circuit, but is constructed So as to execute 
random number Sampling in the operation programs of the 
Sub CPU 84. 

0089. The program ROM 85 stores a control program to 
be executed on the Sub CPU 84. The work RAM 86 
functions as temporary Storage means when the above 
mentioned control program is executed on the CPU 84. 
Furthermore, the program ROM 85 also stores a program for 
driving the Sub reel 3S. Note that the Sub reel 3S starts 
rotating Simultaneously with the main reels when the Start 
switch 6S is operated. 

0090 Connected to the Sub CPU 84 via the I/O port is a 
motor drive circuit 110 for driving/controlling a stepping 
motor 59S that rotates/drives the Sub reel 3S, a motor drive 
circuit 110 that drives/controls the stepping motors 59S. 
Furthermore, a reel position detection circuit 111 for gen 
erating an input signal is also connected. 

0091. The ROM 85 stores a data base in which code 
numbers are assigned to each of the Symbols on the Sub reel 
3S. The position of the reel is detected in the same manner 
as the main reel. The Sub reel 3S displays a predetermined 
effect (Symbol) after a predetermined time duration has 
elapsed since the start Switch 6S is operated. The Sub CPU 
84, after detected the position of the reel by the aforemen 
tioned method, performs a Stop request to Stop at a desired 
symbol, in correspondence to the symbol. For the Sub reel3S 
there is no restriction on the number of Sliding frames or the 
like, So it can Slide until Stopping at the desired Symbol. 
0092. Note that, in accordance with the present embodi 
ment, a particular effect is shown when a particular hit 
combination symbol hits internally. The ROM 42 of the 
main control circuit 81 stores a Sub reel effect table in which 
are written a plurality of combinations of Symbols on the 
main reel and combinations of Symbols that Stop on the Sub 
reel3S. The CPU 41 emits a signal to the sub control circuit 
82 based on the Sub reel effect table. The CPU 84 of the Sub 
control circuit 82 stops the Sub reel3S at the desired symbol 
after a predetermined duration of time elapses after the Start 
Switch 6S is operation. 

0093. Furthermore, when the rotation speed modification 
Switch 101 is operated, a table for determining whether or 
not the modification to the rotation Speed of the main reel is 
effective or not, namely a particular effect table in which are 
written the sub reel 3S effects (symbols) and particular 
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internal winning combination Symbols and the like, is Stored 
into the ROM 42 of the main control circuit 81. Based the 
particular effect table, a determination is made as to whether 
the effect (symbol) that is stopped/displayed on the sub reel 
3S is an effect (symbol) enables the main reels rotation 
Speed modification Switch to be operated. 
0094. The image control circuit 91 is constructed with an 
image control CPU92, an image control work RAM 93, an 
image control program ROM 94, an image ROM 96, a video 
RAM 97, and an image control IC 98. The image control 
CPU 92, based on parameters that are set by the Sub 
microcomputer 83, determines the display content of the 
liquid crystal display device 5 according to an image control 
program stored inside the image control program ROM 94. 
The image control program ROM 94 stores the image 
control program and various Selection tables relevant to the 
display on the liquid crystal display device 5. The image 
control work RAM 93 is constructed as temporary storage 
means when the above-mentioned image control program is 
executed on the image control CPU 92. 
0.095 The image control IC 98 forms the image in 
response to the display content determined by the image 
control CPU92, and outputs this to the liquid crystal display 
device 5. The image ROM 96 stores dot data that forms the 
image. The video RAM 97 is constructed as temporary 
storage means when the image control IC 98 forms the 
image. 
0096 FIG. 5 through FIG. 6 are flowcharts showing sub 
routines that are executed on the gaming machine shown in 
FIG. 1 through FIG. 2. The Sub routines are called up and 
executed at predetermined timing from a main routine that 
is already being executed. Explanation of the gaming execu 
tion processing routines is given with Separate explanation 
for a gaming execution processing routine 1 in FIG. 5, and 
a gaming execution processing routine 2 in FIG. 6. 
0097 First, as shown in gaming execution processing 
routine 1 of FIG. 5, the CPU 41 determines whether or not 
there is a request for automatic insertion of coins (step S10). 
Note that in the case where there is a request for automatic 
insertion, a replay has to be won in previous game. When 
there is a request for automatic insertion of coins, the 
requested number of coins is automatically inserted (Step 
S11), and a coin insertion command is sent to the Sub control 
circuit 82 (step S12). 
0098. On the other hand, at step S10, when it is deter 
mined that there is no request for automatic insertion of 
coins, the CPU 41 determines whether or not coins are 
actually inserted (step S13). In other words, the CPU 41 
determines whether or not the detection signal emitted by 
the inserted coin Sensor 22S that detects coins are inserted 
into the coin insertion Slot 22 is received, thus determining 
whether or not coins are inserted. 

0099. In step S13, in the case where it is determined that 
coins are not inserted, the CPU 41 returns the processing to 
step S10. At step S13, in the case where it is determined that 
coins are inserted or in the case where the processing of Step 
S12 is executed, a determination is then made as to whether 
or not the start lever 6 is operated (step S14). In other words, 
the CPU 41 determines whether or not the input signal is 
received from the start Switch 6S. 

0100. At step S14, in the case where it is determined that 
the start lever 6 is not operated, the CPU 41 then returns the 
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processing to Step S14. On the other hand, in the case where 
it is determined at step S14 that the start lever 6 is operated, 
the CPU 41 then performs the various settings (step S15). 
0101. In the processing for the various settings, when the 
start lever 6 is operated the random number generator 146 
performs Sampling of the random numbers. Based on the 
random number value that is Sampled and based on the 
probability lottery tables that are set in the RAM 43, lottery 
processing is performed to generate the internal winning 
combination symbol (winning flag). Furthermore, in the 
processing for the various Settings, for example, WIN lamp 
light-up lottery processing, processing for Selecting the Stop 
control table for Stopping the rotating reels, processing for 
Sending a start command to the Sub control circuit 82 as 
Sending processing when Starting game, and processing for 
initialization to Start the reel rotation and the like are 
performed, and this Starts the rotation of the main reels 3 
(3L, 3C,3R). At this time, the CPU 41 sends a control signal 
to the Sub control circuit 82 and causes the Sub reel 3S to 
rotate simultaneously with the main reels 3 (3L, 3C, 3R). 
0102) After that, the CPU 41 determines whether or not 
a predetermined duration of time has elapsed (whether or not 
it is time to stop the Sub reel) (step S16). When the 
predetermined duration of time has not elapsed, the process 
ing is returned to step S16. The predetermined duration of 
time in step S17 is preferably about 1 to 5 seconds. 
0103) When the CPU 41 determines that the predeter 
mined duration of time has elapsed, the Sub reel effect table 
stored in the above-mentioned ROM 42 is referenced based 
on the combination of symbols (the hit combination sym 
bols) obtained in the internal winning to determine which 
Symbol to Stop the Sub reel 3S on, and then a control Signal 
is sent to the Sub control circuit 82 SO as to Stop on that 
symbol (step S17). 

0104) Next, the CPU 41 determines whether or not the 
predetermined time duration has elapsed (whether or not the 
time duration to allow the operation of the rotation speed 
modification switch 101 has ended) (step S18). In the case 
where the predetermined time duration has not elapsed, the 
processing is returned to Step S18. The predetermined time 
duration in step S18 is preferably about 1 to 3 seconds. 
Preferably, the liquid crystal display device or the like 
displays whether or not the time duration for allowing the 
operation of the rotation speed modification Switch 101 has 
ended. Furthermore, the ending of the time duration to 
operate the rotation speed modification Switch 101 may also 
be transmitted by voice via the speakers 21R, 21S. 
0105 The reason why the time duration for operating the 
rotation speed modification Switch 101 is set in this way is 
because there are many cases where one looks at the effect 
on the Sub reel and determines whether or not to operate the 
rotation speed modification switch 101. 
0106) Next, the CPU 41 determines whether or not the 
rotation speed modification Switch 101 is operated (Step 
S19). That is, when the rotation speed modification switch 
101 is operated within the above-mentioned time duration, 
the rotation speed modification flag provided in the RAM 43 
stands up. In this case, the CPU 41 determines whether or 
not the rotation speed modification Switch 101 is operated by 
determining whether or not the rotation Speed modification 
flag in the RAM 43 is standing up. 
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0107. In the case where it is determined that the rotation 
speed modification Switch 101 has not been operated the 
rotation Speed is not modified So the processing advances to 
step S22. On the other hand, in the case where it is 
determined that the rotation speed modification Switch 101 
is operated, the CPU 41 then determines whether or not the 
particular effect is shown by the symbol that is stopped/ 
displayed on the Sub reel 3S, based on the above-mentioned 
particular effect table (step S20). 
0108. In the case where it is determined that the particular 
effect is not being displayed on the Sub reel3S it is necessary 
to invalidate the operation of the rotation Speed modification 
Switch 101, So the rotation Speed modification flag is cleared 
and the processing is advanced to Step S22. 

0109. In the case where it is determined that the particular 
effect is being displayed on the Sub reel 3S, the CPU 41 then 
modifies the rotation speed of the main reel 3 to “low-speed 
rotation” based on the rotation speed modification flag (Step 
S21). In other words, the CPU 41 sends a control signal to 
modify the intervals between the drive pulses provided to 
each of the stepping motors 59L, 59C, 59R, thus reducing 
the rotation of the main reels 3 to low speed. 
0110. The “particular effect” refers to, for example, an 
effect such as one which shows that the probability of an 
internal winning for a particular hit combination Symbol is 
high. FIGS. 11A through 11C show examples of effect 
symbols shown on the Sub reel. An effect method may be to 
have a piglet character discovering a treasure or relaxing in 
the tropics as shown in FIGS. 11A and 11B. Examples are 
given of internal winnings for RB, BB, watermelon and 
other small combination symbol, but the effect method in the 
present invention is not restricted to these examples. For 
example, it is also possible to show a particular Signs or the 
like, or show the specific symbol that hit, or the like. Note 
that FIG. 11C shows a case where the combination of 
Symbols on the main reels is not a win. 
0111 When there is a high probability that an internal 
winning has occurred for a particular hit combination Sym 
bol, there is still a low possibility that the internal winning 
has not occurred for the particular hit combination Symbol. 
Therefore, in this case, for example even when the combi 
nation of main reel Symbols is not a win, it is still necessary 
to set the Sub reel effect table to produce the particular effect. 
However, this probability must be low, such as below 5% for 
example. 

0112) In the present invention, when the Sub reel 3S has 
produced this type of particular effect, a win occurs for the 
RB, BB, small combination symbol or other hit combination 
symbol due to the lineup of particular symbols. However, it 
is difficult to line up the intended Symbols, especially for a 
beginner. Therefore, the rotation Speed of the main reels 3 is 
reduced, and thus it becomes easier to line up the Symbols 
on the main reels by observation Stop. 

0113) Next, the CPU 41 determines whether or not the 
stop switches (stop buttons) 7 (7L, 7C, 7R) are “ON”, based 
on whether or not there is an input signal from the reel Stop 
signal circuit 56 (step S22). In the case where it is deter 
mined that the stop switches 7 are not “ON”, the CPU 41 
determines whether or not the value of an automatic Stop 
timer is “0” (step S23). In the case where it is determined not 
to be “0”, the processing returns to step S22. 
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0114. On the other hand, in the case where it is deter 
mined at step S22 that the stop Switches 7 are “ON”, or in 
the case where it is determined at step S23 that the value of 
the automatic stop timer is “0”, the CPU 41 stops the rotation 
of the main reels 3 in accordance with the stop Switches 7. 
When doing this, the number of sliding frames is determined 
based on the hit request (internal winning combination 
Symbol), the Symbol positions (the rotation positions of the 
main reels 3 when the operation is performed), the Selected 
stop control table, and the like (step S24). 
0115) Next, the CPU 41 performs processing to stop the 
main reels 3 after making them rotate the number of Sliding 
frames determined in step S24 (step S25), and sets the stop 
request for one of the main reels 3 (step S26). 
0116) Next, the CPU 41 determines whether or not all of 
the three main reels (3L, 3C, 3R) have stopped (step S27). 
In the case where it is determined that not all the main reels 
have stopped, the processing is returned to Step S22. 

0117 Next, as shown in the gaming execution processing 
routine 2 in FIG. 6, when it is determined that all the main 
reels have been stopped the CPU 41 searches for a win (step 
S30). At this time, the CPU 41 references such things as the 
winning symbol combination table that is stored in the ROM 
42. Furthermore, the CPU 41 also determines whether or not 
the win flag is normal or not, and if not, then an illegal error 
may be displayed and processing may be Suspended. 

0118. The CPU 41 determines whether or not there is a 
coin payout, which is to Say it determines the presence/ 
absence of a number of win coins (step S31). In the case 
where it is determined that there is a coin payout, the CPU 
41 either Stores or pays out the number of coins determined 
by the game status and the win combination Symbol (Step 
S32). In the case where the coins are to be stored, the CPU 
41 performs processing to tally up the number of coins 
stored in the RAM 43. On the other hand, in the case where 
the coins are paid out, the CPU 41 sends a payout command 
Signal to the hopper drive circuit 51 and a predetermined 
number of coins are paid out from the hopper 50. When 
doing this, the coin detection unit 50S adds up the number 
of coins to be paid out from the hopper 50. When the total 
Sum value attains a designated number, a coin payout 
completion signal is inputted into the CPU 41. Accordingly, 
the CPU 41 stops the drive on the hopper 50 via the hopper 
drive circuit 51 and ends the coin payout processing. 

0119) Next, the CPU 41 determines whether or not an RB 
win occurred (step S33). When an RB win has occurred, the 
CPU 41 performs the RB settings (step S34). Here at step 
S34, the CPU 41 performs the settings in the RB probability 
lottery table and the RB winning symbol combination table. 
Furthermore, here at step S34, the CPU 41 starts adding up 
the number of RB game wins and the like, and starts 
processing to display the total Sum value on the Service game 
operation times display portion 20. 

0120 In the case where the step S34 processing is 
performed or when it is determined at step S33 that an RB 
win has not occurred, the CPU 41 determines whether or not 
a BB win has occurred (step S35). When it is determined that 
a BB win has occurred, the CPU 41 performs the BB settings 
(step S36). Here at step S36, the CPU 41 performs the 
settings in the BB probability lottery table and the BB 
winning Symbol combination table. Furthermore, here at 
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step S36, the CPU 41 starts adding up the number of BB 
games that have been used up and the like, and Starts 
displaying the total Sum value thereof on the Service game 
operation times display portion 20, and Starts adding up the 
paid out coins and the like. 
0121. In the case where the step 36 processing is per 
formed, or when it is determined at step S35 that a BB win 
has not occurred, the CPU 41 determines whether or not a 
RB has ended (step S37). When it is determined that a RB 
has ended, the CPU 41 then performs processing to release 
the RB settings (step S38). Here at step S38, the CPU 41 
uses the RB probability lottery table that is set in the 
processing at Step S34, the RB winning Symbol combination 
table and the like to perform processing to Switch to the 
probability lottery table used for the normal game status (not 
RB or BB). 
0122) In the case where the step S38 processing is to be 
executed or when it is determined at step S37 that the RB 
win has not ended, the CPU 41 then determines whether or 
not BB has ended (step S39). When it is determined that BB 
has ended, the CPU 41 then performs the processing to 
release the BB settings (step S40). Here at step S40 the CPU 
41 uses the BB probability lottery table that is set in the 
processing at step S36, the BB winning symbol combination 
table and the like to perform processing to Switch to the 
probability lottery table to be used in normal game Status. 
0123. In the case where the step S40 processing is to be 
executed, or when it is determined at step S39 that BB has 
not ended, the CPU 41 then clears the rotation speed 
modification flag and configures the Settings to recover the 
normal rotation speed of the main reels (step S41). There 
fore, in the next game, the main reels will rotate at the 
normal rotation Speed if the rotation Speed modification 
Switch 101 is not operated. When the processing at step S41 
is executed this Sub routine ends. 

0.124. Next, simple explanation is given regarding a 
method of playing the gaming machine according to the first 
embodiment. First, the player performs Such things as insert 
ing the coins, and operates the Start lever to Start the rotation 
of the main reels and the Sub reel. Once the main reels and 
the Sub reel have started rotating and a predetermined 
duration of time elapses, the Sub reel Stops at a Symbol that 
shows a predetermined effect pattern. 
0125 FIGS. 11A through 11C show examples of effect 
patterns displayed on the sub reel. As shown in FIGS. 11A 
through 11B, when the piglet character is discovering a 
treasure or relaxing in the tropics or the like, this indicates 
that there is a high possibility that an internal winning 
occurred for RB, BB, watermelon, or other Small combina 
tion Symbol. On the other hand, when the piglet is crying as 
in FIG. 11C, this indicates that there is a high chance of a 
non-win Symbol. 
0.126 When the effect symbol displays a particular effect 
such as shown in FIGS. 11A and 11B, a player who believes 
that this indicates a high probability of an internal winning 
for a particular hit combination Symbol and who wants to 
make his intended Symbol Stop and be displayed, or a 
beginner, will operate the rotation Speed modification Switch 
101. 

0127. When the above-mentioned effect indicates an 
internal winning for a particular hit combination Symbol, the 
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operation of the rotation speed modification switch 101 
causes the rotation speed of the main reels to drop, and So 
the player can perform observation Stop more easily and can 
line up the combination of symbols which he intends. 
However, even with the Same Symbols, the main reels may 
not have an internal winning for the particular hit combi 
nation Symbol, in which case the rotation Speed of the main 
reels is not reduced. 

0128. Therefore, instead, when the player operates the 
rotation Speed modification Switch, the player can judge 
whether or not the particular hit combination symbol has hit 
internally, based on whether or not the rotation speed of the 
main reels has been reduced. 

0129. After that the stop switches are operated to stop the 
rotation of the main reels in a pattern displaying a combi 
nation of given Symbols. 
0.130. The gaming machine of the present invention 
according to the first embodiment is constructed as 
described above. Therefore, it is possible operate the rota 
tion Speed modification Switch to Slow down the rotation 
Speed of the main reels only when it is indicated that there 
is a high probability of an internal winning for the particular 
hit combination Symbol. In any other case, the rotation speed 
of the main reel does not reduce, and So is possible to 
maintain the normal level of relevance of skill and maintain 
the pachislo gaming machine's original attractiveness. 
0131 Furthermore, when the rotation speed modification 
Switch is operated and the rotation Speed of the main reels 
is slowed down, the probability of lining up a combination 
of intended Symbols rises, the possibility of winning coins 
increases, and furthermore, using the Sub reel increases the 
effectiveness. AS a result, it becomes possible to fully enjoy 
game using the pachislo gaming machine. 

Second Embodiment 

0132) Next, explanation is given regarding a gaming 
machine of the present invention according to a Second 
embodiment. The gaming machine according to the Second 
embodiment is further provided with point awarding means 
for awarding a predetermined number of points when a 
predetermined condition is Satisfied, point Subtracting means 
for Subtracting a predetermined number of points when the 
above-mentioned rotation speed modification Switch is oper 
ated, and point Storing means for Storing a total Sum of 
points based on the results of operations by the above 
mentioned point awarding means and the above-mentioned 
point Subtracting means. The above-mentioned rotation 
Speed modification Switch becomes operable when, in addi 
tion to the Symbols on the Sub reel displaying that particular 
effect, the number of points stored in the above-mentioned 
point Storing means is equal to or greater than the number of 
points to be subtracted by the above-mentioned point Sub 
tracting means. 
0.133 FIG. 7 is a front view showing the external appear 
ance of the gaming machine of the present invention in 
accordance with the second embodiment. FIG. 8 is a block 
diagram showing a main control circuit, a peripheral devices 
and the like constituting the gaming machine of the present 
invention in accordance with the Second embodiment. 

0134) The gaming machine in accordance with the Sec 
ond embodiment is provided with a point display portion 
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201 for showing a number of points located on the right side 
in the middle area of the panel display portion 2a. Other than 
this, the construction is Substantially similar to the gaming 
machine in accordance with the first embodiment shown in 
FIG. 1 through FIG. 2. Furthermore, in the block diagram 
shown in FIG. 8, the display drive circuit 58 is provided 
with a point display portion 201. Other than this, the 
construction is Substantially similar to the gaming machine 
in accordance with the first embodiment shown in FIG. 1 
through FIG. 2. Therefore, explanations are omitted here, 
except for the explanation of the point display portion. 
0135 The point display portion 201 is a display device 
for displaying the number of points Stored by the point 
storing means (point counter) of the RAM 43. The number 
of points is increased by “a” points or by “b’ points when a 
win occurs for a particular Small combination Symbol, 
replay combination Symbol or the like. That is, a win for a 
particular Small combination Symbol, replay combination 
Symbol or the like causes the numeric value in the point 
display portion to become a numeric value of P=P+a or 
P=P+b. On the other hand, when the rotation speed modi 
fication Switch is operated and the rotation Speed of the reels 
is reduced, “A” points are subtracted. That is, the number of 
points shown in the point display portion becomes a value of 
P-A. The number of points cannot be negative. When the 
value of P is less than A, the rotation speed modification 
Switch 101 cannot be operated to reduce the rotation speed 
of the main reels. Therefore, the player must operate the 
rotation speed modification Switch at a time when the effect 
of reducing the rotation Speed of the main reels is greatest. 
0.136 AS described above, the gaming machine according 
to the second embodiment is different in that it is provided 
with the point awarding means for awarding a predeter 
mined number of points when a predetermined condition is 
Satisfied, the point Subtracting means for Subtracting a 
predetermined number of points when the above-mentioned 
rotation Speed modification Switch is operated, and the point 
Storing means for Storing the total Sum of points based on the 
results of operations by the above-mentioned point awarding 
means and the above-mentioned point Subtracting means. 
Moreover, this embodiment is different in that the above 
mentioned rotation Speed modification Switch becomes 
operable when, in addition to the condition required in the 
gaming machine according the above-mentioned first 
embodiment, the number of points stored by the above 
mentioned point Storing means is equal to or greater than the 
number of points to be subtracted by the above-mentioned 
point Subtracting means. This is explained using the flow 
charts. 

0137 FIG. 9 though FIG. 10 are flowcharts showing sub 
routines that are executed in the gaming machine of the 
present invention in accordance with the Second embodi 
ment. Note that when performing the same processing as in 
the gaming machine of the present invention in accordance 
with the first embodiment, the same Step numbers are used 
and the detailed explanations are omitted for Steps that 
perform the same processing. 
0.138 First, as shown in the gaming execution processing 
routine 1 in FIG. 9, at steps S10 through S20 the same 
processing is performed as in the gaming machine of the 
present invention in accordance with the first embodiment. 
0.139. In other words, the processing of steps S10 through 
S15 is performed. At step S16 the CPU 41 determines 
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whether or not the predetermined duration of time has 
elapsed. At step S17 the Sub reel is stopped. At step S18 the 
determination is made as to whether or not the time duration 
to permit the operation of the rotation Speed modification 
Switch 101 has ended. Furthermore, the CPU 41 determines 
at step S19 whether or not the rotation speed modification 
Switch 101 is operated, and determines at step S20 whether 
or not there is a particular effect on the Sub reel. 
0140. When there is a particular effect on the Sub reel, the 
CPU 41 then determines whether or not the number of points 
(P) stored by the point storing means (point counter) in the 
RAM 43 from steps S53 and S55 of the previous game is 
equal to or greater than a determined value (A), in other 
words, whether P2A (step S50). Note that the processing at 
steps S53 and S55 are explained below. 
0141 When the number of points (P) stored by the point 
Storing means is not equal to or greater than the determined 
value (A), in other words, when it is determined that the 
number of points (P) is less than the determined value (A), 
it is necessary to invalidate the operation of the rotation 
speed modification switch 101, so the rotation speed modi 
fication flag is cleared and the processing is advanced to Step 
S22. 

0142. On the other hand, when it is determined that the 
number of points (P) stored in the point counter is equal to 
or greater than the determined value (A), the CPU 41 then 
modifies the rotation speed of the main reels 3 to “low-speed 
rotation” based on the rotation speed modification flag (step 
S21). In other words, the CPU 41 sends a control signal to 
modify the intervals between the pulses provided to each of 
the stepping motors 59L, 59C, 59R, and thus reduces the 
rotation of the main reels 3 to a low speed. In the afore 
mentioned case there is particular effect on the Sub reel and 
PeA, So observation Stop is easy and a win easily occurs for 
the particular internal winning combination Symbol. 
0143) Next, the CPU 41 subtracts “A” number of points 
from the number of points (P) stored in the point counter in 
eXchange for having modified the rotation speed of the main 
reels, in other words, P=P-A and this value is stored into the 
point counter (step S51). 
0144. The subsequent processing from step S22 to step 
S41 is performed Similarly to the gaming machine of the 
present invention in accordance with the first embodiment, 
So explanations are omitted here. 
0145 At Step S41 in the gaming execution processing 
routine 2 shown in FIG. 10, after configuring settings to 
recover the normal rotation speed of the main reels 3, the 
CPU 41 then determines whether or not there is a win has 
occurred with the replay combination symbol (step S52). 
0146 In the case where it is determined that a win has 
occurred for the replay combination symbol, the CPU 41 
then adds “a number of points for the replay combination 
symbol win to the number of points (P) in the point counter 
and stores this (step S53). In other words, the number of 
points in the point counter becomes P=P+a. 
0147 On the other hand, in the case where it is deter 
mined that the win has not occurred for the replay combi 
nation Symbol, or after the number of points in the point 
counter has become P=P+a, the CPU 41 then determines 
whether or not a small combination symbol hit has occurred 
(step S54). 
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0148 When it is determined that a small combination 
symbol hit occurs, the CPU 41 then adds “b” number of 
points for the small combination symbol hit to the number 
of points (P) in the point counter (step S55). In other words, 
the number of points in the point counter becomes P=P+b. 
The number of points may differ depending on the type of 
Small combination Symbol hit and the game Status. The 
player keeps in mind the points that are thus displayed as 
described above, and then when there is a particular effect on 
the Sub reel at step S20, the player determines whether or not 
to operate the rotation speed modification Switch. When the 
processing at Step S55 is performed this Sub routine ends. 
0149 Next, simple explanation is given regarding a 
method of playing the gaming machine in accordance with 
the Second embodiment. First, the player performs Such 
things as inserting the coins. After that, the player then 
operates the Start lever to start the rotation of the main reels 
and the Sub reel. Once the main reels and the Sub reel have 
Started rotating and a predetermined duration of time 
elapses, the Sub reel Stops at a symbol that shows a prede 
termined effect pattern such are shown in FIGS. 11A 
through 11C. 
0150. When the effect symbol is displayed as a particular 
effect such as are shown in FIGS. 11A and 11C, the player 
checks the number of points P displayed in the point display 
portion 201 of the display panel. 
0151. The number of points Pare increased by “a” or “b”, 
depending on the Small combination symbol hit and the like, 
and thus indicate the current points after A is Subtracted 
when rotation Speed modification Switch is used to reduce 
the speed of the main reels. If the number of points P is less 
than A, then the rotation Speed of the main reels cannot be 
reduced. On the other hand, if P is equal to or greater than 
A, then the rotation Speed modification Switch can be 
operated to reduce the rotation Speed of the main reels. 
0152. When the number of points P is equal to or greater 
than A, a player who believes that this indicates a high 
probability that a particular hit combination symbol has hit 
internally and who wants to make his intended symbol Stop 
and be displayed, or a beginner, will operate the rotation 
Speed modification Switch. 
0153. In a case where the above-mentioned effect indi 
cates that a particular hit combination Symbol has hit inter 
nally, operation of the rotation Speed modification Switch 
reduces the rotation Speed of the main reels. Thus, the player 
can perform observation Stop more easily and can line up his 
intended combination of symbols (the hit combination sym 
bols). 
0154) The gaming machine of the present invention in 
accordance with the Second embodiment is constructed as 
described above. Therefore, for example, the rotation Speed 
modification Switch is operable only when the value after 
adding the number of points awarded when the So-called 
replay combination Symbol or Small combination Symbol 
hits is greater than the number of points to be Subtracted 
when the above-mentioned rotation Speed modification 
Switch is operated. Therefore, the rotation Speed modifica 
tion Switch cannot always be operated to slow down the 
rotation Speed of the main reels. It becomes necessary for 
each player to judge the appropriate timing to operate the 
rotation Speed modification Switch. Therefore, the game 
content becomes varied, and gaming can be enjoyed more. 
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Third Embodiment 

0.155) Next, explanation is given regarding a third 
embodiment of the present invention. The gaming machine 
in accordance with a third embodiment is a slot machine in 
which the game described in the first and Second embodi 
ments is applied to a bonus game. 
0156 The gaming machine according to the third 
embodiment shares many points in common with the gam 
ing machine according to the first embodiment shown in 
FIG. 1 through FIG. 6, and the second embodiment shown 
in FIG. 7 through FIG. 11, so detailed explanations of these 
points are omitted here. Only points which are different are 
explained in detail. Here, FIG. 12 is a perspective view 
showing an outer appearance of the gaming machine of the 
present invention according to the third embodiment. 
Namely, a slot machine 300 according to the present 
embodiment is provided with a housing 312 and a main door 
350. 

O157 A Surface of the housing 312 which faces the player 
is open and the housing 312 is installed at a given location 
in a casino, for example. In the housing 312 there are 
provided a control device described below for electrically 
controlling the slot machine 300, and a hopper not shown in 
the diagrams for controlling insertion, Storage and payout of 
coins, and other various constitutive Structures. 
0158. A main door 350 is a structure covering the inside 
of the housing 312 so it is not exposed to the outside. The 
main door 350 is hinged on the left side as viewed from the 
front of the housing 312. The hinge portion Serves as a 
support point, and the door 350 can be rotated forward and 
backward around, whereby it can be opened and closed 
freely. A liquid crystal display device 330 is provided in the 
approximate center of the main door 350. 
0159. The liquid crystal display device 330 is a means for 
displaying various Symbols relevant to game, including 
effect images, informational images, and the like. The player 
Views the various images displayed on the liquid crystal 
display device 330 as he plays. The liquid crystal display 
device 330 is provided with a transparent liquid crystal 
panel. In the liquid crystal panel, a portion or the entirety of 
the panel can be Switched between transparent/non-trans 
parent States (Switching is determined by whether the liquid 
crystal display device 330 is driven or not driven). The liquid 
crystal display device 330 also enables display of various 
images. 
0160 On a rear surface side of the liquid crystal display 
device 330, there are provided three mechanical main reels 
in a row Side-by-side, on the periphery of each of which are 
arranged various types of Symbols. Furthermore, to the right 
Side, there is provided a mechanical Sub reel, provided So as 
to be capable of rotating, on the periphery of which are 
arranged various types of Symbols differing from those on 
the main reels. The various Symbols on each of the mechani 
cal reels (main and Sub) can be viewed when the liquid 
crystal panel is in the transparent State. The constructions of 
each of the mechanical reels (main and Sub) are Substantially 
Similar to each of the mechanical reels (main reels and Sub 
reel) in the first embodiment described above, so detailed 
explanations thereof are omitted. Note that the slot machine 
of the present invention is not limited to three main reels and 
one Sub reel; the pattern of quantities may be modified as 
neceSSary. 
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0.161 Below the liquid crystal display device 330 there is 
provided a substantially horizontal control panel 328. To the 
right side of this control panel 328 there is provided a coin 
insertion slot 331 for inserting coins into the slot machine 
300. On the other hand, on the left side of the control panel 
there is provided a BET switch 322 for selecting a number 
of coins to bet on the activated line, which is described 
below. There is also provided a spin repeat bet Switch 324 
for performing game again without making any modification 
to the number of coins bet on the above-mentioned activated 
line in the previous game. The number of coins to bet on the 
above-mentioned activated line is determined by whether 
the BET switch 322 or the repeat bet Switch 324 is pushed/ 
operated. 

0162. In the above-mentioned control panel 328, to the 
left side of the BET switch 322 there is provided a start 
Switch 332. Pushing/operating either the start Switch 332 or 
the Spin repeat bet Switch 324 Serves as a trigger to Start the 
game, and the rotation of the above-mentioned three 
mechanical reels Starts in a predetermined pattern. 

0163. On the other hand, in the above-mentioned control 
panel 328, near the coin insertion slot 331, there is provided 
a payout Switch 336. When the player pushes/operates the 
payout Switch 336, the coins that have been inserted are paid 
out from a payout opening 338 that is open on the front 
lower portion of the door 350. The coins that are paid out are 
collected in a coin tray 340. Above the coin tray 340, 
flanking the left and right side of the coin payout opening 
338, there are provided speakers 342 for transmitting sound 
effects that are emitted from the Speakers lodged inside the 
housing 312 to the outside of the housing 312. 
0164. Note that, although omitted from the diagrams, 
various display portions are provided at predetermined posi 
tions on the door 350, including a payout number display 
portion, a credit number display portion (Stored coin number 
display portion), and a BET number display portion. 
0.165. Furthermore, in the present slot machine 300, five 
pay lines L1 (corresponding to the center line 8a in FIG. 1), 
L2 (corresponding to the top line 8b in FIG. 1), L3 (corre 
sponding to the bottom line 8c in FIG. 1), L4(corresponding 
to the cross-down line 8d in FIG. 1), and L5 (corresponding 
to the cross-up line 8e in FIG. 1) are displayed on the 
transparent liquid crystal panel of the liquid crystal display 
device 330. The display patterns of these pay lines L1 
through L5 are basically similar to each of the lines 8a 
through 8e in the first embodiment, So detailed explanations 
are omitted. 

0166 Furthermore, in the present slot machine 300, on 
the control panel 328, there are provided a rotation Speed 
switch 301 and stop switches 307L, 307C, 307R, which are 
similar to the rotation speed Switch 101 and the stop 
Switches 7L, 7C, 7R in the above-mentioned first embodi 
ment. 

0167 The rotation speed switch 301 and the stop 
Switches 307L, 307C, 307R have similar functions to the 
rotation speed Switch 101 and the stop switches 7L, 7C, 7R. 
Therefore, detailed explanations are abbreviated. However, 
in the present slot machine 300, the operations of the 
rotation speed switch 301 and the stop switches 307L,307C, 
307R are activated after switching to the bonus game. 
During a normal game they are inactivated. This is different 
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form the rotation speed Switch 101 and the stop switches 7L, 
7C, 7R described above. In other words, in this regard the 
present slot machine 300 differs greatly from the slot 
machines according to the above-mentioned first and Second 
embodiments. Note that, the rotation speed Switch 301 and 
the stop switches 307L, 307C, 307R are not limited to the 
patterns shown in FIG. 12. They may be provided to other 
positions on the housing 312. Also, it goes without Saying 
they may be touch panels displayed on the transparent 
display panel of the liquid crystal display device 330. 

0.168. Note that, it is also possible to have only part of the 
display Screen of the above-mentioned liquid crystal display 
device 330 be designated as the area that Switches between 
transparent/non-transparent Status. Furthermore, the entire 
display Screen may also be designated as the area that 
Switches between transparent/non-transparent Status. 

0169. The control device of the present slot machine 300 
is constructed basically in a Substantially Similar manner as 
the control device shown in FIG. 3 (or as the control device 
shown in FIG. 8). However, the instruction signal for 
rotation Speed modification that is outputted when the rota 
tion speed switch 301 is pushed/operated, and the reel stop 
signal that is outputted when the stop Switches 307L, 307C, 
307R are pushed/operated, are determined to be valid only 
during a bonus game. Furthermore, in the control device 12 
shown in FIG. 3 and FIG. 8, the input signals for the 
speakers 21L, 21R and the liquid crystal display device 5 
were inputted from the I/O port 48 of the main control circuit 
81 via the Sub control circuit 82. However, the control device 
of the present slot machine 300 is not provided with a sub 
control circuit. Thus, the signal from the I/O port of the main 
control circuit 81 is inputted directly into the Speakers and 
the liquid crystal display device 330. 

0170 FIG. 13 and FIG. 14 illustrate main processing 
routines for controlling the slot machine 300, which are 
executed by the control device of the present slot machine 
300 described above. 

0171 Turning to FIG. 13, in the main processing routine, 
first, the CPU of the control device determines whether or 
not there is remaining credit, which is the remaining number 
of inserted coins (step S101). Specifically, the CPU reads out 
the number of credits C stored in the RAM, and performs the 
above-mentioned determination operation based on the 
number of credits C that is read out. 

0172 Shifting to step S102, the CPU determines whether 
or not the Spin repeat bet Switch 324 is pushed/operated (Step 
S102). In a case where the spin repeat bet switch 324 is 
pushed and the operation signal is inputted from the Switch 
324, the CPU shifts the processing to step S114. On the other 
hand, in a case where the operation signal from the Spin 
repeat bet switch 324 still is not inputted even after a 
predetermined duration of time elapses, the CPU then deter 
mines that the Switch 324 is not pushed, and then shifts the 
processing to step S103. 

0173 When the processing shifts to step S103, the game 
conditions are Set. Specifically, based on the operation of the 
BET switch 322, the CPU determines the number of coins to 
be bet for the activated lines L1 through L5 in the current 
game. At this time, the CPU receives the operation Signal 
that is emitted from BET switch 322 due to the operation of 
the Switch 322, and based on the number of times that this 
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received signal is received, the CPU stores the BET numbers 
for the above-mentioned lines L1 through L5 into specific 
memory areas of the RAM. The CPU reads out the credits 
number C that is written in the Specific memory area on the 
above-mentioned RAM. From the credit number C that is 
read out, the CPU then Subtracts a total BET number, which 
is produced by adding the above-mentioned BET number. 
This value that is subtracted is then stored into the particular 
area of the RAM. 

0.174. When the game conditions are set, the CPU then 
waits for the start switch 332 to be operated (step S104). In 
the case where the start switch 332 is pushed and causes the 
operation signal to be inputted from the Switch 332, the CPU 
determines that the start Switch 332 is operated, and the 
processing shifts to step S105. 
0.175. On the other hand, when the processing shifts to 
step S114, the CPU determines whether or not the credit 
number C value is equal to or greater than the total bet 
number from the previous game. In the case where it is 
determined that the above-mentioned credit number C value 
is below the total bet number value from the previous game, 
game cannot be started, So the CPU ends the present routine 
without performing any processing. On the other hand, in 
the case where it is determined that the above-mentioned 
credit number C value is equal to or greater than the total bet 
number from the previous game, the CPU subtracts the total 
bet number value of the previous game from the credit 
number C value, and stores the subtracted value into the 
particular memory area of the RAM. After that, the CPU 
shifts the processing to step S105. 
0176). When the processing shifts to step S105, the CPU 
performs processing to determine the win combination Sym 
bol by means of an internal lottery. 
0177. When the above-mentioned lottery processing 
ends, the CPU then shifts the processing to step S106. 
0.178 As shown in FIG. 13, when the processing shifts to 
step S106, the CPU starts the rotation of the mechanical 
main reels. Specifically, the CPU makes each of the 
mechanical reels rotate in Sequence or Simultaneously, based 
on a Symbol arrangement table Stored in the above-men 
tioned RAM. 

0179 When the rotation of the mechanical main reels is 
started, the CPU then waits for a predetermined duration of 
time to elapse (step S107). When the specific duration of 
time has elapsed, the CPU then stops the rotation of each of 
the mechanical main reels (step S108). 
0180. When the rotation of all the mechanical main reels 
has stopped, the CPU then determines whether or not a win 
combination symbol has occurred (step S109). Specifically, 
the CPU performs the determination processing based on the 
state of the win flag. When the win flag is not turned ON, the 
CPU determines that the win combination symbol has not 
occurred, and then ends the present processing. On the other 
hand, when the CPU determines that the win flag is turned 
ON, the CPU determines that the win combination symbol 
has occurred, and shifts the processing to Step S110. 
0181. When the processing shifts to step S110, the CPU 
then determines whether or not the win combination symbol 
that occurred is a combination Symbol that permits a shift to 
a bonus game. Specifically, the CPU performs the above 
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mentioned determination processing based on the type of the 
above-mentioned win flag. In a case where the win flag that 
is turned on is a flag showing that the player won a shift to 
the above-mentioned bonus game, the CPU determines that 
the winning combination does indicate the bonus game shift, 
and then shifts the processing to step S111. On the other 
hand, in the case where the flag that is turned on is not the 
flag indicating the shift to the above-mentioned bonus game, 
the CPU determines that the winning combination is a win 
combination Symbol for Something other than the bonus 
game shift, and shifts the processing to Step S113. 

0182. When the processing shifts to step S111, the CPU 
then pays out, in a predetermined manner, the number of 
coins appropriate for the combination Symbol permitting to 
enter bonus game mentioned above. 
0183. Upon completion of the payout triggered by the 
combination Symbol permitting to enter bonus game, the 
CPU then performs bonus game processing (step S112). This 
bonus game is, for example, a game which can be played for 
a predetermined number of games without betting coins 
(free game). The present embodiment, for example, is set So 
that the free game can be played for 15 games. When 
executing the processing for the bonus game, the CPU first 
activates the rotation speed Switch 301 and the stop switches 
307L, 307C, 307R. Furthermore, the CPU reads out the 
credit number C written into the predetermined memory area 
on the above-mentioned RAM, and adds to this value a 
number of coins determined by the bonus (“BONUS”) 
Symbol win, and then Stores this Sum value into the prede 
termined memory area of the RAM. The CPU then reads the 
bonus game lottery table and the winning combination table 
which are stored in the ROM, and then writes the bonus 
game lottery table and winning combination table which are 
read over the basic game lottery table and the winning 
combination table which are stored in the above-mentioned 
predetermined memory area of the RAM. In the above 
mentioned bonus game lottery table, the hit probabilities of 
the combination Symbols are Set higher than in the above 
mentioned basic game lottery table. The CPU stores data 
indicating the predetermined number of bonus games (which 
is “15” in the present embodiment) into a predetermined 
memory area of the RAM (this corresponds to processing for 
setting the bonus games number N at step S201, which is 
described below). Accordingly, when the bonus game has 
Started, for example, the player anticipates playing a game 
where win combination Symbols occur easily for 15 games, 
thus raising the player's interest in the game. 
0184. When the processing for bonus game ends, the 
CPU ends the present main processing routine. 

0185. On the other hand, when the processing shifts to 
step S113, the CPU pays out, in a given manner, the number 
of coins appropriate for a win combination Symbol other 
than the above-mentioned win combination Symbol permit 
ting to enter the above-mentioned bonus game. 
0186. Upon completion of the payout for a win combi 
nation symbol other than the win combination symbol 
permitting to enter the bonus game, the CPU then ends the 
present main processing routine. 

0187. Note that, in each payout processing mentioned 
above, the number of coins that must be paid out is Stored 
as credit. However, a payout command may be emitted to the 
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hopper drive circuit So as to cause the coins to be actually 
paid out from the payout opening 338 via the hopper. 

0188 Next, as shown in FIG. 14, in the bonus game 
processing routine the CPU first Sets the bonus games 
number N as described above (step S201). 
0189 When the number of bonus games N is set, the 
CPU performs processing to determine the win combination 
symbol by means of an internal lottery (step S202). 
0190. Next, when the processing shifts to step S203, the 
CPU makes each of the mechanical main reels rotate either 
in Sequence or Simultaneously, based on the Symbol arrange 
ment table stored in the above-mentioned RAM. 

0191 After that, each processing that is explained at 
steps S16 through S27 in the above-mentioned first embodi 
ment is performed, and the controls for the processing to 
modify the rotation Speed of the mechanical main reels are 
performed, but this part is similar to the explanation of the 
first embodiment described above, So detailed explanation is 
omitted. 

0.192 When the rotation of all the mechanical main reels 
stops, the CPU determines whether or not a win combination 
Symbol has occurred, based on the status of the win flag (Step 
S206). In the case where the win flag is ON, the CPU 
determines that the win combination Symbol did occur. 
Then, the CPU calculates the coin payout number corre 
sponding to the win combination symbol, and pays out the 
calculated number of coins in a given manner (step S207). 
0193 Next, the CPU performs processing to recover the 
normal rotation Speed of each of the mechanical main reels 
(step S41), but this processing is similar to the explanation 
of step S41 given in the first embodiment, so detailed 
explanation is omitted. 

0194 After that, the CPU shifts the processing to step 
S208. On the other hand, in the case where the win flag is 
not ON, the CPU determines that the win combination 
symbol does not occur. Then the CPU shifts the processing 
to Step S41 without performing the above-mentioned payout 
processing, and then performs the processing at Step S208. 

0195 When the processing shifts to step S208, the CPU 
reduces the number of bonus games N. 

0196. When the number of bonus games N is reduced, the 
CPU determines whether or not any of the number of bonus 
games N is remaining. In the case where any of the number 
of bonus games N is remaining, the CPU returns the 
processing to Step S202 and performs lottery processing. On 
the other hand, in the case where no bonus game N remains, 
the CPU invalidates the rotation speed Switch 301 and the 
stop switches 307L, 307C,307R (step S210), and then ends 
this bonus game processing routine. 

0197) Note that, in the above-mentioned payout process 
ing, the number of coins that should be paid out is Stored as 
credit. It is possible to emit a payout command to the hopper 
drive circuit So that the coins are actually paid out from the 
payout opening 338 via the hopper. 

0198 Furthermore, it goes without saying that various 
conventionally known free game content may be used as the 
content of the free game that is given as the bonus game. 
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0199. Note that the above-mentioned third embodiment 
is explained based on the first embodiment. However, 
instead, construction may be based on the Second embodi 
ment which is provided with the point Storing means and the 
point Subtracting means. 
0200 Furthermore, in the above-mentioned third 
embodiment, whether or not the win combination symbol 
has occurred is determined during the bonus game according 
to the timing of the pushing/operation of the Stop Switches 
307L, 307C, 307R. However, it is also possible to adopt a 
construction in which the occurrence of the win combination 
Symbol is not controlled by the timing of the pushing/ 
operation of the stop switches 307L, 307C, 307R. The stop 
switches 307L, 307C, 307R may simply function as dum 
mies with the occurrence of the win combination symbol 
being determined Solely by an internal lottery. 
0201 Furthermore, in the third embodiment the main 
reels and the Sub reel are constructed as mechanical reels. 
However, they may also be constructed as So-called Video 
Slot reels displayed on the Screen of the above-mentioned 
liquid crystal display device 330 or the like. 
0202) The gaming machine of the present invention 
according to the third embodiment is constructed as 
described above. Thus, the rotation Speed modification 
Switch can be operated to Slow down the rotation Speed of 
the main reels only when, for example, the effect on the 
above-mentioned Sub reel and the like during the bonus 
game indicates a high probability that an internal winning 
occurred for a particular hit combination Symbol. At this 
moment the probability of lining up the intended combina 
tion of Symbols rises, and the possibility of winning coins 
during the bonus game increases, whereby the player's Sense 
of expectation for the bonus game can be raised even further, 
thus raising the effectiveness. 
0203) Note that the gaming machine of the present inven 
tion is explained in Specific terms based on gaming 
machines according to the respective embodiments in the 
first, Second and third embodiments. However, the present 
invention is not restricted to the above-mentioned gaming 
machines So long as the constructions and effects of the 
present invention are present. 
0204. In the above-mentioned embodiments, explanation 
is given regarding the case where there is one Sub reel, but 
the number of Sub reels is not restricted. There may be two 
or more than two. Furthermore, the points may be displayed 
on the liquid crystal device. 
0205 The timing at which the rotation speed modifica 
tion Switch is operated may be before the operation of the 
Start Switch. In this case, the player operates the rotation 
Speed modification Switch based on the effect displays from 
the previous game, so the CPU also determines whether or 
not the operation to change the rotation Speed is valid based 
on the effect displays from the previous game. 

0206 Furthermore, the condition for enabling modifica 
tion of the rotation Speed of the above-mentioned main reels 
is not restricted only to the display pattern of the Sub reel. It 
is also possible to establish condition Setting means other 
than the Sub reel. For example, a lamp or the like may be 
provided at a position located Somewhere on the housing of 
the gaming machine (a position visible to the player, for 
example on the front Surface panel or on the housings top 
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Surface), and the condition may be satisfied when this lamp 
or the like lights up or blinks at predetermined timing or in 
a predetermined color. Furthermore, the condition may also 
be satisfied when a predetermined Symbol is displayed on 
the Screen of the liquid crystal display device or the like. 
0207 Furthermore, the modification of the rotation speed 
of the main reels is not restricted to only two levels, and may 
be set to three levels or more. Furthermore, the above 
mentioned number of points to be consumed can be set to a 
plurality of levels and the number of points to be consumed 
may be applied as appropriate. Also the instruction pattern 
(an instruction signal which can be perceived by the Visual 
Sense, auditory senses, or the like) as a premise of point 
consumption may be any Sort of patterns. 
What is claimed is: 

1. A gaming machine, comprising: 
a plurality of reels, having a plurality of symbols arranged 
on the periphery thereof; rotation Stop instruction input 
unit which gives an instruction to Stop the rotation of 
the reels, and 

rotation Speed modification instruction input unit which 
modifies the rotation Speed of the reels when a prede 
termined condition is Satisfied; 

wherein the rotation Speed modification instruction input 
unit is operable by a player of the gaming machine. 

2. The gaming machine according to claim 1, further 
including a condition determination reel, separate from the 
plurality of reels, wherein the Satisfaction of the predeter 
mined condition is determined according to a display pattern 
on the condition determination reel. 

3. The gaming machine according to claim 1, wherein the 
predetermined condition is a condition that occurs during a 
bonus game. 

4. The gaming machine according to claim 3, wherein the 
game during the bonus game is a free game. 

5. The gaming machine according to claim 1, 
wherein the plurality of reels is a plurality of main reels, 
the rotation Stop instruction input unit is a stop Switch, and 
the rotation Speed modification instruction input unit is a 

rotation Speed modification Switch provided in a man 
ner So as to be operable by a player, 
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wherein the gaming machine further comprises a Sub reel, 
on the periphery of which are arranged a plurality of 
Symbols for producing effects, 

wherein the rotation Speed modification Switch becomes 
operable when a particular effect is displayed by the 
Symbol on the Sub reel that is stopped/displayed. 

6. The gaming machine according to claim 5, further 
comprising: 

point awarding unit which awards a predetermined num 
ber of points when a predetermined condition is Satis 
fied; 

point Subtracting unit which Subtracts a predetermined 
number of points when the rotation Speed modification 
Switch is operated; and 

point Storing unit which Stores a total Sum of points, based 
on the results of the operations by the point awarding 
unit and the point Subtracting unit; 

wherein the rotation Speed modification Switch becomes 
operable when the number of points stored by the point 
Storing unit is equal to or greater than the number of 
points to be Subtracted by the point Subtracting unit. 

7. The gaming machine according to claim 6, wherein 
numbers of points to be Subtracted by the point Subtracting 
units are categorized into a plurality of levels. 

8. A gaming machine playing method, in which Said 
gaming machine is provided with a plurality of reels, having 
a plurality of Symbols arranged on the periphery thereof; 
rotation Stop instruction input unit which gives an instruc 
tion to Stop the rotation of the reels, and rotation Speed 
modification instruction input unit which modifies the rota 
tion Speed of the reels when a predetermined condition is 
Satisfied, 

wherein the method comprises: 

a rotation Speed modification instruction input Step in 
which the rotation speed modification instruction input 
is performed by a player of the gaming machine. 


