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ABSTRACT OF THE DISCLOSURE

Agamingmachineof thepresentinventioncomprises: output
means for outputting, by an operation of a player, a start signal
indicating start of a game; winning combination determination
means for determining a winning combination by a lottery
according to reception of the start signal; means for paying
out game media according to the determined winning combination;
and means for issuing, when the number of games accumulatively
counted each time a game is played reaches a set value that is
an object of comparison with said number of games, a recorded
storage medium on which predetermined gift information is
recorded.
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TITLE OF THE INVENTION

GAMING MACHINE, GAME CONTROL METHOD AND GAME SYSTEM

CROSS—REFERENCE TO RELATED APPLICATIONS
[0001]
This application claims benefit of priority based on
PCT/JP2005/015809 filed on August 30, 2005. The contents of

this application are incorporated herein by reference in their

entirety.

BACKGROUND OF THE INVENTION
FIELD OF THE INVENTION
[0002]

The present invention relates to a gaming machine such
as a slot machine in which a game is conducted using a game media
(game valuable) such as a coin and the like, a game control method
for the gaming machine, and a game system comprising the gaming

machine and a control device.

DISCUSSION OF THE BACKGROUND
[0003]

Conventionally, in a facility in which gaming machines
suchasaslotmachineareinstalled,agameisplayedbyinserting
various kinds of game media such as a coin, cash and the like
into a gaming machine. Each gaming machine pays out a dividend
toa;ﬂayeraccordingtoapmizewiningstate(aresultofplaying
the game) generated while the game is in progress.

[0004]

In a casino where plural slot machines are installed, a
credit spent in each slot machine is partly reserved and in a
case where the reservation reaches a predetermined amount, one
of the slot machines provides a so-called “jackpot” paying out
a big amount, which is not paid out in an ordinary hit (JP-A
2003-117053). In such slot machines, a hit in each machine
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usually occurs on a preset probability and a player advances
a game with expectation of the hit to be encountered. One of
the slot machines has a chance to hit a jackpot at a timing in
a lottery different from a common lottery in which a hit based
on the above-mentioned probability is set in the slot machines.
Generally, plural casinos are interconnected in a network in
order to increase a payout amount in a jackpot.

[0005]

Furthermore, a system has been available in which a host
computer and plural gaming machines are interconnected on a
network and the generating of a bonus in the gaming machines
is controlled by the host computer (U.S. Patent No. 5,820,459).
In this system, not only is the number of coins inserted into
eachgamingmachineaddedup,butpartofatotalnumberofinserted
coins in the plural gaming machines are separately added up as
a bonus pool. The host computer gives a bonus qualification
to a gaming machine in which the number of inserted coins reaches
a predetermined number. The host computer transmits a command
toonegamingmachineselectedfromgamingnmchineshavingbonus
qualification, when a value of the bonus pool reaches a
predetermined threshold value. The gaming machine which
received the command is enabled to play a bonus game high in
gambling characteristic.

[0006]

Hitherto, a gaming machine exists that issues a ticket
on which information of value is printed according to generation
of a special game such as generation of a game event or generation
of a bonus event when the number of games reaches a predetermined
number or when the payment balance in terms of game media reaches
a predetermined number (JP-A 2002-526217). In the gaming
machine disclosed in JP-A 2002-526217, when a special game is
forcedly generated or a predetermined special game generation
condition is satisfied, a ticket is issued.

[0007]
In a slot machine described in JP-A 2003-117053, however,
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it is a player who plays a game in a gaming machine selected
in a lottery that enjoys a profit from a jackpot. Hence, there
has arisen a case where a player having spent many coins cannot
enjoy a profit from a jackpot at all, but another player who
has just started the game acquires a jackpot profit.

[0008]

In the system described in U.S. Patent No. 5,820,459 as
well, a chance to acquire the profit of a bonus game is one of
gaming machines inwhicha total number of inserted coins reaches
a predetermined number. A chance to acquire the profit of a
bonus game is not always given to a player having spent many
coins. Therefore, in the system described in U.S. Patent No.
5,820,459, there has arisen a case where a player having spent
many coins cannot secure the profit of a bonus game and another
player who has just started the game acquires a bonus game profit,
in a similar way to that in a slot machine described in JP-A
2003-117053.

[0009]

In the system described in U.S Patent No. 5,820,459, part
of the number of inserted coins in each of plural gaming machines
is added up as a bonus pool. Hence, in a case where an operation
rate of the gaming machines in the system is low, a player, who
has spent many of coins, has had a possibility not to be rewarded
by the profit of a bonus game since the value of the bonus pool
does not reaches a predetermined threshold value.

[(0010]

Tf such circumstances occur, a player who has spent many
coins may feel unpleasant against the game, build up distrust
thereto, or lose interest in or a concern on the game.
[0011]

In the gaming machine disclosed in JP-A 2002-526217, when
a special game is forcedly generated, the course of a game is
disturbed in such a manner that the result of a lottery in the
game (game in which a special game is generated) is not reflected
in the game. Further, in the configuration where a ticket is
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issued when a predetermined special game generation condition
is satisfied, as long as a special game cannot be generated,
even a player who has spent a large number of coins cannot enjoy
a profit of the special game. Consequently, when the number
of games reaches a predetermined number or when the payment
palance in terms of game media reaches a predetermined number,
it is necessary to ensure a player who has spent a large number
ofcoinsacertaindegreeofprofitwithoutdisturbingthecourse
of a game.
[0012]

The contents of JP-A 2003-117053, JP-A 2002-526217 and
U.S. Patent No. 5,820,459 are incorporated herein by reference

in their entirety.

SUMMARY OF THE INVENTION

[0013]

The present invention has been made in light of the
above-mentioned problems and it is an object of the present
invention to provide: a gaming machine capable of preventing,
without disturbing the course of a game, a player who has spent
many of the game media such as coins from feeling unpleasant
againstagame,buildingupadistrustthereto,orlosinginterest

in or a concern on the game; a control device; and a game system.

MEANS FOR SOLVING THE PROBLEM
[0014]

Inorder tosolve the above-mentionedproblems, thepresent
invention provides the following configuration:

(1) A gaming machine comprising means for issuing, when
the number of games accumulatively counted each time a game is
played reaches a set value that is an object of comparison with
the number of games, a recorded storage medium on which
predetermined gift information is recorded.

[0015]
According to the configuration (1), when the number of
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games reaches a set value that is an object of comparison with
the number of games, the gamingmachine issues a recorded storage
medium (for example, a receipt) on which predetermined gift
information is recorded. Hence, even when a large number of
gamemediahavebeenspent,therecordedstoragemediumisissued
if the game is played until the number of games reaches the set
value. Thus, aplayer cancertainly receive a returnasaresult
of playing the game until the number of games reaches the set
value. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against the
game, building up distrust thereto, or losing interest in or
a concern on the game.

[0016]

The present invention provides the following
configuration:

(2) A gaming machine connected through a communication
line to a control device which accumulatively counts the number
of games for every gaming machine of plural gaming machines,
comprising:

means for transmitting an identification information of
the gaming machine to the control device through the
communication line each time a game is played;

means for receiving a command signal transmitted from the
control device when the number of games accumulatively counted
by the control device based on the identification information
of the gaming machine reaches a set value that is an object of
comparison with the number of games; and

means for issuing, based on the command signal, a recorded
storage medium on which predetermined gift information is
recorded.

[0017]

According toc the configuration (2), when the number of
games counted by the control device reaches a set value that
is an object of comparison with the number of games, the gaming

machine issues a recorded storage medium on which predetermined
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gift information is recorded. Hence, even when a large number
of game media have been spent, the recorded storage medium is
issued if the game is played until the number of games reaches
the set value. Thus, a player can certainly receive a return
as a result of playing the game until the number of games reaches
the set value. As a result, aplayer who has spent a large number
of game media can be prevented from feeling unpleasant against
the game, building up distrust thereto, or losing interest in
or a concern on the game.

[0018]

The present invention provides the following
configuration:

(3) A gaming machine comprising:

means for accumulatively counting the number of games each
time a game is played;

means for storing predetermined gift information;

means for determining whether or not the number of games
has reached a set value set as an object of comparison with the
number of games; and

means for issuing, when the number of games is determined
to have reached the set value, a recorded storage medium on which
predetermined gift information is recorded.

[0019]

According to the configuration (3), when the number of
games reaches a set value that is an object of comparison with
the number of games, the gamingmachine issues a recorded storage
medium on which predetermined gift information is recorded.
Hence, even when a large number of game media have been spent,
the recorded storage medium is issued if the game is played until
the number of games reaches the set value. Thus, a player can
certainly receive a return as a result of playing the game until
the number of games reaches the set value. As aresult, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against thegame, buildingupdistrust thereto,

or losing interest in or a concern on the game.
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[0020]

The present invention provides the following

configuration:

(4) A gaming machine comprising:

output means for outputting, by an operation of a player,

a start signal indicating start of a game;

winning combination determination means for determining

a winning combination by a lottery according to reception of

the start signal;

means for paying out game media according tothe determined

winning combination; and

means for issuing, when the number of games accumulatively

counted each time a game is played reaches a set value that is

an object of comparison with the number of games, a recorded

storage medium on which predetermined gift information is

recorded.
[0021]

According to the configuration (4), the gaming machine

pays out game media (for example, coins) according to a winning

combination determined by a lottery each time a game is played.

Meanwhile, when the number of games reaches a set value that

is an object of comparison with the number of games, the gaming

machine issues a recorded storage medium (for example, a ticket)

onwhich predetermined gift informationis recorded. Therefore,

the player can clearly recognize that the obtained profit is

based on the number of games. Further, even when a large number

of game media have been spent, the recorded storage medium is

issued if the game is played until the number of games reaches

the set value, so that a player can certainly receive a return

as a result of playing the game until the number of games reaches

the set value.
[0022]

When the number of games reaches the set value, the recorded

storage medium is issued, but there is no influence on the game

being played.

That is, the flow of a game is not disturbed by
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a special game or the like which is suddenly generated during
a game being played. Therefore, a player who has spent a large
number of game media can be prevented from feeling unpleasant
against agame, buildingupadistrust thereto, orlosinginterest
in or a concern on the game without disturbing the course of
the game.

[0023]

The present invention provides the following
configuration:

(5) A gaming machine connected through a communication
line to a control device which accumulatively counts the number
of games for every gaming machine of plural gaming machines,
comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out game media according to the determined
winning combination;

means for transmitting an identification information of
the gaming machine to the control device through the
communication line each time a game is played;

means for receiving a command signal transmitted from the
control device when the number of games accumulatively counted
by the control device based on the identification information
of the gaming machine reaches a set value that is an object of
comparison with the number of games; and

means for issuing, based on the command signal, a recorded
storage medium on which predetermined gift information is
recorded.

[0024]

According to the configuration (5), the gaming machine

pays out game media according toawinning combination determined

by a lottery each time a game is played. Meanwhile, when the
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number of games counted by the control device reaches a set value,
the gamingmachine issues a recorded storagemedium. Therefore,
the player can clearly recognize that the obtained profit is
based on the number of games. Further, even when a large number
of game media have been spent, the recorded storage medium is
issued if the game is played until the number of games reaches
the set value, so that a player can certainly receive a return
as a result of playing the game until the number of games reaches
the set value.

Further, since the flow of a game is not disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0025]

The present invention provides the following
configuration:

(6) A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out game media according to the determined
winning combination;

means for accumulatively counting the number of games each
time a game is played;

means for storing predetermined gift information;

means for determining whether or not the number of games
has reached a set value set as an object of comparison with the
number of games; and

means for issuing, when the number of games is determined
to have reached the set value, a recorded storage medium on which

predetermined gift information is recorded.
[0026]
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According to the configuration (6), the gaming machine
pays out game media according toawinningcombinationdetermined
by a lottery each time a game is played. Meanwhile, when the
number of games reaches a set value, the gaming machine issues
a recorded storage medium. Therefore, the player can clearly
recognize that the obtained profit is based on the number of
games. Further, even when a large number of game media have
been spent, the recorded storage medium is issued if the game
is played until the number of games reaches the set value, so
that aplayer cancertainlyreceiveareturnasaresultofplaying
the game until the number of games reaches the set value.

Further, since the flow of a game is not disturbed, a player
who has spent a large number of game media can be prevented from
feelingunpleasant against agame, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0027]

The present invention provides the following
configuration:

(7) The gaming machine according to any of the
configurations (1} to (6), wherein the means for issuing the
recorded storage medium issues, when the number of games reaches
the set value that is an object of comparison with the number
of games, a recorded storage medium on which gift information

corresponding to a predetermined number of game media is
recorded.

[0028])

According to the configuration (7), the gaming machine
issues a recorded storage medium on which gift information
corresponding to a predetermined number of game media
(information such that the recorded storage medium can be
exchanged for 1,000 medals) is recorded. As a result, a player
who has spent a large number of game media canbe further prevented
from feeling unpleasant against the game, building up distrust
thereto, or losing interest in or a concern on the game.

H:V¥AngiesVkeep¥SpeciVP59725 as filed AU.doc 1/02/06
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[0029]

The present invention provides the following
configuration:

(8) A gaming machine equipped with a processing device

wherein

the processing device executes:

a processing issuing, when the number of games
accumulatively counted each time a game is played reaches a set
value that is an object of comparison with the number of games,
arecordedstoragemediumonwhichpredeterminedgiftinformation
is recorded.

[0030]

According to the configuration (8), when the number of
games reaches a set value, the gaming machine issues a recorded
storage medium. Therefore, even when a large number of game
media have been spent, the recorded storage medium is issued
if the game is played until the number of games reaches the set
value, so that a player can certainly receive a return as a result
of playing the game until the number of games reaches the set
value. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against a
game, building up a distrust thereto, or losing interest in or
a concern on the game.

(0031]

The present invention provides the following
configuration:

(9) A gaming machine

equipped with a processing device and a storage device,
and

connected through a communication line to a control device
which accumulatively counts the number of games for every gaming
machine of plural gaming machines,

wherein

the processing device executes:

a processing transmitting an identification information
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of the gaming machine stored in the storage device to the control
device through the communication line each time a game is played;

a processing receiving a command signal transmitted from
the control device when the number of games accumulatively
counted by the control device based on the identification
information of the gaming machine reaches a set value that is
an object of comparison with the number of games; and

a processing issuing, based on the command signal, a
recorded storage medium on which predetermined gift information
is recorded.

[0032]

According to the configuration (9), when the number of
games counted by the control device reaches a set value, the
gaming machine issues a recorded storage medium. Therefore,
evenwhena large number of gamemediahavebeenspent, the recorded
storage medium is issued if the game is played until the number
of games reaches the set value, so that a player can certainly
receive a return as a result of playing the game until the number
of games reaches the set value. As a result, a player who has
spent a large number of game media can be prevented from feeling
unpleasant against a game, building up a distrust thereto, or
losing interest in or a concern on the game.

[0033]

The present invention provides the following
configuration:

(10) A gaming machine equipped with a processing device
and a storage device,

wherein

the processing device executes:

a processing accumulatively counting the number of games
each time a game is played:;

aprocessingdeterminingwhether or not the number of games
has reached a set value set as an object of comparison with the
number of games; and

a processing, when the number of games is determined to
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have reached the set value, reading predetermined gift
information stored in the storage device, recording the
predetermined gift information on a storage medium and issuing
the resultant recorded storage medium.

[0034]

According to the configuration (10), when the number of
games reaches a set value, the gaming machine issues a recorded
storage medium. Therefore, even when a large number of game
media have been spent, the recorded storage medium is issued
if the game is played until the number of games reaches the set
value, sothat aplayer cancertainly receive a return as a result
of playing the game until the number of games reaches the set
value. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against a
game, building up a distrust thereto, or losing interest in or
a concern on the game.

[0035]

The present invention provides the following
configuration:

(11) A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of aplayer, a start signal indicating start of a game,

wherein

the processing device executes:

aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in the storage device
according to reception of the start signal which is output from
the output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination; and

a processing issuing, when the number of games
accumulatively counted each time a game is played reaches a set
value that is an object of comparison with the number of games,

arecordedstoragemediumonwhichpredeterminedgiftinformation
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is recorded.
[0036]

According to the configuration (11), the gaming machine
pays out gamemedia according toawinning combinationdetermined
by a lottery each time a game is played. Meanwhile, when the
number of games reaches a set value, the gaming machine issues
a recorded storage medium. Therefore, the player can clearly
recognize that the obtained profit is based on the number of
games. Further, even when a large number of game media have
been spent, the recorded storage medium is issued if the game
is played until the number of games reaches the set value, so
that aplayercancertainlyreceiveareturnasaresult of playing
the game until the number of games reaches the set value.

Further, since the flowof a game is not disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,

or losing interest in or a concern on the game without disturbing

the course of the game.
[0037]

The present invention provides the following
configuration:

(12) A gaming machine

equipped with a processing device, a storage device and
an output device for outputting, by an operation of a player,
a start signal indicating start of a game, and

connected through a communication line to a control device
which accumulatively counts the number of games for every gaming
machine of plural gaming machines,

wherein

the processing device executes:

aprocessingdeterminingonewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in the storage device
according to reception of the start signal which is output from

the output device and indicates start of a game;

H:VAngiesvkeep¥SpeciVP59725 as filed AU.doc 1/02/06




01 Feb 2006

2006200435

10

15

20

25

30

35

16

a processing paying out game media according to the
determined winning combination;

a processing transmitting an identification information
of the gaming machine stored in the storage device to the control
device through the communication line each time a game is played:;

a processing receiving a command signal transmitted from
the control device when the number of games accumulatively
counted by the control device based on the identification
information of the gaming machine reaches a set value that is
an object of comparison with the number of games; and

a processing issuing, based on the command signal, a
recorded storage medium on which predetermined gift information
is recorded.

[0038]

According to the configuration (12), the gaming machine
pays out game media according toawinning combinationdetermined
by a lottery each time a game 1s played. Meanwhile, when the
number of games counted by the control device reaches a set value,
the gamingmachine issues a recorded storagemedium. Therefore,
the player can clearly recognize that the obtained profit is
based on the number of games. Further, even when a large number
of game media have been spent, the recorded storage medium is
issued if the game is played until the number of games reaches
the set value, so that a player can certainly receive a return
as a result of playing the game until the number of games reaches
the set value.

Further, since the flowof a game is not disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against agame, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0039]
The present invention provides the following

configuration:

(13) A gaming machine equipped with a processing device,
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a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,
wherein

the processing device executes:

aprocessingdeterminingonewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in the storage device
according to reception of the start signal which is output from
the output device and indicates start of a game:;

a processing paying out game media according to the
determined winning combination;

a processing accumulatively counting the number of games
each time a game is played;

aprocessingdetermining whether or not the number of games
has reached a set value set as an object of comparison with the
number of games; and

a processing, when the number of games is determined to
have reached the set value, reading predetermined gift
information stored in the storage device, recording the
predetermined gift information on a storage medium and issuing
the resultant recorded storage medium.

[(0040]

According to the configuration (13), the gaming machine
pays out game media according toawinning combination determined
by a lottery each time a game is played. Meanwhile, when the
number of games reaches a set value, the gaming machine issues
a recorded storage medium. Therefore, the player can clearly
recognize that the obtained profit is based on the number of
games. Further, even when a large number of game media have
been spent, the recorded storage medium is issued if the game
is played until the number of games reaches the set value, so
that aplayercancertainlyreceiveareturnasaresult of playing
the game until the number of games reaches the set value.

Further, since the flowof a game is not disturbed, aplayer

who has spent a large number of game media can be prevented from
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feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0041]

The present invention provides the following
configuration:

(14) The gaming machine according to any of the
configurations (8) to (13), wherein the processing device
executes a processing issuing, when the number of games reaches
a set value that is an object of comparison with the number of
games, a recorded storage medium on which gift information
corresponding to a predetermined number of game media is
recorded.

[0042]

According to the configuration (14), the gaming machine
issues a recorded storage medium on which gift information
corresponding toapredetermined number of gamemedia is recorded.
As a result, a player who has spent a large number of game media
can be further prevented from feeling unpleasant against the
game, building up distrust thereto, or losing interest in or
a concern on the game,

[0043]

The present invention provides the following
configuration:

(15) A gaming machine comprising means for issuing, when
a payment balance in terms of game media accumulatively counted
each time a game is played falls to or below a set value that
is an object of comparison with the payment balance in terms
of game media, a recorded storage medium on which predetermined
gift information is recorded.

[0044]

Accordingtotheconfiguration (15), whenapaymentbalance
in terms of game media falls to or below a set value that is
an object of comparison with the payment balance in terms of

game media, the gaming machine issues a recorded storage medium
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on which predetermined gift information is recorded. Hence,
evenwhenalargenumber of gamemedia havebeenspent, the recorded
storage medium is issued if the game is played until the payment
balance in terms of game media falls to or below the set value,
Thus, a player can certainly receive a return as a result of
playing the game until the payment balance in terms of game media
falls to or below the set value. As a result, a player who has
spent a large number of game media can be prevented from feeling
unpleasant against the game, building up distrust thereto, or
losing interest in or a concern on the game.

[0045]

The present invention provides the following
configuration:

(16) A gaming machine connected through a communication
line to a control device thch accumulatively counts a payment
balance in terms of game media for every gaming machine of plural
gaming machines, comprising:

means for transmitting, each time a game is played, the
payment balance in the game in terms of game hedia and an
identification information of the gaming machine to the control
device through the communication line;

means for receiving a command signal transmitted from the
control device when the payment balance in terms of game media
accumulatively counted by the control device, based on the
identification information of the gamingmachine and the payment
balance in the game in terms of game media, reaches a set value
that is an object of comparison with the payment balance in terms
of game media; and

means for issuing, based on the command signal, a recorded
storage medium on which predetermined gift information is
recorded.

[0046]

Accordingtotheconfiguration (16), whenapayment balance
in terms of game media counted by the control device falls to

or belowa set value, the gamingmachine issues a recorded storage
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medium. Hence, even when a large number of game media have been
spent, the recorded storagemediumis issuedif the game isplayed
until the payment balance in terms of game media falls to or
below the set value. Thus, a player can certainly receive a
return as a result of playing the game until the payment balance
in terms of game media falls to or below the set value. As a
result, a player who has spent a large number of game media can
be prevented from feeling unpleasant against the game, building
up distrust thereto, or losing interest in or a concern on the
game.
[0047]

The present invention provides the following
configuration:

(17) A gaming machine comprising:

means for accumulatively counting a payment balance in
terms of game media each time a game is played;

means for storing predetermined gift information;

means for determining whether or not the payment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

means for issuing, when the payment balance in terms of
game media is determined to have fallen to or below the set value,
arecordedstoragemediumonwhichpredeterminedgiftinformation
is recorded.
[0048]

Accordingtotheconfiguration (17), whenapaymentbalance
in terms of game media falls to or below a set value, the gaming
machine issues a recorded storage medium. Hence, even when a
large number of game media have been spent, the recorded storage
medium is issued if the game is played until the payment balance
in terms of game media falls to or belcw the set value. Thus,
a player can certainly receive a return as a result of playing
the game until the payment balance in terms of game media falls

to or below the set value. As a result, a player who has spent
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a large number of game media can be prevented from feeling
unpleasant against the game, building up distrust thereto, or
losing interest in or a concern on the game.
[0049]

The present invention provides the following
configuration:

(18) A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according to the determined
winning combination; and

means for issuing, when a payment balance in terms of game
media falls toor belowa set value that is anobject of comparison

with thepaymentbalance interms of gamemedia, a recorded storage

medium on which predetermined gift information is recorded.
[0050]

According to the configuration (18), the gaming machine
pays out game media (for example, coins) according to a winning
combination determined by a lottery each time a game is played.
Meanwhile, when the payment balance in terms of game media falls
to or below a set value that is an object of comparison with
the payment balance in terms of game media, the gaming machine
issues a recorded storage medium on which predetermined gift
information is recorded. Therefore, the player can clearly
recognize that theobtainedprofit isbasedonthe payment balance
in terms of game media. Further, even when a large number of
game media have been spent, the recorded storagemediumis issued
if the game is played until the payment balance in terms of game
media falls to or below the set value, so that a player can
certainly receive a return as a result of playing the game until

the payment balance in terms of game media falls to or below
the set value.
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[0051]

Further, when the payment balance in terms of game media
falls to or below the set value, the recorded storage medium
is issued, but there is no influence on the game being played.
That is, the flow of a game is not disturbed by a special game
orthelikewhichis suddenlygeneratedduringagamebeingplayed.
Therefore, a player who has spent a large number of game media
canbeprevented fromfeelingunpleasant against a game, building
up a distrust thereto, or losing interest in or a concern on
the game without disturbing the course of the game.

[0052]

The present invention provides the following
configuration:

(19) A gaming machine connected through a communication
line to a control device which accumulatively counts a payment
balance in terms of game media for every gaming machine of plural
gaming machines, comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according to the determined
winning combination;

means for transmitting, each time a game is played, the
payment balance in the game in terms of game media and an
identification information of the gaming machine to the control
device through the communication line;

means for receiving a command signal transmitted from the
control device when the payment balance in terms of game media
accumulatively counted by the control device, based on the
identification information of the gamingmachine and the payment
balance in the game in terms of game media, reaches a set value

that is an object of comparison with the payment balance in terms
of game media; and
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means for issuing, based on the command signal, a recorded
storage medium on which predetermined gift information is
recorded.

[0053]

According to the configuration (19), the gaming machine
pays out gamemedia accordingtoawinningcombinationdetermined
by a lottery each time a game is played. Meanwhile, when the
payment balance in terms of game media counted by the control
device falls to or below a set value, the gaming machine issues
a recorded storage medium. Therefore, the player can clearly
recognize that theobtainedprofitisbasedonthe paymentbalance
in terms of game media. Further, even when a large number of
game media have been spent, the recorded storagemedium is issued
if the game is played until the payment balance in terms of game
media falls to or below the set value, so that a player can
certainly receive a return as a result of playing the game until
the payment balance in terms of game media falls to or below
the set wvalue.

Further, since the flow of a game is not disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0054]

The present invention provides the following
configuration:

(20) A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according to the determined
winning combination;

means for accumulatively counting a payment balance in
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terms of game media each time a game is played;

means for storing predetermined gift information;

means for determining whether or not the payment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

means for issuing, when the payment balance in terms of
gamemedia is determined to have fallen to or below the set value,
arecordedstoragemediumonwhichpredeterminedgift information
is recorded.
[0055]

According to the configuration (20), the gaming machine
pays out gamemedia according toawinning combinationdetermined
by a lottery each time a game is played. Meanwhile, when the
payment balance in terms of game media falls to or below a set
value, the gaming machine issues a recorded storage medium.
Therefore, the player can clearly recognize that the obtained
profit is based on the payment balance in terms of game media.
Further, even when a large number of game media have been spent,
the recorded storage medium is issued if the game is played until
the payment balance in terms of game media falls to or below
the set value, so that a player can certainly receive a return
as a result of playing the game until the payment balance in
terms of game media falls to or below the set value.

Further, since the flowof a game isnot disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0056]

The present invention provides the following
configuration:

(21) The gaming machine according to any of the
configurations (15) to (20), wherein the means for issuing the

recorded storagemediumissues, when the payment balance in terms
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of game media falls to or below the set value that is an object
of comparison with the payment balance in terms of game media,
arecordedstoragemediumonwhichgiftinformationcorresponding
to a predetermined number of game media is recorded.

[0057]

According to the configuration (21), the gaming machine
issues a recorded storage medium on which gift information
corresponding to apredetermined number of game media is recorded.
As a result, a player who has spent a large number of game media
canbeprevented fromfeelingunpleasant against a game, building
up a distrust thereto, or losing interest in or a concern on
the game.

[0058]

The present invention provides the following
configuration:

(22) A gaming machine equipped with a processing device

wherein

the processing device executes:

a processing issuing, when a payment balance in terms of
game media falls to or below a set value that is an object of
comparison with the payment balance in terms of game media, a
recorded storage mediumon which predetermined gift information
is recorded.

[0059]

According totheconfiguration (22), whenapaymentbalance
in terms of game media falls to or below a set value, the gaming
machine issues a recorded storage medium. Hence, even when a
large number of game media have been spent, the recorded storage
medium is issued if the game is played until the payment balance
in terms of game media falls to or below the set value. Thus,
a player can certainly receive a return as a result of playing
the game until the payment balance in terms of game media falls
to or below the set value. As a result, a player who has spent
a large number of game media can be prevented from feeling

unpleasant against the game, building up distrust thereto, or
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losing interest in or a concern on the game.
[0060]

The present invention provides the following
configuration:

(23) A gaming machine

equipped with a processing device and a storage device,
and

connected through a communication line toa control device
which accumulatively counts a payment balance in terms of game
media for every gaming machine of plural gaming machines,

wherein

the processing device executes:

a processing transmitting the numbers, being stored in
the storage device, of game media inserted and paid out in the
game and an identification information of the gaming machine
to the control device through the communication line each time
a game is played;

a processing recelving a command signal transmitted from
the control device when the payment balance in terms of game
media accumulatively counted by the control device, based on
the identification information of the gaming machine and the
numbers of game media inserted and paid out in the game, falls
to or below a set value that is an object of comparison with
the payment balance in terms of game media; and

a processing issuing, based on the command signal, a
recorded storage medium on which predetermined gift information
is recorded.

[0061]

Accordingtotheconfiguration (23), whenapayment balance
in terms of game media counted by the control device falls to
or belowa set value, the gamingmachine issues a recorded storage
medium. Hence, even when a large number of game media have been
spent, the recorded storagemediumis issuedif the game isplayed
until the payment balance in terms of game media falls to or

below the set value. Thus, a player can certainly receive a
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return as a result of playing the game until the payment balance
in terms of game media falls to or below the set value. As a
result, a player who has spent a large number of game media can
be prevented from feeling unpleasant against the game, building
up distrust thereto, or losing interest in or a concern on the
game.
[0062]

The present invention provides the following
configuration:

(24) A gaming machine equipped with a processing device
and a storage device,

wherein

the processing device executes:

a processing accumulatively counting a payment balance
in terms of game media each time a game is played;

aprocessingdeterminingwhether ornot thepaymentbalance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

a processing, when the payment balance in terms of game
media is determined to have fallen to or below the set value,
reading predetermined gift information stored in the storage
device, recording thepredeterminedgift informationonastorage
medium and issuing the resultant recorded storage medium.
[0063]

Accordingtotheconfiguration (24), whenapaymentbalance
in terms of game media falls to or below a set value, the gaming
machine issues a recorded storage medium. Hence, even when a
large number of game media have been spent, the recorded storage
medium is issued if the game is played until the payment balance
in terms of game media falls to or below the set value. Thus,
a player can certainly receive a return as a result of playing
the game until the payment balance in terms of game media falls
to or below the set value. As a result, a player who has spent

a large number of game media can be prevented from feeling
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unpleasant against the game, building up distrust thereto, or
losing interest in or a concern on the game.
[0064]

The present invention provides the following
configuration:

(25) A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,

wherein

the processing device executes:

aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in the storage device
according to reception of the start signal which is output from
the output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination; and

a processing issuing, when a payment balance in terms of
game media falls to or below a set value that is an object of
comparison with the payment balance in terms of game media, a

recorded storage medium on which predetermined gift information
is recorded.

[0065]

According to the configuration (25), the gaming machine
pays out gamemedia according toawinning combinationdetermined
by a lottery each time a game is played. Meanwhile, when the
payment balance in terms of game media falls to or below a set
value, the gaming machine issues a recorded storage medium.
Therefore, the player can clearly recognize that the obtained
profit is based on the payment balance in terms of game media.
Further, even when a large number of game media have been spent,
the recorded storage medium is issued if the game is played until
the payment balance in terms of game media falls to or below
the set value, so that a player can certainly receive a return
as a result of playing the game until the payment balance in
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terms of game media falls to or below the set value.

Further, since the flow of a game is not disturbed, aplayer
who has spent a large number of game media can be prevented from
feelingunpleasant against agame, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.

[0066]

The present invention provides the following
configuration:

(26) A gaming machine

equipped with a processing device, a storage device and
an output device for outputting, by an operation of a player,
a start signal indicating start of a game, and

connected through a communication line to a control device
which accumulatively counts a payment balance in terms of game
media for every gaming machine of plural gaming machines,

wherein

the processing device executes:

aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in the storage device
according to reception of the start signal which is output from
the output device and indicates start of a game:;

a processing paying out game media according to the
determined winning combination;

a processing transmitting the numbers, being stored in
the storage device, of game media inserted and paid out in the
game and an identification information of the gaming machine
to the control device through the communication line each time
a game is played;

a processing receiving a command signal transmitted from
the control device when the payment balance in terms of game
media accumulatively counted by the control device, based on
the identification information of the gaming machine and the
numbers of game media inserted and paid out in the game, falls
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to or below a set value that is an object of comparison with
the payment balance in terms of game media; and

a processing issuing, based on the command signal, a
recorded storage mediumon which predetermined gift information
is recorded.

[0067]

According to the configuration (26), the gaming machine
pays out game media according toawinning combinationdetermined
by a lottery each time a game is played. Meanwhile, when the
payment balance in terms of game media counted by the control
device falls to or below a set value, the gaming machine issues
a recorded storage medium. Therefore, the player can clearly
recognize that the obtainedprofit isbasedonthe payment balance
in terms of game media. Further, even when a large number of
game media have been spent, the recorded storagemedium is issued
if the game is played until the payment balance in terms of game
media falls to or below the set value, so that a player can
certainly receive a return as a result of playing the game until
the payment balance in terms of game media falls to or below
the set wvalue.

Further, since the flowof agame is not disturbed, a player
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing

the course of the game.
[0068]

The present invention provides the following
configuration:

(27) A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an

operation of a player, a start signal indicating start of a game,
wherein

the processing device executes:
aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
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executing a lottery program stored in the storage device
according to reception of the start signal which is output from
the output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination;

a processing accumulatively counting a payment balance
in terms of game media each time a game is played;

aprocessingdeterminingwhetherornot the paymentbalance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

a processing, when the payment balance in terms of game
media is determined to have fallen to or below the set value,
reading predetermined gift information stored in the storage
device, recording thepredeterminedgift informationonastorage
medium and issuing the resultant recorded storage medium.
[0069]

According to the configuration (27), the gaming machine
pays out gamemedia according toawinning combination determined
by a lottery each time a game is played. Meanwhile, when the
payment balance in terms of game media falls to or below a set
value, the gaming machine issues a recorded storage medium.
Therefore, the player can clearly recognize that the obtained
profit is based on the payment balance in terms of game media.
Further, even when a large number of game media have been spent,
the recorded storage medium is issued if the game is played until
the payment balance in terms of game media falls to or below
the set value, so that a player can certainly receive a return
as a result of playing the game until the payment balance in
terms of game media falls to or below the set value.

Further, since the flow of a game is not disturbed, a player
who has spent a large number of game media can be prevented from
feelingunpleasant against a game, buildingupadistrust thereto,
or losing interest in or a concern on the game without disturbing
the course of the game.
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[0070]

The present invention provides the following
configuration:

(28) The gaming machine according to any of the
configurations (22) to (27), wherein the processing device
executes a processing issuing, when the payment balance in terms
of game media falls to or below the set value that is an object
of comparison with the payment balance in terms of game media,
arecordedstoragemediumonwhichgiftinformationcorresponding
to a predetermined number of game media is recorded.

[0071]

According to the configuration (28), the gaming machine
issues a recorded storage medium on which gift information
corresponding toapredetermined number of game media is recorded.
As a result, a player who has spent a large number of game media
canbeprevented fromfeelingunpleasant against a game, building

up a distrust thereto, or losing interest in or a concern on
the game.

[0072]

The present invention provides the following
configuration:

(29) A gaming machine comprising:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, when the number of games played by a
player reaches a predetermined number of games, a recorded

storage medium on which predetermined gift information is
recorded.

[0073]

According to the configuration (29), when the number of
games played by aplayer reaches a predetermined number of games,
the gaming machine issues a recorded storage medium on which
predetermined gift information is recorded. Thus, a player who

has spent a large number of game media can certainly receive
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a return as a result of playing the game for a long period of
time. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against the
game, building up distrust thereto, or losing interest in or
a concern on the game.
[0074]

The present invention provides the following
configuration:

(30) A gaming machine comprising:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, when a payment balance of a player in
terms of game media reaches a predetermined payment balance,
arecordedstoragemediumonwhichpredeterminedgift information
is recorded.
[0075]

Accordingtotheconfiguration {(30), whenapaymentbalance
of aplayer interms of gamemedia reaches a predetermined payment
balance, the gaming machine issues a recorded storage medium
on which predetermined gift information is recorded. Thus, a
player who has spent a large number of game media can certainly
receive a return as a result of playing the game for a long period
of time. As a result, a player who has spent a large number
of game media can be prevented from feeling unpleasant against
the game, building up distrust thereto, or losing interest in
or a concern on the game.
[0076]

The present invention provides the following
configuration:

(31) A game control method comprising:
a step of paying out game media according to a winning

combination determined by a predetermined lottery each time a
game starts; and

a step of issuing, when the number of games played by a
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player reaches a predetermined number of games, a recorded
storage medium on which predetermined gift information is
recorded.

[0077]

According to the configuration (31), when the number of
games played by a player reaches a predetermined number of games,
the gaming machine issues a recorded storage medium on which
predetermined gift information is recorded. Thus, a player who
has spent a large number of game media can certainly receive
a return as a result of playing the game for a long period of
time. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against the
game, building up distrust thereto, or losing interest in or
a concern on the game.

[0078]

The present invention provides the following
configuration:

(32) A game control method comprising:

a step of paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

a step of issuing, when a payment balance of a player in
terms of game media reaches a predetermined payment balance,

arecordedstoragemediumonwhichpredeterminedgiftinformation
is recorded.

[0079]
Accordingtotheconfiguration (32), whenapaymentbalance
of aplayer in terms of game media reaches a predetermined payment
balance, the gaming machine issues a recorded storage medium
on which predetermined gift information is recorded. Thus, a
player who has spent a large number of game media can certainly
receive a return as a result of playing the game for a long period
of time. As a result, a player who has spent a large number
of game media can be prevented from feeling unpleasant against
the game, building up distrust thereto, or losing interest in
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or a concern on the game.
[0080]

The present invention provides the following
configuration:

(33) A game system equipped with a gaming machine and a
control device,

wherein

the control device includes

means for transmitting a signal to the gaming machine when
the number of games played in the gaming machine by a player
reaches a predetermined number of games, and

the gaming machine includes:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, according to the signal received from
the control device, a recorded storage medium on which
predetermined gift information is recorded.

(0081]

According to the configuration (33), when the number of
games played by a player reaches a predetermined number of games,
the gaming machine issues a recorded storage medium on which
predetermined gift information is recorded. Thus, a player who
has spent a large number of game media can certainly receive
a return as a result of playing the game for a long period of
time. As a result, a player who has spent a large number of
game media can be prevented from feeling unpleasant against the
game, building up distrust thereto, or losing interest in or
a concern on the game.

[0082]

The present invention provides the following
configuration:

(34) A game system equipped with a gaming machine and a
control device,

wherein
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the control device includes

means for transmitting a signal to the gaming machine when
a payment balance of a player in terms of game media reaches
a predetermined payment balance, and

the gaming machine includes:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, according to the signal received from
the control device, a recorded storage medium on which
predetermined gift information is recorded.

[0083]

Accordingtotheconfiguration (34), whenapayment balance
of aplayerin terms of gamemedia reaches a predetermined payment
balance, the gaming machine issues a recorded storage medium
on which predetermined gift information is recorded. Thus, a
player who has spent a large number of game media can certainly
receive a return as a result of playing the game for a long period
of time. As a result, a player who has spent a large number
of game media can be prevented from feeling unpleasant against
the game, building up distrust thereto, or losing interest in
or a concern on the game.

[0084]

As a result, according to the present invention, it can
be prevented for a player who has spent many of the game media
from feeling unpleasant against the game, building up distrust
thereto, or losing interest in or a concern on the game without
disturbing the course of the game.

BRIEF DESCRIPTION OF THE DRAWINGS
Fig. 1 is a schematic diagram showing the entire
construction of a game system according to one embodiment of
the present invention;
Fig. 2is aperspective view schematically showinga gaming
machine according to one embodiment of the present invention;
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Fig. 3 is a schematic view showing the symbol sequence
depicted on the outer circumferential surface of each reel;

Fig. 4 isablockdiagramshowing the internal construction
of the gaming machine shown in Fig. 2;

Fig. 5isablockdiagramshowing the internal construction
of a control device according to one embodiment of the present
invention;

Fig. 6 is a figure schematically showing an example of
correspondence table between a gaming machine identification
nunmber and a game history:;

Fig. 7 is a figure schematically showing an example of
correspondence table between a set value and the gift
information;

Fig. 8 is a figure schematically showing another example
of correspondence table between a set value and the gift
information;

Fig. 9 is a flowchart showing a procedure in an
authentication reading processing for a game program and a game
system program executed by a mother board and a gaming board
shown in Fig. 4;

Fig. 10 is a flowchart showing a subroutine of a game mode
selection processing;

Figs. 11A and 11B are figures showing an image displayed
on the lower image display panel when a game mode selection
processing is executed;

Fig. 12 is a flowchart showing a subroutine of a game
execution processing;

Fig. 13 is a flowchart showing a subroutine of a lottery
processing;

Fig. 14 isa figuredescribingarelationshipamong winning
combinations of plural kinds, establishment possibility of each
winning combination and the number of coin-out in the present
embodiment;

Fig. 15 is a flowchart showing a subroutine of a reel
rotating control processing;
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Figs. 16A to 16D are side views for describing a rotating
operation of the reel;

Fig. 17 is a schematic diagram showing a correspondence
table between the number of steps and the code No.;

Fig. 18 is flowchart showing a subroutine of a bonus game
processing;

Fig. 19 is a flowchart showing a subroutine of a return
mode processing;

Fig. 20 is a figure showing an example of image displayed
on the lower image display panel when a game state shifts to
the return mode (when a ticket is issued);

Fig. 21 is a flowchart showing a subroutine of a counting
processing;

Fig. 22 is a figure schematically showing another example
of correspondence table between a gaming machine identification
number and a game history:;

Fig. 23 is a figure schematically showing another example
of correspondence table between a set value and the gift
information;

Fig. 24 is a figure schematically showing another example
of correspondence table between a set value and the gift
information;

Fig. 25 is a flowchart showing another example of a
subroutine of a counting processing; and

Fig. 26 is a flowchart showing another example of a

subroutine of a game execution processing. .

DESCRIPTION OF THE EMBODIMENTS
[0085]

Fig. 1 is a schematic diagram showing the entire
construction of a game system according to one embodiment of
the present invention.

A game system 100 includes: plural gaming machines 10;
and a control device 200 connected to the gaming machines 10

through a predetermined communication line 10l1. Such a game
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system 100 may be constructed in one recreation facility capable
of playing various kinds of games such as a bar, a casino and
the like, or between plural recreation facilities. When the
game system is constructed in one recreation facility, the game
system 100 may be constructed on each floor or section of the
recreation facility. The communication line 101 is not
particularly limited, and may be wired or wireless, and either
a dedicated line or a switched line can be used.

[0086]

In the embodiment, the gamingmachine 10 is a slot machine.
Inthepresent invention, however, agamingmachineisnot limited
to a slot machine, and for example, a so-called single gaming
machine such as a video slot machine, a video card gaming machine
and the like may be adopted, and a so-called mass game
(multi-terminal gaming machine) such as a racing game, a bingo
game, a public lottery and the like, which is a game that takes

a predetermined time for a result to be displayed, may also be
adopted.

[0087]

In the gaming machine 10, a coin, a note or an electronic
valuable information corresponding thereto is used as a game
media. In the present invention, however, the game media is
not particularly limited, and for example, a medal, a token,
an electronic money and a ticket can be used. The ticket is
not particularly limited and may include, for example, a ticket
with a bar code as described later, and of the like tickets.
[0088]

The control device 200 controls plural gaming machines
10. Especially, in the present embodiment, the control device
200 controls a transition to a return mode in each of the gaming
machines 10. Inthe returnmode, aticket onwhichpredetermined
information is printed is issued. The control device 200 may
be a device which controls the return rate by controlling the
transition to the return mode. In such a construction, the

control device 200 may be a device which controls the return
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rates of each of the gaming machines 10 individually, or a device
which controls the return rate across all gaming machines 10
collectively.

[0089]

The control device 200 may further function as a so-called
hole server which is installed in a recreation facility having
plural gaming machines 10, or as a server which collectively
controls plural recreation facilities. Moreover, every gaming
machine 10 has its own identification number, and the source
of data transmitted to the control device 200 from each of the
gaming machines 10 is distinguished therein by their
identification numbers. The identification number is alsoused
to designate a transmission destination of data transmitted to
the gaming machine 10 from the control device 200.

[0090]

The identification number of a gaming machine corresponds
to the identification information on a gaming machine of the
present invention. The identification information on a gaming
machine of the present invention is not particularly limited,
and examples thereof may include: a letter, a symbol, a figure,
a combination thereof, and the like.

[0091)

Fig. 2isaperspectiveview schematically showinga gaming
machine according to one embodiment of the present invention.

The gaming machine 10 includes: a cabinet 11; a top box
12 placed on the upper side of the cabinet 11; and a main door
13 provided at the front face of the cabinet 11. 1Inside the
cabinet 11, three reels 14 (14L, 14C and 14R) are rotatably
installed. Twenty-two designs (hereinafter, also referred to
as symbols) are depicted as symbol sequences on the outer
circumferential surface of each of the reels 14.

[0092]

A lower image display panel 16 is provided over the reels

14 in the main door 13. The lower image display panel 16 is

provided with a transparent liquid crystal panel, and various
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kinds of information, representation image and the like
associated with the game are displayed while the game is played.
A number-of-credits display section 31 and a number-of-payouts
display section 32 are formed on the lower image display panel
16. The number of credited coins is displayed as an image on
the number-of-credits display section 31. The number of coins
to be paid out is shown as an image on the number-of-payouts
display section 32, when a combination of symbols stop displayed
on a winning line L is a predetermined combination.

[0093]

Three display windows 15 (15L, 15C and 15R), the back faces
of which are visually recognizable, are formed on the lower image
display panel 16, and through each of the display windows 15,
three of the symbols depicted on the outer circumferential
surface of each of the reels 14 are displayed. One winning line
L traversing horizontally the three display windows 15 is formed
on the lower image display panel 16. The winning line L defines
a combination of symbols. When a combination of symbols stop
displayed on the winning line L is a predetermined combination,
the number of coins corresponding to the combination and the
number of inserted coins (the number of BETs) is paid out.
[0094]

Moreover, in the present invention, for example, when:
plural winning lines L which traverse horizontally or obliquely
the three display windows 15 are formed; the winning lines L,
the number thereof which becomes effective set to be dependent
on the number of coin-in, become effective; and a combination
of symbols stop displayed on the winning line L which became
effective is a predetermined combination, the number of coins
corresponding to the stop-displayed combinationmaybe paidout.
[0095]

A touch panel 69, which is not shown in the figure, is
provided on the front face of the lower image display panel 16

and the player can input various kinds of commands by operating
the touch panel 69.
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[0096]

Provided below the lower image display panel 16 are: a
control panel 20 constituting of plural buttons 23 to 27 which
are input by the player, commands associated with progress of
thegame; acoinreceivingslot 2]l acceptingcoinsintothecabinet
11; and a note identifier 22.

[0097]

The control panel 20 is provided with: a spin button 23;
a change button 24; a CASHOUT button 25; a 1-BET button 26; and
amaximumBET button 27. The spinbutton23 isused for inputting
a command to start the rotating of the reels 14. The change
button 24 is used in a case where a player requests an attendant
of a recreation facility to exchange money. The CASHOUT button
25 is used for inputting a command to pay out credited coins
to a coin tray 18.

[0098]

The 1-BET button 26 is used for inputting a command to
bet one coin of the credited coins. The maximum BET button 27
is used for inputting a command to bet the maximum number of
coins that can be bet on one game (50 coins in the present
embodiment) of the credited coins.

[0099]

In the present invention, insertion of a game media means
that a game media is bet on a game. For example, when coins
inserted into the coin receiving slot 21 are directly bet on
a game, insertion of coins into the coin receiving slot 21
corresponds to insertion of a game media. However, when coins
insertedintothecoinreceivingslot 21 are temporarilycredited,
and the credited coins are bet on a game by operating the 1-BET
button26or themaximumBETbutton27, asinthepresent empbodiment,
the bet of the credited coins on the game corresponds to insertion
of a game media.

[0100]

The note identifier 22 is used not only for discriminating

a false note from a true note but also for accepting the true
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note into the cabinet 11. The note identifier 22 may be
configured such that a ticket 39 with a bar code which will be
described latercanberead. Abellyglass 34 onwhichcharacters
and the like of the gaming machine 10 are depicted is provided
on the front face of the lower portion of the main door 13, that
is, below the control panel 20.

[0101]

An upper image display panel 33 is provided at the front
faceofatopbox12. Theupper image displaypanel 33 isprovided
withaliquidcrystal panel and, forexample, an image tointroduce
the contents of the game or explain a game rule is displayed
thereto.

[0102]

A speaker 289 is provided in the top box 12. The speaker
29 is a sound output device. A ticket printer 35, a card reader
36, a data display 37 and a key pad 38 are provided beneath the
upper image display panel 33. The ticket printer 35 prints on
a ticket a bar code in which data such as the number of credits,
date, time, identification number of the gaming machine 10 and
of the like data are encoded, and outputs the ticket 39 with
a bar code. A player can make the ticket 39 with a bar code
to be read by a second gaming machine and play a game in the
second gaming machine, or exchange in a predetermined place (for
example, at a cashier in the casino) of a recreation facility
the ticket 39 with a bar code to notes.

[0103]

The card reader 36 is used for reading data from a smart
card and writing data onto a smart card. The smart card is a
card to be carried by a player, and for example, data to identify
a player and data concerning a history of a game played by a
player are stored thereon. Data corresponding to a coin, a note
oracreditmayalsobestoredonthesmartcard. Asanalternative
of a smart card, a magnetic stripe card may be adopted. The
data display 37 is a fluorescent display and the like, and it

is used, for example, to display data read by the card reader
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36 and data input by a player from the key pad 38. The key pad
38 is used for inputting a command or data to issue a ticket
and the like.
(0104]
Fig. 3 is a schematic view showing the symbol sequence
depicted on the outer circumferential surface of each reel.
Twenty-two symbols each are depicted on thg outer
circumferential surface of the left reel 14L, the middle reel
14 C and the right reel 14 R. A sequence of the symbols depicted
on the outer circumferential surface of each of the reels 14
is different from one another. The sequences of the symbols
are combinations of the following symbols: “JACKPOT 7", “BLUE

7, “BELL”, “CHERRY”, “STRAWBERRY”, “PLUM”, “ORANGE” and
“APPLE”.
[0105]

When the same three symbols of oneof the symbols of “"JACKPOT
7, “BLUE7”, “BELL”, “"CHERRY”, “STRAWBERRY”, “PLUM” and “ORANGE”
are stop displayed on the winning line L, a predetermined number
of credits is added to the account of the player as a credit
owned by the player (see Fig. 14). As for “CHERRY” and “ORANGE”,
even if one or two of one of the symbols are stop displayed,
a predetermined number of credits are added to the account of
the player as credits owned by the player according to the number
of the symbols stop displayed (see Fig. 14).

[0106]

The symbol sequence “APPLE” is a bonus game trigger (a
symbol to transit to a bonus game). When three of the “APPLE”
are stop displayed on the winning line L, a game state shifts
to a bonus game. In the present embodiment, a bonus game is
a free game (a game in which a predetermined number thereof can
be played without inserting coins for BET).

[0107]

The sequence of symbols depicted on each of the reels 14
are, when the spin button 23 is pressed after the 1-BET button
or the maximum BET button 27 is pressed to start a game, scroll
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displayedby scrolling downwards inthedisplaywindows 15during
the rotating of the reels 14, and after a predetermined time
elapses, the rotating of the reels 14 comes to a stop, and thus
the sequence of symbols are stopdisplayed in the display windows
15. Various kinds of winning combinations (see Fig. 14) are
predetermined based on combinations of symbols and when a
combination of symbols corresponding to a winning combination
stops on the winning line L, the number of payout coins
corresponding to the winning combination is added to credits
owned by the player. When a bonus game trigger has been
established, a bonus game is generated.

[0108]

When a return mode flag which will be described later has
been set to the state “ON”, a game state shifts to a return mode
after the symbols afe stop displayed as described above. When
a bonus game has been generated, the game state shifts to the
return mode after the bonus game is over. In the present
embodiment, if a game state shifts to the return mode, a ticket
39 with a bar code on which predetermined information is printed
is issued. In the present embodiment, the information which
is printed on the ticket 39 with a bar code is set according
to a set value described later.

[0109]

Fig. 4 isablockdiagramshowing the internal construction
of the gaming machine shown in Fig. 2.

A gaming board 50 includes: CPU (Central Processing Unit)
51, ROM 55 and boot ROM 52 which are interconnected to one another
by an internal bus; a card slot 53S which accepts a memory card

53; an IC socket 548 which accepts GAL (Generic Array Logic)
54.

[0110]

The memory card 53 is constituted of non-volatile memories
such as CompactFlash (registered trademark) and stores a game
program and a game system program. The game program contains

a lottery program. The lottery program is a program for
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determining symbols (code Nos. corresponding to the symbols)
on each of the reels 14 which are to be stop displayed on the
winning line L. The lottery program contains one or more of
symbol weighting determination data, each corresponding to
respective plural kinds of payout rates (for example, 80%, B84%
and 88%). The symbol weighting determination data is data
showing a correspondence relationship between a code No. (see
Fig. 3) of each symbol and one or plural random number values
from a predetermined numerical value range (0 to 255), for each
of the three reels 14. A payout rate is determined based on
data for setting a payout rate output from the GAL 54, and the
lottery is executed based on symbol weighting determinationdata
corresponding to the payout rate.
[0111]

The card slot 535S is configured so that the memory card
53 can be inserted therein or drawn out therefrom, and connected
to a mother board 40 through IDE bus. Therefore, a kind or
contents of a game played in the gaming machine 10 can be changed
by drawing out the memory card 53 from the card slot 53S, writing
a different game program and game system program thereon, and
inserting the memory card 53 into the card slot 53S thereafter.
Moreover, akind or contents of agame playedinthe gamingmachine
10 can also be changed by changing a memory card 53 on which
a game program and a game system programare stored toa different
memory card 53 on which a different game program and game system
program are stored.

The game program includes a program.related to progress
in a game and a program for generating a bonus game. The game
program further includes: image data and sound data output while

agame isplayed, andimagedataandsounddatausedasnotification
data.

[0112]
GAL 54 isone kindof PLDhaving anOR fixed array structure.
GAL 54 is equipped with a plurality of an input port and an output

port and when a predetermined data is input to the input port,
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data corresponding to the input data is output from the output
port. Thedataoutput fromtheoutputportistheabove-mentioned
data for setting a payout rate.

The IC socket 54S is configured such that GAL 54 can be
mounted thereto or demounted therefrom, and connected to the
mother board 40 through PCI bus. Therefore, data for setting
a payout rate output from GAL 54 can be changed by drawing out
GAL 54 from the IC socket 54S, rewriting a program stored on
GAL 54, mounting GAL 54 is to the IC socket 54S thereafter.
Moreover, data for setting a payout rate can also be changed
by changing GAL 54 to a different GAL 54.

[0113]

CPU 51, ROM 55 and boot ROM 52 interconnected to each other
by the internal bus are connected to the mother board 40 by PCI
bus. The PCI bus not only conducts signal transmission between
the mother board 40 and the gaming board 50, but also supplies
electric power to the gaming board 50 from the mother board 40.
ROM 55 stores country identification information and an
authentication program therein. Boot ROM 52 stores a
preliminary authentication program, a program for CPU 51 to
activate the preliminary authentication program (a boot code)
and the like therein.

[0114]

The authentication program is a program to authenticate
a game program and a game system program {an alteration check
program). The authentication program is stated along a
procedure for confirmation and certification that the game
program and the game system program that are objects of an
authentication capture processing are not altered, that is, a
procedure for conducting authentication of the game program and
the game system program (an authentication procedure). The
preliminary authentication program is a program for
authenticating the above-mentioned authentication program.
The preliminary authentication program is stated along a

procedure for certification that an authentication program that
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is an object of an authentication processing is not altered,
that is, a procedure for authenticating the authentication
program (an authentication procedure).

[0115]

The mother board 40 is constructed with a general-purpose
mother board commercially available (a printed circuit board
on which basic parts of a personal computer are mounted) and
includes: a main CPU 41; ROM (Read Only Memory) 42; RAM (Random
Access Memory) 43 and a communication interface 44. The main
CPU 41 is the processing device of the present invention.
[0116]

ROM 42 is constituted of a memory device such as a flash
memory and stores thereon a program such as BIOS (Basic
Input/Output System) executed by the main CPU 41 and permanent
data. When BIOS is executed by the main CPU 41, not only is
an initialization processing for predetermined peripheral
devices conducted, but a capture processing for the game program
and the game system program stored on the memory card 53 is also
started via the gaming board 50. In the present invention,
contents of ROM 42 may be rewritable or not rewritable.
[0117]

RAM43 storesdataandaprogramusedat thetimeof operation
of themain CPU 41. RAM 43 can store the authentication program
read through the gaming board 50 together with the game program
and the game system program. RAM 43 is the storage device of
the present invention.

[0118]

RAM 43 is provided with a storage region for a return mode
flag. The return mode flag is a flag to be referred to when
the gaming machine makes a choice between shifting to a return
mode and not shifting to a return mode. The storage region of
the return mode flag is constituted of a storage region with,
for example, a predetermined number of bits and the return mode
flag is turned “ON” or “OFF” according to storage contents in
the storage region. If the return mode flag is set to the state
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“ON”, the game state thereafter shifts to the return mode without
fail. RAM 43 further stores data on the number of credits, the
number of coin-in or coin-out for one game, and the like.
[0119]

The communication interface 44 is used to communicatewith
the control device 200 through the communication line 101. The
main CPU 41 transmits the number of coin-in and the number of
coin-out together with the gamingmachine identification number
of the gaming machine 10 to the control device 200 each time
a game is played. The number of games, an accumulative number
of coin-in and an accumulative number of coin-out is made to
be associated with each gaming machine identification number,
and stored in the control device 200. In the control device
200} a set value that is an object of comparison with the number
of games is preliminary determined with respect to each gaming
machine identification number, and when the number of games of
one gaming machine 10 reaches a set value determined for that
gaming machine 10, a return command signal is transmitted from
the control device 200. When themain CPU 41 receives the return
command signal through the communicationinterface 44, thereturn
mode flag is set to the state “ON”.

[0120]

Both a body PCB (Printed Circuit Board) 60 and a door PCB
80 which will be described later are connected to the mother
board 40 by USB. A power supply unit 45 is also connected to
the mother board 40. When electric power is supplied from the
power supply unit 45 to the mother board 40, not only is the
main CPU 41 of the mother board 40 activated, but CPU 51 is also
activated from electric power supplied through the PCI bus to
the gaming board 50.

[0121]

Equipment and devices which generate input signals to be
input to the main CPU 41, and equipment and devices of which
operations are controlled by a control signal output from the
main CPU 41 are connected to the body PCB 60 and the door PCB
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80. The main CPU 41 executes a game program and a game system
program stored in RAM 43 based of an input signal input to the
main CPU 41, and thereby performs a predetermined computational
processing, stores results of thereof into RAM 43 and transmits
a control signal to each equipment and device as a control
processing for each of the equipment and devices.

[0122]

A lamp 30, a sub CPU 61, a hopper 66, a coin detecting
section 67, a graphic board 68, a speaker 29 as an output device,
a touch panel 69, a note identifier 22, a ticket printer 35,
a card reader 36, a key switch 38S and a data display 37 are
connected to the body PCB 60. The lamp 30 is lit up in a

predetermined pattern based on a control signal output from the
main CPU 41.
(0123]

The sub CPU 61 controls the rotation and stopping cf the
reels 14 (14L, 14Cand 14R). Amotordrivingcircuit 62 equipped
with FPGA (Field Programmable Gate array) 63 and a driver 64
is connected to the sub CPU 61. FPGA 63 is an electronic circuit
such as LSI capable of programming and works as a control circuit
of a stepping motor 70. The driver 64 works as an amplifier
circuit of a pulse to be input to the stepping motor 70. The
stepping motors 70 (70L, 70C and 70R) which rotate each of the
reels 14, are connected to the motor driving circuit 62. The
stepping motor 70 is a 1-2 phase excitation type stepping motor.
[0124]

In the present invention, an exciting type of the stepping
motor is not particularly limited, and for example, a motor of
a 2 or 1 phase excitation type can be adopted. A DC motor may
be adoptedinsteadof asteppingmotor. WhenaDCmotor isadopted,
a deviation counter, a D/A converter and a servo amplifier are
sequentially connected to the sub CPU 61 in this order and the
DC motor is connected to the servo amplifier. A rotational
position of the DC motor is detected by a rotary encoder and

a current rotational position of the DC motor is supplied as
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data from the rotary encoder to the deviation counter.
[0125]

An index detecting circuit 65 and a position change
detecting circuit 71 are connected to the sub CPU 61. The index
detecting circuit 65 is used for detecting positions (indexes
described later) of the rotating reels 14 and can also detect
an out-of-order state of the reels 14. As for the control of
the rotating and stopping of the reels 14, detailed description
will be given later by making reference to the figures.
[0126]

The position change detecting circuit 71 detects a change
of stoppage positions of the reels 14 after the stopping of the
rotating of the reels 14. The position change detectingcircuit
71 detects the change of stoppage positions of the reels 14,
for example, in a case where the stoppage position is changed
by force by a player as if the combination of symbols was in
awining state, despite the fact that the combination of symbols
is not actually in a wining state, and of the like cases. The
position change detecting circuit 71 is configured to be capable
of detecting the change of stoppage position of the reel 14 by,
for example, detecting fins (not shown in the figure) attached
with a predetermined space on the inner side of the reel 14.
[0127]

The hopper 66 is installed in the cabinet 11 and pays out
a predetermined number of coins from a coin payout exit 19 to
a coin tray 18 based on a control signal output from the main
CPU 41. A coin detecting section 67 is installed inside the
coinpayoutexit 19andwhendetecting that a predetermined number
of coins has been paid out from the coin payout exit 19, outputs
an input signal to the main CPU 41.

[0128]

The graphic board 68 controls, based on a control signal
output from the main CPU 41, image displays on the upper image
display panel 33 and the lower image display panel 16 as an output
device. The number of credits stored in RAM 43 is displayed
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on the number-of-credits display section 31 of the lower image
display panel 16. The number of coin-out is displayed on the
number-of-payouts display section 31 of the lower image display
panel 16.

The graphic board 68 is equipped with VDP (Video Display
Processor) which generates image data based on a control signal
output from the main CPU 41 and a video RAM which temporarily
stores image data generated by VDP, and of the like equipments.
Note that image data used in generating image data with VDP is
read from the memory card 53 and contained in a game program
stored in RAM 43.

[0129]

The note identifier 22 not only discriminates a true note
froma false note, but also accepts the true note into the cabinet
11. Thenote identifier 22, when accepting a true note, outputs
an input signal to the main CPU 41 based on a face amount of
the note. The main CPU 41 stores the number of credits
corresponding to the amount of the note transmitted with the
input signal.

[0130]

The ticket printer 35, based on a control signal output
from the main CPU 41, prints on a ticket a bar code obtained
by encoding data such as the number of credits, date and time,
the identification number of the gaming machine 10, and of the
like data stored in RAM 43, and issues the ticket 39 with a bar
code. In particular, when the number of games reaches a set
value that is an object of comparison with the number of games,
giftinformationcorrespondingtoapredeterminednumberof coins
(for example, text information indicating that the ticket is
exchangeable for a predetermined number of coins or a bar code
which will be exchangeable for a predetermined number of coins
when a bar code reader reads it) is printed and output as the
ticket 39 with a bar code.

In the present embodiment, description will be given of

the case where predetermined gift information in the present
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inventionisinformationcorrespondingtoapredetermined number
of coins. However, in the present invention, the gift
information is not limited to this example. For example, the
gift information may correspond to an article such as tobacco
or juice, anentrance ticket to anyof various events, ormonetary
value information having the value as money. Any information
can be used as long as it can be a return for the loss of the
player.

A recorded storage medium in the present invention is not
limited to the ticket 39 with a bar code. The recorded storage
medium in the present invention may be, for example, a ticket
on which a bar code or the like obtained by encoding information
is not recorded. The recorded storage medium in the present
invention may be, for example, a Smart card that is tobe inserted
to the card reader 36, and is not limited as long as gift
information, aside from game media (coins) to be paid out as
a result of a game, which is a return for the loss of a player

is recorded.
[0131]

The card reader 36 transmits to the main CPU 41 data read
from the smart card and writes data onto the smart card based
on a control signal from the main CPU 41. The key switch 38S
is provided on the key pad 38, and when the key pad 38 is operated
by a player, outputs a predetermined input signal to the main
CPU 41. The data display 37 displays, based on a control signal
output from the main CPU 41, data read by the card reader 36
and data input by a player through the key pad 38.

[0132]

The control panel 20, a reverter 21S, a coin counter 21C
and a cold cathode tube 81 are connected to the door PCB 80.
The control panel 20 is provided with a spin switch 23S
corresponding to the spin button 23, a change switch 24S
corresponding to the change button 24, a CASHOUT switch 25S
corresponding to the CASHOUT button 25, a 1-BET switch 26S
corresponding to the 1-BET button 26, and a maximum BET switch
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277S corresponding to the maximum BET button 27. When the buttons
23 to 27 are operated by a player, each of the switches 23S to
27S corresponding thereto outputs input signals to the main CPU
41. The spin switch 23S is an output device for outputting,
by operation of the player, a start signal indicating start of
a game, and functions as output means for outputting a start
signal.

[0133]

The coin counter 21Cis installedinside the coin receiving
slot 21, and discriminates whether a coin inserted by a player
into the coin receiving slot 21 is true or false. Coins other
than the true ones are discharged from the coin payout exit 19.
The coin counter 21C also outputs an input signal to the main
CPU 41 when a true coin is detected.

[0134]

The reverter 21S operates based on a control signal output
from the main CPU 41 and distributes coins recognized by the
coin counter 21C as true coins into a cash box (not shown in
the figure) or the hopper 66, which are disposed in the gaming
machine 10. In other words, when the hopper 66 is filled with
coins, true coins are distributed into the cash box. On the
other hand, when the hopper 66 is not filled with coins, true
coins are distributed into the hopper 66. The cold cathode tube
81 works as a backlight installed on the back face sides of the
lower image display panel 16 and the upper image display panel
33 and is lit up based on a control signal output from the main
CPU 41.

[(0135]

Fig. 5isablockdiagramshowing the internal construction
of a control device according to one embodiment of the present
invention.

A control device 200 includes: CPU 201 as a processing
device; ROM 202; RAM 203 as a temporary storage device; a
communication interface 204; and a hard disc drive 205. The

communication interface 204 is connected to the communication
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interface 44 of the gaming machine 10 through the communication
line 101. ROM 202 stores a system program for controlling
operations of the control device, a permanent data, and the like.
RAM 203 temporarily stores data received from each of the gaming
machines 10 and data such as results of the computational
operation. Moreover, a game history of a gaming machine 10 is
stored in the hard disc drive 205, by being associated with the
gaming machine identification number of each of the gaming
machines 10.

[0136]

Fig. 6 is a figure schematically showing an example of
correspondence table between a gaming machine identification
number and a game history.

Each of the gaming machine identification numbers
correspond to a game history based on the number of games, an
accumulative number of coin-in, an accumulative number of
coin-out, a payment balance in terms of the coins and a return
rate of coin-out.

[0137]

A set value (600) that is an object of comparison with
the number of games is associated with each of the gaming machine
identification numbers. In the present invention, the value
or the number of the set value is not particularly limited, and
may be set according to circumstances. Moreover, the set value
doesnotneedtobesetindividually foreachof thegamingmachines
10, butmaybeassignedtoplural gamingmachines 10collectively.
[0138]

When CPU 201 receives the number of coin-in, the number
of coin-out and the gaming machine identification number from
the gaming machine 10 through the communication interface 204,
agame historycorresponding tothegamingmachine identification
number is updated. More specifically, 1 is added to the number
of games, thenumber of coins insertedis addedtotheaccumulative
number of coin-in and the number of coins paid out is added to

the accumulative number of coin-out. Furthermore, a payment
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balance in terms of the coins and a return rate are calculated

based on the accumulative number of coin-in and the accumulative
number of coin-out. When CPU 201 determines that the number
of games updated has reached a set value, a ticket on which gift
information is printed is issued.

[0139]

Fig. 7 is a figure schematically showing an example of
correspondence table between a set value and the gift
information.

In the correspondence table, not actual data but the
details of the gift information are shown in the column of the
gift information.

The gift information “1000 coins” is assigned at a set
value of “600”. The correspondence table shown in Fig. 7 is
stored on the hard disc drive 205 as data. In the present
invention, it is not necessary for the gift information set to
correspond to a set value to be constantly the same, and for
example, the gift information set to correspond to a set value
may be changeable according to a game history and the like.
[0140]

Fig. 8 is a figure schematically showing another example
of correspondence table between a set value and the gift
information.

At a set value “600”, “ (- payment balance) x 50% of coins
(1000 coins if a payment balance20)” is set asgift information.
Hence, if a payment balance is “-2000” when the number of games
reaches 600, thegiftinformationis™1000coins”, andif apayment

balance is “-4000”, the gift information is “2000 coins”.
(0141]

Next, description will be given of a processing performed
in the gaming machine 10.

Fig. 9 is a flowchart showing a procedure in an
authentication reading processing for a game program and a game
system program executed by a mother board and a gaming board

shown in Fig. 4. Note that the memory card 53 is inserted into
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the card slot 53S on the gaming board 50 and GAL 54 is mounted
to the IC socket 545S.
[0142]

When a power supply switch is turned on in the power supply
unit 45, themother board 40 and the gaming board 50 are activated
(steps S1-1 and S2-1). When the mother board 40 and the gaming
board 50 are activated, separate processing are performed at
the same time. That is, in the gaming board 50, CPU 51 reads
a preliminary authentication program stored in the boot ROM 52
and performs the preliminary authentication which in advance,
prior to capturing the authentication program into the mother
board 40, confirmsorcertificatesthat theprogramisnotaltered
according to the read preliminary authentication program (step
S2-2). On the other hand, in the mother board 40, the main CPU
41 executes BIOS stored in ROM 42 to expand on RAM 43 compressed
data incorporated in BIOS (step S1-2). Then, the main CPU 41
executes BIOS expanded on RAM 43 to perform diagnosis on and
initialization of various kinds of the peripheral devices (step
S1-3).

[0143]

Then, since ROM 55 on the gaming board 50 is connected
to the main CPU 41 through PCI bus, the main CPU 41 not only
performs reading of the authentication program stored in ROM
55, but also stores the read authentication program into RAM
43 (stepS1-4). Onthisoccasion, themainCPU41 takes achecksum
according to ADDSUM method (a standard check function) with the
help of the function of a standard BIOS of BIOS, and by performing
aconfirmationprocessing for whether or not storage is conducted
without error, stores the authentication program into RAM 43.
[0144]

Then, after confirming what is connected to the IDE bus,
the main CPU 41 accesses the memory card 53 inserted into the
card slot 53S through the IDE bus, and conducts reading of the
game program and the game system program from the memory card
53. In this case, the main CPU 41 reads 4 bites at a time of
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data constituting the game program and the game system program.
Next, themain CPU 41 authenticates by confirming and certifying
according to the authentication program stored in RAM 43, that
the read game program and game systemprogramhas not beenaltered
(step S1-5). When the authentication processing is normally
completed, the main CPU 41 writes and stores in RAM 43 the game
program and the game system program that have been an object
of authentication (have been authenticated) (steps S1 to S6).
Then, main CPU 41 accesses through the PCI bus to GAL 54 mounted
to the IC socket 545, reads data for setting a payout rate from
GAL 54 and writes and stores the data in RAM 43 (step S1-7).
Then, the main CPU 41 not only reads through the PCI bus country
identification information stored in ROM 55 on the gaming board
50, but also stores the read country identification information
into RAM 43 (step S1-8).

[0145]

After the processing is over, the main CPU 41 sequentially
reads and executes the game program and the game system program
to such that a game is progressed.

(0146]

After the processing shown in Fig. 9 is over, the main
CPU 41 performs a game mode selection processing.

Fig. 10 is a flowchart showing a subroutine of a game mode
selection processing.

The main CPU 41 conducts a processing for adding credits
stored in RAM 43 as an interrupt processing when it receives
a detection signal output from the coin counter 21C in a case
where the coin counter 21C detects a coin inserted into the coin
receiving slot 21 while executing the subroutine.

Figs. 11A and 11B are figures showing an image displayed
on the lower image display panel when a game mode selection
processing is executed.

[0147]
To begin with, the main CPU 41 conducts a processing to

displayonthe lower imagedisplaypanel 16animage for requesting
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to the player selection of a game mode (step S3). In this
processing, the main CPU 41 transmits a depiction command for
the game mode selection image to the graphic board 68. On the
graphic board, VDP extracts image data from RAM 43 and expands
the data on the video RAM to produce image data for one frame
and to output the image data to the lower image display panel
16, based on the depiction command. As a result, for example,
an image as shown in Fig. 11A is displayed on the lower side
display panel 16.

[0148]

Fig. 11A is a figure showing an example of game mode
selection image displayed on the lower image display panel. 1In
the figure, numerical reference 15 (15L, 15C and 15R) indicates
displaywindows. Animageshowing"“Selectamode!!” isdisplayed
in the upper portion of the lower image display panel 16. The
image is an image for requesting a player to select a game mode.
Moreover, images showing “INSURANCE” and “NO INSURANCE” are
displayed in the lower portion of the lower image display panel
16. The images are images showing game mode options and the
player touches a predetermined site of the touch panel 69
corresponding to a display region of the image, and is thereby
enabled to input a command for selecting a game mode.

[0149]

The option “INSURANCE” corresponds to the with-insurance
mode. A predetermined number of credits (for example, number
of credits equivalent to 1 dollar) is required for selecting
the with-insurance mode. As an alternative of the number of
credits, a note or a coin equivalent to the number of credits
may be directly inserted. In a case where the with-insurance
mode has been selected, when the number of games reaches a set
value (600) without a bonus game being generated, the return
mode flag is set to the state “ON” and a game state shifts to
the return mode. In the payout return mode, the player can
receive an issuance of the ticket 39 with a bar code. In other

words, in the with-insurance mode, a game can be played in a
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state where an insurance is carried for compensating all or part
of a loss arising in a case where no bonus game has arisen for
a long time. On the other hand, an option “NO INSURANCE”
corresponds to the without-insurance mode. 1In a case where the
without-insurance mode has been selected, the return mode flag
is not set to the state of “ON” and a game state does not shift
to the payout return mode even if no bonus game has arisen for
a long time after the without-insurance mode is selected.
[0150]

After the processing in step S3, themain CPU 41 determines
whether the with-insurance mode has been selected or not (step
S4). 1In a case where it is determined that the with-insurance
mode has been selected, the main CPU conducts a processing for
subtracting a predetermined number of credit from the number
of credits stored in RAM 43 (step S5). Thereafter, the game
execution processing in the with-insurance mode is conducted
(step S6).

While detailed description of the above-mentioned
processing will be given later by making reference to Fig. 12,
when played in the with-insurance mode, an image showing
“INSURED” isdisplayedintheupperleft of the lower imagedisplay
panel 16, as shown in Fig. 11B. The image is an image showing
that a game mode is in the with-insurance mode.

[0151]

On the other hand, in the case where, in step S4, it is
determined that the without-insurance mode has been selected,
the main CPU 41 conducts the game execution processing in the
without-insurance mode (step S7). Since this processing is a
processing almost the same as the game execution processing in
the with-insurance mode (see Fig. 12) except that neither a
processing related to transition to the return mode nor a
processingrelatedtocountingof the number of games is conducted,
description thereof is omitted here. When the processing in

step S6 or S7 has been executed, the process is returned to step
S3 thereafter.
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[0152]

Fig. 12 is a flowchart showing a subroutine of a game
execution processing in the with-insurance mode that is called
and executed in step S6 of the subroutine shown in Fig. 10.

In the game execution processing, the main CPU 41 at first
determines whether or not a coin is BET (step S10). 1In the
processing, the main CPU 41 determines whether an input signal
output from the 1-BET switch 26S or the maximum BET switch 278
has been received or not when the 1-BET button 26 or the maximum
BET button 27 is operated, respectively. If it is determined
that a coin has not been BET, the process returns to step S10.
[0153]

On the other hand, if it is determined in step S10 that
acoinisBET, themainCPU 41 conductsaprocessing for subtracting
the number of credits stored in RAM 43 according to the number
of BET coins (step S11). 1In a case where the number of BET coins
is more than the number of credits stored in RAM 43, the process
returns to step S10 without conducting subtraction on the number
of credits stored in RAM 43. 1In a case where the number of BET
coins exceeds theupper limit (50 coins inthepresent embodiment)
up to which a BET is possible in one game, the process advances
to step S12 without conducting a processing for subtracting the
number of BET coins from the number of credits stored in RAM
43.

[0154]

Then, the main CPU 41 determines whether the spin button
23 has been turned ON or not (step S12). 1In the processing,
the main CPU 41 d determines, when the spin button 23 is pressed,
whether an input signal output from the spin switch 23S has been
received or not.

If it is determined that the spin button 23 has not been
turned ON, the process returns to step S10. Note that in a case
where the spin button has not been turned ON (for example, in
a casewhere a command of terminating a game has been input without

turning ON the spin button), the main CPU 41 cancels a result
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of the subtracting processing in step S11.
[0155]

In the present embodiment, description will be given of
a case in which: after a coin is BET (step S10), a processing
for conducting subtraction on the number of credits (step S11)
isconductedprior tothedeterminationonwhether the spinbutton
has been turned ON or not (step S12). However, the present
invention is not limited to this example. For example, a
processing for subtraction on the number of credits (step S11)
maybe conductedafteracoinisBET {step S10), determinedwhether
the spin button 23 has been turned ON or not (step S12), and
when determined that the spin button 23 has been turned ON (YES
in step S12).

[0156]

Meanwhile, in step S12 of Fig. 12, if it is determined
that the spin button 23 has been turned ON therein, the main
CPU 41 conducts a lottery processing (step S13). 1In the lottery
processing, the main CPU 41 (processing device) executes a
lottery program stored in RAM 43 (storage device) to thereby
determine a code No. of the stopped reels 14. Thus, acombination
of symbols stop displayed is determined. Detailed description
of the processing will be given later by making reference to
Figs. 13 and 14. When the processing in step S13 is executed,
themain CPU 41 works as winning combination determination means
for determining a winning combination by a lottery. In the
present embodiment, description will be given of a case where
a combination of symbols stop displayed is determined, and one
winningcombinationofpluralwinningcombinations isdetermined
thereafter. However, in the present invention, one winning
combination selected from plural winning combinations may at
first be determined by a lottery, and the combination of symbols
to be stop displayed may be determined thereafter, based on the
determined winning combination.

[0157]

Then, the main CPU 41 conducts a reel rotating control

H:¥Angies¥keep¥Speci¥P59725 as filed AU.doc 1/02/06




01 Feb 2006

2006200435

10

15

20

25

30

35

63

processing (step S14). The processing is a processing which,
after all of the reels 14 starts to rotate, stops the rotating
of eachof thereels 14 such that acombinationof symbol sequences
corresponding to the winning combination determined in step S13
is stop displayed on the winning line L. Detailed description
of the processing will be given later by making reference to
Figs. 15 to 17.

[0158]

Then, the main CPU 41 determines whether a bonus game
trigger has been established or not, that is whether “APPLE”
is stop displayed in the display window 15 or not (step S15).
If it is determined that the bonus game trigger has been
established, themain CPU 41 (processing device) reads a program
for conductingabonus game fromRAM43 (storagedevice) toexecute
a bonus game processing (step S16). Detailed description of
the bonus game processingwill be given later by making reference
to Fig. 18.

(0159]

On the other hand, if it is determined that the bonus game
trigger has not been established, the main CPU 41 determines
whether a winning combination has been established or not (step
S17). If it is determined that a winning combination has been
established, the main CPU 41 conducts payout of a coin
corresponding to the number of coin-in and the winning
combination (step S18). At the time of executing the processing
in step S18, the main CPU 41 functions as means for paying out
game media (coins) according to the determined winning
combination. In a case where coins are reserved, the main CPU
41 conducts a processing to add the coins to the number of credits
stored in RAM 43. On the other hand, in a case where payout
of a coinis conducted, themain CPU 41 transmits a control signal
to the hopper 66 and conducts payout of a predetermined number
ofcoins. Inthatsituation, thecoindetectingsection 67 counts
the number of coins paid out from the hopper 66 and when the

number of counts reaches a designated number, transmits a payout
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completion signal to the main CPU 41. Thus, the main CPU 41
stops the driving of the hopper 66 to terminate the coin payout
processing.

[0160]

When the processing in step S16 or S18 is executed, or
when it is determined that no winning combination has been
established (that a winning combination has failed to be
established) in step S17, the main CPU 41 determines whether
the return mode flag stored in RAM 43 is set to the state “ON”
(step S19) or not. If it is determined that the return mode
flag has been set to the state “ON”, the main CPU 41 (processing
device) reads fromRAM 43 (storage device) a program for shifting
a game state to the return mode, executes the return mode
processing, to thus shift a game state to the return mode (step
S20) . Detailed description will be given of the payout return
mode processing later using Fig. 19.

[0161]

If the processing in step S20 has been executed, or if
it is determined that the return mode flag has not been set to
the state “ON” in step S19, the main CPU 41 determines whether
the bonus game (step S16) has been executed or not or whether
a game state has shifted to the return mode (step S20) or not
(step S21).

[0162]

Ifit isdetermined that abonus game has not been executed,
or that a game state has not shifted to the payout return mode,
the main CPU 41 executes a counting processing (step S22).

The counting processing is a processing conducted between
the gaming machine 10 and the control device 200. The number
of coin-in and the number of coin-out for one game together with
the gaming machine identification number are transmitted to the
control device 200. In the control device 200, the number of
games, an accumulative number of coin-in, an accumulative number
of coin-out and the like are updated with respect to each gaming
machine identificationnumber. When the number of games reaches
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a set value, a return command signal showing the set value and
the gift information is transmitted to the gaming machine 10
from the control device 200. The main CPU 41, when receiving
the return command signal, sets the return mode flag to the state
“"ON”. Detailed description of the counting processing will be
given later bymaking reference toFig. 21. After theprocessing
in step S22 is executed, the main CPU 41 returns the process
to the processing in step S10 and subsequently executes a game
in the with-insurance mode.

[0163]

On the other hand, when it is determined that a bonus game
has been executed or a game state has shifted to the payout return
mode, the present subroutine is completed and the process returns
to the processing shown in Fig. 10. As a result, a player can
once again select whether a game is to be played by the
with-insurance mode or the without-insurance mode.

[0164]

Fig. 13 is a flowchart showing a subroutine of a lottery
processing called and executed in step S13 of the subroutine
shown in Fig. 12. The processing is a processing conducted by
executing a lottery program stored in RAM 43 with the main CPU
41.

Themain CPU 41 executes a randomnumber generating program
included in the lottery program, and a random number value from
the numerical value range of 0 to 255 is selected thereby such
that each of the selected random number values correspond to
eachof the threereels 14 (stepS31). Inthepresent embodiment,
description will be given of a case where random numbers are
generated on a program (a case where so-called software random
numbers are used). In the present invention, however, a random
number generator may be used, and random numbers may be extracted
therefrom (so-called hardware random numbers may be used).
[0165]

After the random number values are selected, the main CPU
41 (processingdevice) refers to symbol weighting determination
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data corresponding to payout rate setting data which is output

from GAL 54 and stored in RAM 43, and determines, based on the

selected three random number values, code Nos. (see Fig. 3) for
each of the reels 14 (step S32). The code Nos. of the reels

14 correspond to code Nos. of the symbols stop displayed on the

winning line L. The main CPU 41 determines code Nos. of the

reels 14 totherebydetermineawinning combination. Forexample,
in a case where code Nos. of the reels 14 are determined “00”,

“00” and “*00”, it means that the main CPU 41 determined a winning
combination as “JACKPOT 7”. Based on the code Nos. determined
for each of the reels, a reel rotating control processing which
will be described later is conducted. On this occasion, the

mainCPU41 functionsaswinningcombinationdeterminationmeans.

[0166]

Here, description of a winning combination in the present
embodiment will be given.

Fig. 14 isa figuredescribingarelationship amongwinning
combinations of plural kinds, establishment possibility of each
winning combination and the number of coin-out in the present
embodiment. The establishment possibilities of each of the
winning combinations shown in Fig. 14 are of a case where a payout
rate is set to 88% in a game other than a bonus game. The
establishment possibilities shown in the figure show
possibilities of the establishment of each of the shown winning
combinations in such a case that code Nos. of each of the reels
14 aredeterminedbasedonthe selectedthree randomnumber values
by referring to a symbol weighting determinationdata. Inother
words, the random number values are not made to correspond to
each of the winning combinations.

[0167]

An establishment possibility of a bonus game trigger is
0.5%. If a player hits the bonus game trigger, three “APPLE”
symbols are stop displayed on the winning line L and a bonus
game is generated. In the bonus game, executed is a free game
of which the number of games is determined by a lottery.
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(0168]

An establishment possibility of “JACKPOT 7” is 0.5%. If
the winning combination has been established, three “JACKPOT
77 symbols are stop displayed on the winning line L, and 30 coins
per one coin-in are paid out. The lower the establishment
possibility of the winning combination is, the higher the number
of coin-out is set.

When a combination of symbols stopdisplayedisnothitting
anyof thewinningcombinationsshowninFig. 14, thisisafailure,
and there is no coin-out.

[0169]

Fig. 15 is a flowchart showing a reel rotating control
processing called and executed in step S15 of the subroutine
shown in Fig. 12. This processing is a processing conducted
between the main CPU 41 and the sub CPU 61.

[0170]

The main CPU 41 transmits to the sub CPU 61 a start signal
that starts the rotating of reels (step S40). The sub CPU 61
conducts a reel rotating processing when it receives the start
signal from the main CPU 41 (step S51). 1In the processing, the
sub CPU 61 supplies a pulse to the motor driving circuit 62.
The pulse output from the sub CPU 61 is amplified by the driver
64 and supplied to each of the stepping motors 70 (70L, 70C and
70R) . Asaresult, the steppingmotors 70 rotate, therebymaking
the reels 14 (14L, 14C and 14R) to rotate. A stepping motor
70 is a 1-2 phase excitation type stepping motor which has a
step angle of 0.9 degree and requires the number of steps of
400 for one rotation. Hence, if 400 pulses are supplied to the
stepping motor 70, the reels 14 rotate once.

[0171)

When the reels 14 start to rotate, the sub CPU 61 supplies
to the motor driving circuit 62 pulses at a lower frequency,
and the pulse frequency is gradually raised. A rotational speed
of the reels 14 is thereby increased. When a predetermined time

elapses, the pulse frequency is controlled to be constant. As
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a result, the reels 14 rotate at a constant speed.
[0172]

Here, description of a rotational operation of the reels
14 will be given, by using Fig. 16.

Figs. 16A to 16D are side views for describing a rotating
operation of a reel 14.

As shown in Fig. 16A, a semicircular metal plate l4a is
attached to the side surface of a reel 14. The metal plate l4a
rotates together with the reel 14. Twenty-two symbols (see Fig.
3) are depicted on the circumferential surface of the reel 14,
Three symbols of the twenty-two symbols depicted on the
circumferential surface of the reel 14 can be visually
recognizable through the display window 15 formed in front of
thereell4. Thearrowmarkofaheavylineinthe figureindicates
a rotating direction of the reel 14. A proximity sensor 65a
is provided on the side of the reel 14. The proximity sensor
65a is used to detect the metal plate 14a. The proximity sensor
65a does not rotate nor move even if the reel 14 rotates.
[0173]

Fig. 16A shows a position of the meal plate 1l4a when the
metal plate 14a starts being detected by the proximity sensor
65a (hereinafter also referred to as a positionA). If the reel
14 rotates when the metal plate 1l4a is at the position A, the
metal plate l4a moves to a position shown in Fig. 16B. Fig.
16B shows a position of the metal plate 14a when the metal plate
l4a is being detected by the proximity sensor 65a (hereinafter
also referred to as a position B). If the reel 14 rotates when
the metal plate 14a is at the position B, the metal plate 1l4a
moves to a position shown in Fig. 16C. Fig. 16C shows a position
of the metal plate 14a when the metal plate 14a will no longer
be detected by the proximity sensor 65a (hereinafter also
referred to as a position C).

[0174]
If the reel 14 rotates when the metal plate 14a is at the

position C, the metal plate l4a moves to a position shown in
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Fig. 16D. Fig. 16D shows a position of the metal plate 14a when
the metal plate 1l4a is not detected by the proximity sensor 65a
(hereinafter also referred to as a position D). If the reel
14 further rotates, a position of the metal plate l4a returns
tothepositionA. Asdescribedabove, togetherwiththerotating
of the reel 14, the metal plate 14a changes its position in the
order from the position A, to the position B, to the position
C, to the position D, to the position A and so forth.

[0175]

The proximity sensor 65a constitutes an index detecting
circuit 65 (see Fig. 3). When it is referred to as “High” at
a state where the proximity sensor 65a detects the metal plate
l4a, and as “Low” at a state where the proximity sensor 65a does
not detect the metal plate 14a, a state of the index detecting
circuit 65 is “High” during the period when the metal plate 1l4a
moves from the position A to the position B and to the position
C, and a state of the index detecting circuit 65 is “Low” during
the period when the metal plate 14a moves from the position C
to the position D and to the position A. The sub CPU 61 assigns
a rise from “Low” to “High” as an index (origin) 1 and a fall
from “High” to “Low” as an index (origin) 2 to thereby recognize
the rotating position of the reel 14.

[0176]

The main CPU 40, after transmitting in step 40 a start
signal to the sub CPU 61, executes representation to be executed
while the reels are rotating (step S41). The process is a
processing which conducts display of an image on the lower image
display panel 16 and output of a sound from the speaker 29 over
aperiod (forexample, 3 seconds) determined according toaresult
and the like of the lottery processing (step S13 in Fig. 12).
[0177]

Then, the main CPU 40 determines whether it is the timing
at which a command is to be issued so as to stop the rotating
of the reel 14, or not (step S42).

The timingatwhichacommandisissuedsoastostoprotation
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of a reel 14 is a timing before the time when the representation
to be executed while the reels are rotating is terminated, which
is an interval having the minimum time necessary for stopping
the rotatingof thereel14. Notethattheminimumtime necessary
for stopping the rotating of thereel 14 is determined in advance.
[0178]

If it is determined in step S42 that it is not the timing
at which the command to stop the rotating of the reel 14 is to
be issued, the process returns to the processing in step S42
and therepresentationtobeexecutedwhile thereelsarerotating
continues tobe conducted. Ontheotherhand, ifit isdetermined
in step S42 that it is the timing at which the command to stop
the rotating of the reel 14 is to be issued, the main CPU 41
transmits to the sub CPU 61 a code No. of the reel which is stored
in RAM 43 (step S43). When the sub CPU 61 receives a code No.
of the reel from the main CPU 41, the code No. is converted to
a stopping position of the reel (the number of steps) from an
index, based on a correspondence table between the number or
steps and the code Nos. stored in ROM (not shown in the figure)
included in the sub CPU 61 (step S52).

[0179]

Fig. 17 is a schematic diagram showing a correspondence
table between the number of steps and the code No. Each of the
code Nos. is related to an index and the number of steps.

Each code No. corresponds to the symbols depicted on the
circumferential surfaces of thereels 14 (see Fig. 3) and symbols
of code Nos. “00” to “10” correspond to the index 1. Moreover,
symbols of code Nos. “11” to “21” correspond to the index 2.
The number of steps in the correspondence table shown in Fig.
17 is the number of steps with the index 1 as a reference. For
example, if a code No. is “08”, a stopping position of the reel
isat 145 steps fromtheindex1l. IfacodeNo.is"“12”, astopping
position of the reel is at 218 steps from the index 1.
(0180]

Then, the sub CPU 61 executes a reel stopping processing
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(step S53). 1In the processing, the sub CPU 61 detects a rise
in the index detecting circuit 65 from “Low” to “High” (the index
1) on each of the reels 14, and supplies to the motor driving
circuit 65 pulses corresponding to the number of steps which
were converted in step S52 from a code No. at a timing at which
theindex1isdetected, andsupplyofpulsesisceasedthereafter.
[(0181]

For example, when, in step S52, the stopping positions
of the reels are determined to be 145 steps from the index 1,
the sub CPU 61 supplies 145 pulses to the motor driving circuit
65 at a timing at which the index 1 is detected, and the supply
of pulses is terminated thereafter. Furthermore, when, in step
852, the stopping positions of the reels are determined to be
218 steps from the index 1, the sub CPU 61 supplies 218 pulses
to the motor driving circuit 65 at a timing at which the index
1 is detected. As a result, the reels 14 stop at the code No.
determined in step 32 of Fig. 13 and the combination of symbols
corresponding to the winning combination determined in step S32
of Fig. 13 is stop displayed on the winning line L. On the other
hand, themainCPU 41 terminates the representationtobeexecuted
while the reels are rotating. After the processing in steps
S44 andS53 areover, thepresent reel rotatingcontrol processing
is completed.

[0182]

Moreover, when an index corresponding to the code No.
transmitted in step S43 is different from an index detected by
the index detecting circuit 65 when the rotating of the reels
14 stop, this means that an out-of-order state occurred on the
reels 14; therefore, the main CPU 41 conducts a processing for
displaying an error message on the lower image display panel
16 to temporarily stop a game.

For example, in a case where, even though a processing
for stopping the reel 14L was executed at the code No. 12
corresponding to the index 2, the index 1 is detected by the
index detecting circuit 65 when the rotating of the reel 14L
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stops, the game is temporarily stopped.
[0183]

Fig. 18 is a flowchart showing a subroutine of a bonus
game processing called and executed in step S16 of the subroutine
shown in Fig. 12. In the bonus game processing, firstly, the
main CPU 41 determines the number T of bonus games from 10 to
25 games, based on a random number value obtained by executing
a random number generation program included in a lottery program
stored in RAM 43 (step S60). The main CPU 41 stores as data
into RAM 43 the number of games of the determined bonus games.
[0184]

Next, the main CPU 41 conducts a lottery processing (step
S6l) and a reel rotating control processing (step S63). The
processing in step S61 is a processing almost the same as the
processing described using Fig. 13. The processing in step S63
is aprocessing almost the same as the processingdescribedusing
Fig. 15. Since descriptions of these processing have already

been given, descriptions thereof are omitted herein.
[0185]

Then, the main CPU 41 determines whether a bonus game
trigger has been established or not, that is, whether three
“APPLE” are stop displayed in the display windows 15 or not (step
S64). If it is determined that the bonus game trigger has been
established, the number t of additional games of the bonus game
is determined in a lottery (step S65) and the determined number
t of additional games is added to the number T of games of the
bonus game (step S66). Thus, when a bonus game is hit during
the bonus game, a remaining number of bonus games increases.
More specifically, for example, in a case where a game state
shifts to 20 bonus games for the first time, and hits 17 bonus
games upon conducting 12 of the bonus games, another 25 bonus
games (20 bonus games - 12 bonus games + 17 bonus games) are
to be conducted.

[0186]
If a bonus game trigger has not been established, themain
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CPU 41 determines whether a winning combination has been
established or not (step S67). If it is determined that the
winning combination has been established, the main CPU 41
conducts payout of coins corresponding to the number of coin-in
and the winning combination (step S68). Since the processing
is similar to the processing in step S18 and description thereof
has alreadybeen given, thedescriptionof thepresent processing
is omitted herein. At the time of executing the processing in
step S68, the main CPU 41 functions as means for paying out game
media (coins) according to the determined winning combination.
[0187]

In a case where the processing in step S66 or S68 has been
executed, or if it is determined in step S67 that any winning
combination has not been established (if it is determined that
a failure has occurred), the main CPU 41 reads the number T of
bonus games stored in RAM 43, and one bonus game is subtracted
from the read number T of bonus games. The number T of bonus
games after the subtraction is again stored into RAM 43 (step
S69) .

(0188]

Then, the main CPU 41 determines whether the number T of
bonus games reaches the number of games determined in step S60
or not (step S70). More specifically, it is determined whether
the number T of games stored in RAM 43 has become 0 or not, and
if the number T of games is not 0, that is, if it is determined
that the number of bonus games played does not reach the number
of games which were determined in step S60, the process returns
to step S61 and the above-mentioned processing is repeated. On
the other hand, if the number T of games is 0, that is, if it
is determined that the number T of games has reached the number
of games which were determined in step S60, a number-of-games
reset signal is transmitted to the control device 200 (step S71),
and the present subroutine is completed thereafter. The
number-of-games reset signal includes the gaming machine

identification information of the gaming machine 10, and CPU
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201 of the control device 200, when receiving the number-of-games
reset signal, resets to 0 the number of games of which is stored
in the hard disc drive 205 by being made to correspond to the
gaming machine identification information included in the
number-of-games reset signal.

[0189]

Fig. 19 is a flowchart showing a subroutine of a return
mode processing called and executed in step S20 of the subroutine
shown in Fig. 12.

Firstly, themainCPU 41 extracts image data corresponding
to a set value from image data as notification data which is
stored in the RAM 43, conducts, based on the image data, a
processing for displaying an image corresponding to a set value
on the lower image display panel 16, and notifies the transition
to the return mode by an image (step S80). The set value is
transmitted as data to the gaming machine 10 from the control
device 200 and stored in RAM 43 by step S22 of Fig. 12. Image
data for notifying the transition to the payout return mode is
read from the memory card 53 and included in a game program stored
into RAM 43. 1In the game program, as image data for notifying
the transitiontothepayout returnmode, includedareaplurality
of image data which are made to correspond to the set values.
[0190] '

The main CPU 41 determines the image to be displayed on
the lower image display panel 16, based on the set value stored
in RAM 43. The main CPU 41 transmits to the graphic board 68
a depiction command based on the result determined. In the
graphicmode 68, VDPextracts fromRAM 43 image data corresponding
to the set value, expands the data on the video RAM, produces
image data for one frame and outputs the image data to the lower
image display panel 16. As a result, for example, an image as

shown in Fig. 20 is displayed on the lower image display panel
16.

[0191]

Fig. 20 is a figure showing an example of image displayed
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on the lower image display panel when a game state shifts to
thereturnmode (whentheticket isissued). Numerical reference
15 (15L, 15C and 15R) in the figures indicates display windows.
An image shown in Fig. 20 is an image displayed on the lower
image display panel 16 when a game state shifts to the return
mode. On the lower image display panel 16, an image showing
“BONUS !!”, together with two images showing fireworks are

displayed. An image showing “TIME OF PLAY 600” isalsodisplayed
in the lower portion of the lower image display panel 16. This
image is an image showing that the number of games reached 600) .
[0192]

Then, the main CPU 41 extracts from sound data as data
for notification stored in the RAM 43, sound data corresponding
to a set value, and based on the sound data, outputs from the
speaker 29 a sound corresponding to the set value, to thereby
notify transition to the return mode with a sound (step S81).
The sound data for notifying transition to the return mode is
included in a game program read from the memory card 53 and stored
in RAM 43. In the game program, sound data of plural kinds which
are made to correspond to the set values are included as sound

data which notifies that the game state has shifted to the return
mode.
[0193]

ThemainCPU 41 determines the sound output fromthe speaker
29, based on the set value stored in RAM 43. The main CPU 41
extracts a sounddata fromRAM 43, basedon the result determined,
and converts the sound data to a sound signal to supply the signal
tothe speaker29. Asaresult, asoundindicatingthe generation
of the return mode is output from the speaker 29.

[0194]

Then, the main CPU 41 prints gift information determined
according to a set value (the number of games) and issues the
resultant as the ticket 39 with a bar code (step $S82). The gift
information is included as data in the return command signal

transmitted to the gaming machine 10 from the control device
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200 in step S22 of Fig. 12. The gift information is stored as
data in the RAM 43 of the gaming machine 10 which received the
returncommandsignal. InthisprocessingthemainCPU41outputs
a control signal to the ticket printer 35 according to the gift
information stored in the RAM 43 and issues the ticket 38 with
a bar code. On this occasion, themain CPU 41 functions as means
for issuing a recorded storage medium on which predetermined
gift information is recorded.

[0195]

Then, the return mode flag is set to the state “OFF” (step
S83), and thus the present subroutine is completed.

[0196]

Fig. 21lis a flowchart showinga counting processingcalled
and executed in step S22 of the subroutine shown in Fig. 12.

The processing is a processing conducted between the main
CPU 41 of a gaming machine 10 and CPU 201 of the control device
200. Here, the set value “600” is set to each of the plural
gaming machines 10 (see Fig. 6).

[0197]

To begin with, the main CPU 41 transmits by the
communication interface 44 the number of coin-in and the number
of coin-out stored in RAM 43 together with the gaming machine
identification number to the control device 200 through the
communication line 101 (step S90). The number of coin-in and
the number of coin-out transmitted to the control device 200
from the gaming machine 10 are those of the game concerned.

The processing in step S90 is a processing in which the
main CPU 41 (processing device) transmits the identification
information of the gaming machine 10 stored in the main RAM 43
(storage device) to the control device 200 through the
communication line 101, each time a game is played. When the
processing in step S90 is executed, the main CPU 41 functions
as means for transmitting the identification information of the
gaming machine 10 to the control device 200 through the
communication line 101.
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[0198]

On the other hand, CPU 201 of the control device 200, when
receiving from the gaming machine 10 the number of coin-in, the
number of coin-out and the gaming machine identification number
throughthe communicationlinel0lbythe communicationinterface
204, updates the number of games, the accumulative number of
coin-in and the accumulative number of coin-out corresponding
tothereceivedgamingmachineidentificationnumber (stepS100),
by choosing the data, which are made to correspond to each of
the gamingmachine identificationnumbers, of the number of games,
the accumulative number of coin-in, the accumulative number of
coin-out stored in the hard.disc drive 205 (see Fig. 6).
[0199]

Then, CPU 201 determines whether the number of games after
the updating has reached the set value or not (step S101). If
it is determined that the number of games after the updating

has not reached the set value, the subroutine is terminated.
[0200]

On the other hand, if it is determined in step S101 that
the number of games after the updating has reached the set value,
CPU 201 transmits through the communication line 101 by the
communication interface 204 to the gaming machine 10, in which
the number of games has reached the set value, a return command
signal showing the set valueandthegift information (step S103).

Then, CPU 201 resets to 0 the number of games stored in
the harddiscdrive 205 which aremade to correspond to the gaming
machine identification number of the gaming machine 10 (step
S104). Thereafter, the present processing is terminated.
[0201]

The main CPU 41 of the gaming machine 10, when receiving
the return command signal transmitted from the control device
200 in step S103, sets the return mode flag to the state “ON”
(step 891). The processing in step S91 is a processing for
receiving a command signal transmitted from the control device

200 when the number of games accumulatively countedby the control
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device 200 based on the identification information of the gaming
machine 10 reaches a set value that is an object of comparison
with the number of games. In step S91, themain CPU 41 functions
as means for receiving a command signal transmitted from the
control device 200. The main CPU 41 thereafter stores into RAM
43 data showing the set value and the gift information, included
inthereturncommandsignal (stepS92). Thereafter, thepresent
processing is terminated.

[0202]

In the present embodiment, description has been given of
a case where the control device 200 transmits a return command
signal showing the set valueandthegiftinformation (stepS103).
In the present invention, however, the data (for example, the
value and information) included in the return command signal
(command signal) is not particularly limited. In the case where
the control device 200 transmits the return command signal which
does not include the gift information, it is sufficient that
the gaming machine 10 stores data showing the gift information
in advance.
[0203]

In the present embodiment, description has been given of
a case where a game state shifts to the return mode when the
number of games reaches a set value (see Fig. 21, step S91) and
the ticket 39 with a bar code is issued (see Fig. 19, step S82).
The present invention is, however, not limited to this example.
For example, when the number of games reaches the set value,
the gaming machine 10 may issue a recorded storage medium without
shifting to the return mode (irrespective of whether the return
mode flag is set or not).
[0204]

According to the present embodiment, a gaming machine 10
is

equipped with the main CPU 41 (processing device), RAM

43 (storage device) and the spin switch 23S (output device),
and
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connected throughthe communicationlinel0l tothecontrol
device 200 which accumulatively counts the number of games for
every gaming machine 10 of plural gaming machines 10,

wherein

the main CPU 41 executes:

aprocessingdeterminingonewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in RAM 43 according to
receptionof the start signal which is output fromthe spin switch
23S and indicates start of a game (see Fig. 13);

a processing paying out coins according to the determined
winning combination (see Figs. 12 and 18);

a processing transmitting through the communication line
101 to the control device 200 the identification information
of the gaming machine 10 stored in RAM 43 each time a game is
played (step S90 in Fig. 21);

a processing receiving a command signal transmitted from
the control device 200 when the number of games accumulatively
counted by the control device 200, based on the identification
information of the gaming machine, reaches a set value that is
an object of comparison with the number of games (step S91 in
Fig. 21); and

a processing issuing, based on the command signal, the
ticket 39with a bar code onwhich predetermined gift information
is printed (see Fig. 19).

[0205]

A gamingmachine 10 is connected through the communication
line 101 to the control device 200 which accumulatively counts
the number of games for each gaming machine 10 of plural gaming
machines 10, and comprises:

output means (for example, the spin switch 23S) for
outputting, byanoperationofaplayer, astartsignal indicating
start of a game;

winning combinationdeterminationmeans (for example, the

main CPU 41) for determining a winning combination by a lottery
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according to reception of the start signal;

means (for example, the main CPU 41) for paying out coins
according to the determined winning combination;

means (for example, the main CPU 41) for transmitting an
identification information of the gaming machine 10 to the
control device 200 through the communication line 101 each time
a game is played;

means (forexample, themainCPU41) for receiving a command
signal transmitted from the control device 200 when the number
of games accumulatively counted by the control device 200 based
on the identification information of the gaming machine reaches
a set value; and

means (for example, the main CPU 41) for issuing, based
on the command signal, the ticket 39 with a bar code on which
predetermined gift information is printed.

[0206]

The gaming machine 10 pays out coins according to a winning
combination determined by a lottery each time a game is played.
Meanwhile, when the number of games reaches a set value that
is an object of comparison with the number of games, the gaming
machineissuestheticket 39withabarcodeonwhichpredetermined
gift information is printed. Therefore, the player can clearly
recognize that the obtained profit is based on the number of
games. Further, even when a large number of coins have been
spent, the ticket 39 with a bar code is issued if the game is
played until the number of games reaches the set value, so that
a player can certainly receive a return as a result of playing
the game until the number of games reaches the set value.
[0207]

When the number of games reaches the set value, the ticket
39 with a bar code is issued, but there is no influence on the
game being played. That is, the flow of a game is not disturbed
by a special game or the like which is suddenly generated during
a game being played. Therefore, a player who has spent a large

number of coins can be prevented from feeling unpleasant against
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a game, building up a distrust thereto, or losing interest in
or a concern on the game without disturbing the course of the
game.
[0208]

A gaming machine 10 according to the present embodiment
is connected to the control device 200 through the communication
line 101 and the control device 200 conducts counting of the
number of games in the gaming machine 10 and determines whether
or not the number of games has reached the set value. The gaming
machine 10 is not required to use a network and may be standalone.
[0209]

A standalone gaming machine 10 according to the present
invention is equipped with the main CPU 41 (processing device),
RAM 43 (storage device), and the spin switch 23S (output device),

wherein the main CPU 41 executes:

aprocessingdeterminingonewinning combination selected
from plural winning combination determined in advance by
executing a lottery program stored in RAM 43 according to
receptionof the start signal which is output fromthe spin switch
23S and indicates start of a game:;

a processing paying out coins according to the determined
winning combination;

a processing accumulatively counting the number of games
each time a game is played;

aprocessingdetermining whether or not the number of games
has reached a set value; and

a processing, when the number of games is determined to
have reached the set value, reading predetermined gift
information stored in RAM 43, printing the predetermined gift
information and issuing the ticket 39 with a bar code.

.[0210]

The gaming machine 10 comprises:

output means (for example, the spin switch 23S) for
outputting, byanoperationofaplayer, astart signal indicating
start of a game;
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winning combinationdeterminationmeans (for example, the
main CPU 41) for determining a winning combination by a lottery
according to reception of the start signal;

means (for example, the main CPU 41) for paying out coins
according to the determined winning combination;

means (for example, the main CPU 41) for accumulatively
counting the number of games each time a game is played;

means (for example, RAM 43) for storing predetermined gift
information;

means (for example, the main CPU 41) for determining
whether or not the number of games has reached a set value; and

means (for example, the main CPU 41) for issuing, when the
number of games is determined to have reached the set value,
the ticket 39 with a bar code on which predetermined gift
information is printed.

[0211]

While the gaming machine 10 according to the present
embodiment issues a recorded storage medium (the ticket 39 with
a bar code) when the number of games reaches a set value, the
present invention is not limited to this example. A gaming
machine 10 of the present invention may issue a recorded storage
medium (the ticket 39 with a bar code) when a payment balance
in terms of coins reaches a set value.

[0212]

Such a gaming machine 10 is

equipped with the main CPU 41 (processing device); RAM 43
(storage device), and the spin switch 23S (output device), and

connectedthrough the communicationline 10l tothecontrol
device 200 which accumulatively counts the payment balance in
terms of coins for every gaming machine 10 of plural gaming
machines 10,

wherein

the main CPU 41 executes:

aprocessingdeterminingonewinning combination selected

from plural winning combinations determined in advance by
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executing a lottery program stored in RAM 43 according to
receptionof the start signal which is output fromthe spin switch
23S and indicates start of a game;

a processing paying out coins according to the determined
winning combination;

a processing transmitting through the communication line
101 to the control device 200 the number of coin-in and the number
of coin-out in the game, being stored in RAM 43, and an
identification information of the gaming machine 10 each time
a game is played;

a processing receiving a command signal transmitted from
the control device 200 when the payment balance in terms of coins
accumulatively counted by the control device 200, based on the
identification information of the gaming machine 10 and the
number of coin-in and the number of coin-out in the game, falls
to or below a set value that is an object of comparison with
the payment balance in terms of coins; and

a processing issuing, based on the command signal, the
ticket 39 with a bar code onwhich predetermined gift information
is printed.

[0213]

The gaming machine 10 is connected through the
communication line 101 to the control device 200 which
accumulatively counts the payment balance in terms of coins for
each gaming machine 10 of plural gaming machines 10, and
comprises:

output means (for example, the spin switch 23S5) for
outputting, byanoperationofaplayer, astart signal indicating
start of a game;

winning combinationdeterminationmeans (for example, the
main CPU 41) for determining a winning combination by a lottery
according to reception of the start signal;

means (for example, the main CPU 41) for paying out coins
according to the determined winning combination;

means (for example, the main CPU 41) for transmitting,
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each time a game is played, the payment balance in the game in
terms of coins and an identification information of the gaming
machine 101 to the control device 200 through the communication
line 101;

means (for example, themainCPU41) for receiving a command
signal transmitted from the control device 200 when the payment
balance in terms of coins accumulatively counted by the control
device 200, basedonthe identificationinformationof the gaming
machine 10 and the payment balance in the game in terms of coins,
reaches a set value that is an object of comparison with the
payment balance in terms of coins; and

means (for example, the main CPU 41) for issuing, based
on the command signal, the ticket 39 with a bar code on which
predetermined gift information is printed.

[0214]

Such a gaming machine 10 pays out coins according to the
winning combination determined by a lottery each time a game
isplayed. Meanwhile, when the payment balance in terms of coins
accumulatively counted by the control device 200 falls to or
below a set value, the gaming machine issues the ticket 39 with
a bar code. Therefore, the player can clearly recognize that
the obtained profit is based on the payment balance in terms
of coins. Further, even when a large number of coins have been
spent, the ticket 39 with a bar code is issued if the game is
played until the payment balance in terms of coins falls to or
below the set value, so that a player can certainly receive a
return as a result of playing the game until the payment balance
in terms of coins falls to or below the set value.

Further, since the flow of a game is not disturbed, a player
whohas spent a large number of coins canbe prevented from feeling
unpleasant against a game, building up a distrust thereto, or
losing interest in or a concern on the game without disturbing
the course of the game.

[0215]

The gaming machine 10 is connected through the
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communication line 101 to the control device 200 and the control
device 200 counts the payment balance in terms of coins in the
gaming machine 10, and determines whether or not the payment
balance in terms of coins has reached the set value. The gaming
machine 10 is, however, not necessarily required to be those
using a network and may be standalone.
[0216]

Such a gaming machine 10 is equipped with the main CPU
41 (processing device); RAM 43 (storage device), and the spin
switch 23S (output device),

wherein

the main CPU 41 executes:

aprocessingdetermining one winning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in RAM 43 according to
reception of the start signal which is output fromthe spin switch
235 and indicates start of a game;

a processing paying out coins according to the determined
winning combination;

a processing accumulatively counting a payment balance
in terms of coins each time a game is played;

aprocessingdeterminingwhetherornot the paymentbalance
in terms of coins has fallen to or below a set value set as an
object of comparison with the payment balance in terms of coins;
and

a processing, when the payment balance in terms of coins
is determined to have fallen to or below the set value, reading
predetermined gift information stored in RAM 43, printing the
predetermined gift information and issuing the ticket 39 with
a bar code.
[0217]

The gaming machine 10 comprises:

output means (for example, the spin switch 23S3) for

outputting, byanoperationof aplayer, astart signal indicating
start of a game;
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winning combinationdeterminationmeans (for example, the
main CPU 41) for determining a winning combination by a lottery
according to reception of the start signal;

means (for example, the main CPU 41) for paying out coins
according to the determined winning combination;

means (for example, the main CPU 41) for accumulatively
counting a payment balance in terms of coins each time a game
is played;

means (for example, RAM 43) for storing predetermined gift
information;

means (for example, the main CPU 41) for determining
whether or not the payment balance in terms of the coins has
fallen to or below a set value set as an object of comparison
with the payment balance in terms of coins; and

means for issuing, when the payment balance in terms of
coins is determined to have fallen to or below the set value,
the ticket 39 with a bar code on which predetermined gift
information is printed.

[0218]

In the present embodiment, description has been given of
a case where the set value in all of the gaming machines 10 is
set as “600”. However, in the present invention, the set value
of each gaming machine 10 may be different from each other, and
may be selected from, for example, plural candidate values
stepwise determined in advance. In the case of employing the
above-mentioned embodiment for the gaming machine 10, it is
sufficient to use Figs. 22 to 24 in place of the correspondence
tables shown in Figs. 6 to 8, and perform processes shown in
Fig. 25 in place of the processes shown in Fig. 21.

[0219]

Fig. 22 is a figure schematically showing another example
of correspondence table between a gaming machine identification
number and a game history.

Each of the gaming machine identification numbers

correspond to a game history based on the number of games, an
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accumulative number of coin-in, an accumulative number of
coin-out, a payment balance in terms of the coins and a return
rate of coin-out.

[0220]

A set value that is an object of comparison with the number
of games is determined for each of the gaming machine
identification numbers. The set value is selected from plural
candidate values “600”, “1200” and “2400” stepwise determined
in advance. A set value “600” is assigned to the gaming machine
10 with the gaming machine identification number “001”. A set
value “600” is assigned to the gaming machine 10 with the gaming
machine identification number “002”. A set value “1200” is
assigned to the gaming machine 10 with the gaming machine
identification number “003”. In the present invention, the
values or number of the candidate values is not particularly
limited, and may be set according to circumstances. Moreover,
the set value does not need to be set individually for each of
the gaming machines 10, but assigned to plural gaming machines
10 collectively.

[0221]

Fig. 23 is a figure schematically showing another example
of correspondence table between a set value and the gift
information.

At a set value “600”, “1000 coins” is set as the gift
information. At a set value “1200”, “2000 coins” is set as the
gift information. At a set value “2400”, “4000 coins” is set
as the gift information. 1In the present invention, it is not
necessary for the gift information set to correspond to a set
value to be constantly the same, and for example, the gift
information set to correspond to a set value may be changeable
according to a game history and the like.

[0222]

Fig. 24 is a figure schematically showing another example
of correspondence table between a set value and the gift
information.
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At a set value “600”, “ (- payment balance) x 50% of coins
(1000 coins if a payment balance>0)"” is set as gift information.
Hence, if a payment balance is “-2000” when the number of games
reaches 600, thegiftinformationis“1000 coins”, andif apayment
balance is “-4000”, the gift information is “2000 coins”. At
a set value “1200”, “ (- payment balance) x 60% of coins (2000
coins if a payment balance 2 0)” is set as gift information.
At a set value “2400”, “ (- payment balance) x 70% of coins (4000
coins if a payment balance 2 0)” is set as gift information.
[0223]

Fig. 25 is a flowchart showing another example of a
subroutine of a counting processing. In the flowchart shown
in Fig. 25, the same numerical references are assigned to steps
which conduct processing similar to those in the flowchart shown
in Fig. 21.

Here, one set value selected fromplural candidate values
“600”, “1200” and “2400” stepwise determined in advance is set
to each of the plural gaming machines 10 (see Fig. 22).
[0224]

Then, CPU 201 of the control device 200 determines whether
or not the number of games after the updating has reached the
set value (step S101) after the processing of step S100. If
it is determined that the number of games after the updating
has not reached the set value, the subroutine is terminated.
[0225]

On the other hand, if it is determined in step S101 that
the number of games after the updating has reached the set value,
CPU 201 determines gift information corresponding to the set
value with reference to the correspondence table (see Fig. 23)
between the set value and the gift information stored in the
hard disk drive 205 (step $102).

[0226]

Next, CPU 201 transmits through the communication line

101 by the communication interface 204 to the gaming machine

10, in which the number of games has reached the set value, a
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return command signal showing the set value and the gift
information (step S103). Then, CPU 201 resets to 0 the number
of games stored in the hard disc drive 205 which are made to
correspond to the gaming machine identification number of the
gaming machine 10 (step S104). Subsequently, CPU 201 selects
a new set value by a lottery and stores the selected set value
in the hard disk drive 205 so that the set value is associated
with the gaming machine identification number of the gaming
machine 10 (step S105).

[0227]

The main CPU 41 of the gaming machine 10, when receiving
the return command signal transmitted from the control device
200 in step S103, sets the return mode flag to the state “ON”
(step S91). The main CPU 41 thereafter stores into RAM 43 data
showing the set value and the gift information, included in the
return command signal (step S92). Thereafter, the present
processing is terminated. Since the rest of the processing is
similar to the processing described above by using Fig. 21, the
description thereof is omitted here.

[0228]

In the present embodiment, description has been given of
a case where a game state shifts to the return mode when the
return mode flag has been set to the state “ON”, without other
conditionsbeingestablishedthereafter. Thepresentinvention
is, however, not limited to this example and, for example, a
game state may shift to the return mode when a predetermined
condition has been met after the return mode flag is set to the
state “ON”. 1In such a case, the predetermined condition for
transition to the return mode is not particularly limited, and
may include, for example, establishment of a bonus game trigger,
stop display of a predetermined combination of symbols, and of
the like conditions.

[0229]
In the present embodiment, description has been given of

a case where a game state shifts to the return mode when the
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return mode flag is set to the state ”“ON”, regardless of the
combination of symbols stopdisplayed thereafter. However, the
present invention is not limited to this example. For example,
a combination of symbols corresponding to the transition to the
return mode may be set in advance and a game state may shift
to the return mode after the symbols are stop displayed in that
winning combination.
[0230]

In the present embodiment, description has been given of
a case where symbols are stop displayed (step S14 in Fig. 12),
aprocessingis conductedbasedonthe stopdisplayedcombination
of symbols (steps S15 to S20 in Fig. 12), and the number of games
is counted (step S22 in Fig. 12) thereafter. In the present
invention, however, no specific limitation is placed on a timing
at which counting of the number of games is conducted. For
example, the timing may be a timing at which BET of a coin is
conducted (after step S10 or S11 in Fig. 12) or a timing at which
the spin button is turned ON (after step 512 in Fig. 12). The
number of games may be counted at a predetermined timing that
is in the period from the time when display of a change in symbol
is started, to the time when symbol sequences are stop displayed,
and a processing based on the stop displayed combination of
symbols has been conducted (for example, a timing at which symbol
sequences are stop displayed). Note that a timing at which a
payment balance in terms of game media canbe the same as described
above.
[0231]

In the present embodiment, description has been given of
a gaming machine 10 in which in a case where a special winning
combination, “bonus game trigger”, has been established (step
S15 in Fig. 12) in the period from the time when the return mode
flag is set to the state “ON” (step S22 in Fig. 12), to the time
when transition to the return mode is conducted (step S20 in
Fig. 12), transitions to the return mode is further conducted
after the bonus game is generated (step S16 in Fig. 12). That
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is, a gaming machine according to the present embodiment
generates, in a case where a special winning combination is
established in the period from the time when the number of games
reaches a set value to the time when the ticket 39 with a bar
code is issued, the bonus game based on the special winning
combination, and further issues the ticket 39 with a bar code.
[0232]

However, the present invention is not limited to this
example. For example, in a case where a special winning
combination is established in the period from the time when the
number of games reaches a set value to the time when the recorded
storage medium is issued, only the bonus game may be generated.
In a case where the above embodiment is adopted, a player can
earn a profit in the bonus game or by the recorded storage medium
without fail when a game is played until the number of games
reaches the set value. The above embodiment is one of the
embodiments of the present invention.

In a case where the above embodiment is adopted for the
gaming machine 10, it is sufficient to conduct, for example,
the following processing instead of the processing shown in Fig.
12.

[0233]

Fig. 26 is a flowchart showing another example of a
subroutine of a game execution processing. In the flowchart
shown in Fig. 26, the same numerical references are assigned
to steps which conduct processing similar to those in the
flowchart shown in Fig. 12.

[0234]

After the processing in steps S10 to S14 are executed,
the main CPU 41 determines whether a bonus game trigger has been
established or not (step S15) and if it is determined that the
bonus game trigger has been established, a bonus game processing
is executed (step S16). Then, it is determined whether a return
mode flag is set to the state “ON” or not (step S25) and if the
return mode flag is set to “ON”, the return mode flag is set
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to the state “OFF” (step S26). The processing in step S21 is
performedthereafterandthusthepresent subroutineiscompleted.
Since the other processing are processing similar to those

described in Fig. 12, descriptions thereof are omitted here.
In the subroutine shown in Fig. 26, after a coins is BET (step
S10), in a case where it is determined whether the spin button
23 has been turned ON or not (step S12), and if it is determined
that the spin button has been turned ON (YES in step S12), a
processing for subtracting the number of credits (step S11) may
be conducted, as in the subroutine shown in Fig. 12.

[0235]

A more specific description of the processing shown in
Fig. 26 will be given here with a case where a set value is 600.
In a case where, in step 522, the number of games reaches 600
and a return mode flag has been established, if a bonus game
trigger has been established (step S15) in the 601lst game, the
bonus game is generated (step S16) but transition to the return
mode is not performed (steps S25 and S26). On the other hand,
in a case where a bonus game trigger has not been established
in the 601lst game run, transition to the return mode is conducted
(steps S19 and S20).

Hence, in a case where the processing shown in Fig. 26
is performed, a bonus game is generated or transition to the
return mode is performed without fail, when the number of games
reaches a set value.

[0236]

In the present invention, in a case where a special winning
combination has been established in the period from the time
when the number of games reaches a set value to the time when
the recorded storage medium is issued, only the recorded storage
medium may be issued, or alternatively, a choice between
generation of the bonus game and issuance of the recorded storage

medium may be made depending on a game situation and the like
and executed.

[0237]
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An embodiment similar to the above-mentioned embodiment
can also be adopted in a case where the recorded storage medium
is issued according to a payment balance in terms of game media.
In other words, in a case where a special winning combination
has been established in the period from the time when a payment
balance in terms of game media falls to or below a set value
to the time when the recorded storage medium is issued, only
thebonusgamemaybegenerated,onlytherecordedstoragemedium
may be issued, or a choice between generation of the bonus game
and issuance of the recorded storage mediummay be made depending
on a game situation and the like and executed.

[0238]

Although the embodiment according to the present invention
has been described, the description presents only some of the
specific examples, and is not intended to limit the present
invention in any way and specific constructions of each means

andthelikecanbeproperlychangedintermsofdesign. Besides,
the effects described in the embodiment of the present invention
are only the most preferable effects generated from the present
invention and effects to be caused by the present invention is
not limited to those described in the embodiment of the present
invention.

[0239]

Intheclaimswhich followandin the precedingdescription
of the invention, except where the context requires otherwise
due to express language or necessary implication, the word
“comprise” or variations such as “comprises” or “comprising”
is used in an inclusive sense, i.e. to specify the presence of
the stated features but not to preclude the presence or addition
of further features in various embodiments of the invention.
[0240]

Tt is to be understood that, if any prior art publication
is referred to herein, such reference does not constitute an
admissionthatthepublicationformseapartofthecommongeneral
knowledge in the art, in Australia or any other country.
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A gaming machine comprising means for issuing, when
the number of games accumulatively counted each time a game is
played reaches a set value that is an object of comparison with
said number of games, a recorded storage medium on which
predetermined gift information is recorded.

2. A gaming machine connected through a communication
line to a control device which accumulatively counts the number
of games for every gaming machine of plural gaming machines,
comprising:

means for transmitting an identification information of
the gaming machine to said control device through said
communication line each time a game is played;

means for receiving a command signal transmitted fromsaid

control device when said number of games accumulatively counted
by said control device based on said identification information
of the gaming machine reaches a set value that is an object of
comparison with said number of games; and

means for issuing, based on said command signal, a recorded
storage medium on which predetermined gift information is

recorded.

3. A gaming machine comprising:

means for accumulatively counting the number of games each
time a game is played:

means for storing predetermined gift information;

means for determining whether or not said number of games
has reached a set value set as an object of comparison with said
number of games; and

means for issuing, when said number of games is determined
to have reached said set value, a recorded storage medium on
which predetermined gift information is recorded.
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4, A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according to the determined
winning combination; and

means for issuing, when the number of games accumulatively
counted each time a game is played reaches a set value that is
an object of comparison with said number of games, a recorded

storage medium on which predetermined gift information is
recorded.

5. A gaming machine connected through a communication
line to a control device which accumulatively counts the number
of games for every gaming machine of plural gaming machines,
comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according tothe determined
winning combination;

means for transmitting an identification information of
the gaming machine to said control device through said
communication line each time a game is played;

means for receiving a command signal transmitted fromsaid
control device when said number of games accumulatively counted
by said control device based on said identification information
of the gaming machine reaches a set value that is an object of
comparison with said number of games; and

means for issuing, basedon said command signal, a recorded
storage medium on which predetermined gift information is
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recorded.

6. A gaming machine comprising:

output means for outputting, by an operation of a plavyer,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out game media according to the determined
winning combination;

means for accumulatively counting the number of games each
time a game is played;

means for storing predetermined gift information;

means for determining whether or not said number of games
has reached a set value set as an object of comparison with said
number of games; and

means for issuing, when said number of games is determined
to have reached said set value, a recorded storage medium on

which predetermined gift information is recorded.

7. A gaming machine according to any of claims 1 to 6,
wherein

saidmeans for issuing the recorded storage medium issues,
when the number of games reaches the set value that is an object
of comparisonwithsaidnumber of games, a recordedstoragemedium
onwhichgiftinformationcorrespondingtoapredeterminednumber
of game media is recorded.

8. A gaming machine equipped with a processing device

wherein

said processing device executes:

a processing issuing, when the number of games
accumulatively counted each time a game is played reaches a set
value that is an object of comparison with said number of games,

arecordedstoragemediumonwhichpredeterminedgiftinformation
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is recorded.

9. A gaming machine

equipped with a processing device and a storage device,
and

connected through a communication line to a control device
which accumulatively counts the number of games for every gaming
machine of plural gaming machines,

wherein

sald processing device executes:

a processing transmitting an identification information
of thegamingmachine storedinsaidstoragedevice tosaidcontrol
device through said communicationlineeach time a game isplayed;

a processing receiving a command signal transmitted from
said control device when said number of games accumulatively
counted by said control device based on said identification
information of the gaming machine reaches a set value that is
an object of comparison with said number of games; and

a prbcessing issuing, based on said command signal, a
recorded storage medium on which predetermined gift information

is recorded.

10. A gaming machine equipped with a processing device
and a storage device,

wherein

said processing device executes:

a processing accumulatively counting the number of games
each time a game is played;

a processing determining whether or not said number of
games has reached a set value set as an object of comparison
with said number of games; and

a processing, when said number of games is determined to
have reached said set value, reading predetermined gift
information stored in said storage device, recording said

predetermined gift information on a storage medium and issuing
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the resultant recorded storage medium.

11. A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,

wherein

said processing device executes:

aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from
said output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination; and

a processing issuing, when the number of games
accumulatively counted each time a game is played reaches a set

value that is an object of comparison with said number of games,
arecordedstoragemediumonwhichpredeterminedgiftinformation

is recorded.

12. A gaming machine

equipped with a processing device, a storage device and
an output device for outputting, by an operation of a player,
a start signal indicating start of a game, and

connected through a communication line toa control device
which accumulatively counts the number of games for every gaming
machine of plural gaming machines,

wherein

said processing device executes:

aprocessingdetermining onewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from
said output device and indicates start of a game;

a processing paying out game media according to the
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determined winning combination;

a processing transmitting an identification information
of thegamingmachine storedinsaidstoragedevice tosaidcontrol
device through saidcommunicationline each time agame isplayed;

a processing receiving a command signal transmitted from
said control device when said number of games accumulatively
counted by said control device based on said identification
information of the gaming machine reaches a set value that is
an object of comparison with said number of games; and

a processing issuing, based on said command signal, a

reccrded storage mediumon which predetermined gift information
is recorded.

13. A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,

wherein

said processing device executes:

aprocessingdeterminingonewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from
said output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination;

a processing accumulatively counting the number of games
each time a game is played:;

a processing determining whether or not said number of
games has reached a set value set as an object of comparison
with said number of games; and

a processing, when said number of games is determined to
have reached said set value, reading predetermined gift
information stored in said storage device, recording said
predetermined gift information on a storage medium and issuing

the resultant recorded storage medium.
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14. A gaming machine according to any of claims 8 to 13,
wherein

saidprocessingdevice executes aprocessing issuing, when
the number of games reaches a set value that is an object of
comparison with said number of games, a recorded storage medium
onwhichgiftinformationcorrespondingtoapredeterminednumber

of game media is recorded.

15. A gaming machine comprising means for issuing, when
a payment balance in terms of game media accumulatively counted
each time a game is played falls to or below a set value that
is an object of comparison with the payment balance in terms
of game media, a recorded storage medium on which predetermined
gift information is recorded.

l6. A gaming machine connected through a communication
line to a control device which accumulatively counts a payment
balance in terms of game media for every gaming machine of plural
gaming machines, comprising:

means for transmitting, each time a game is played, the
payment balance in the game in terms of game media and an
identification information of the gaming machine to the control
device through the communication line;

means for receiving a command signal transmitted from the
control device when the payment balance in terms of game media
accumulatively counted by the control device, based on the
identification information of the gamingmachine and the payment
balance in the game in terms of game media, reaches a set value
that is an object of comparison with the payment balance in terms
of game media; and

means for issuing, based on said command signal, a recorded
storage medium on which predetermined gift information is
recorded.
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17. A gaming machine comprising:

means for accumulatively counting a payment balance in
terms of game media each time a game is played;

means for storing predetermined gift information;

means for determining whether or not the payment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

means for issuing, when the payment balance in terms of
game media is determined to have fallen to or below the set value,

arecordedstoragemediumonwhichpredeterminedgift information
is recorded.

18. A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out gamemedia according to the determined
winning combination; and

means for issuing, when a payment balance in terms of game
media falls toorbelowa set value that is an object of comparison
withthepayment balanceinterms of gamemedia, a recorded storage
medium on which predetermined gift information is recorded.

19. A gaming machine connected through a communication
line to a control device which accumulatively counts a payment
balance in terms of game media for every gaming machine of plural
gaming machines, comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;
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means for paying out gamemedia according tothe determined
winning combination;

means for transmitting, each time a game is played, the
payment balance in the game in terms of game media and an
identification information of the gaming machine to the control
device through the communication line;

means for receiving a command signal transmitted from the
control device when the payment balance in terms of game media
accumulatively counted by the control device, based on the
identificationinformation of the gamingmachine and the payment
balance in the game in terms of game media, reaches a set value
that is an object of comparison with the payment balance in terms
of game media; and

means for issuing, based on said command signal, a recorded
storage medium on which predetermined gift information is
recorded.

20. A gaming machine comprising:

output means for outputting, by an operation of a player,
a start signal indicating start of a game;

winning combination determination means for determining
a winning combination by a lottery according to reception of
the start signal;

means for paying out game media according to the determined
winning combination;

means for accumulatively counting a payment balance in
terms of game media each time a game is played;

means for storing predetermined gift information;

means for determining whether or not the payment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

means for issuing, when the payment balance in terms of
game media is determined to have fallen to or below the set value,

arecordedstoragemediumonwhichpredeterminedgift information
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is recorded.

21. A gaming machine according to any of claims 15 to
20, wherein

saidmeans for issuing the recorded storage medium issues,
when the payment balance in terms of game media falls to or below
the set value that is an object of comparison with the payment
balance in terms of game media, a recorded storage medium on
which gift information corresponding to a predetermined number
of game media is recorded.

22. A gaming machine equipped with a processing device

wherein

said processing device executes:

a processing issuing, when a payment balance in terms of
game media falls to or below a set value that is an object of
comparison with the payment balance in terms of game media, a
recorded storage medium on which predetermined gift information

is recorded.

23. A gaming machine

equipped with a processing device and a storage device,
and

connected through a communication line to a control device
which accumulatively counts a payment balance in terms of game
media for every gaming machine of plural gaming machines,

wherein

said processing device executes:

a processing transmitting the numbers, being stored in
the storage device, of game media inserted and paid out in the
game and an identification information of the gaming machine
to the control device through the communication line each time
a game is played;

a processing receiving a command signal transmitted from

the control device when the payment balance in terms of game
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media accumulatively counted by the control device, based on
the identification information of the gaming machine and the
numbers of game media inserted and paid out in the game, falls
to or below a set value that is an object of comparison with
the payment balance in terms of game media; and

a processing issuing, based on said command signal, a
recorded storage medium on which predetermined gift information

is recorded.

24. A gaming machine equipped with a processing device
and a storage device,

wherein

said processing device executes:

a processing accumulatively counting a payment balance
in terms of game media each time a game is played;

aprocessingdeterminingwhether ornot the payment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

a processing, when the payment balance in terms of game
media is determined to have fallen to or below the set value,
reading predetermined gift information stored in said storage
device, recording said predetermined gift information on a
storagemediumandissuing theresultant recordedstoragemedium.

25. A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,

wherein

said processing device executes:

aprocessingdeterminingone winning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from

said output device and indicates start of a game;
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a processing paying out game media according to the
determined winning combination; and

a processing issuing, when a payment balance in terms of
game media falls to or below a set value that is an object of
comparison with the payment balance in terms of game media, a
recorded storage medium on which predetermined gift information
is recorded.

26. A gaming machine

equipped with a processing device, a storage device and
an output device for outputting, by an operation of a player,
a start signal indicating start of a game, and

connected through a communication line to a control device
which accumulatively counts a payment balance in terms of game
media for every gaming machine of plural gaming machines,

wherein

said processing device executes:

aprocessingdeterminingone winning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from
said output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination;

a processing transmitting the numbers, being stored in
the storage device, of game media inserted and paid out in the
game and an identification information of the gaming machine
to the control device through the communication line each time
a game is played;

a processing receiving a command signal transmitted from
the control device when the payment balance in terms of game
media accumulatively counted by the control device, based on
the identification information of the gaming machine and the
numbers of game media inserted and paid out in the game, falls

to or below a set value that is an object of comparison with

H:¥Angies¥keep¥SpeciVP59725 as filed AU.doc 1/02/06




01 Feb 2006

2006200435

10

15

20

25

30

35

106

the payment balance in terms of game media; and
a processing issuing, based on said command signal, a

recorded storage medium on which predetermined gift information
is recorded.

27. A gaming machine equipped with a processing device,
a storage device and an output device for outputting, by an
operation of a player, a start signal indicating start of a game,

wherein

said processing device executes:

aprocessingdeterminingonewinning combination selected
from plural winning combinations determined in advance by
executing a lottery program stored in said storage device
according to reception of the start signal which is output from
said output device and indicates start of a game;

a processing paying out game media according to the
determined winning combination;

a processing accumulatively counting a payment balance
in terms of game media each time a game is played;

aprocessingdeterminingwhetherornot thepayment balance
in terms of game media has fallen to or below a set value set
as an object of comparison with the payment balance in terms
of game media; and

a processing, when the payment balance in terms of game
media is determined to have fallen to or below the set value,
reading predetermined gift information stored in said storage
device, recording said predetermined gift information on a
storagemediumandissuingtheresultant recorded storagemedium.

28. A gaming machine according to any of claims 22 to
27, wherein

saidprocessingdevice executes aprocessingissuing, when
the payment balance in terms of game media falls to or below
the set value that is an object of comparison with the payment

balance in terms of game media, a recorded storage medium on
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which gift information corresponding to a predetermined number
of game media is recorded.

29. A gaming machine comprising:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, when the number of games played by a
player reaches a predetermined number of games, a recorded

storage medium on which predetermined gift information is
recorded.

30. A gaming machine comprising:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, when a payment balance of a player in
terms of game media reaches a predetermined payment balance,

arecordedstoragemediumonwhichpredeterminedgift information
is recorded.

31. A game control method comprising:

a step of paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

a step of issuing, when the number of games played by a
player reaches a predetermined number of games, a recorded

storage medium on which predetermined gift information is
recorded.

32. A game control method comprising:
a step of paying out game media according to a winning

combination determined by a predetermined lottery each time a
game starts; and

a step of issuing, when a payment balance of a player in
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terms of game media reaches a predetermined payment balance,
arecordedstoragemediumonwhichpredeterminedgiftinformation
is recorded.

33. A game system equipped with a gaming machine and a
control device,

wherein

said control device includes

means for transmitting a signal to said gaming machine
when the number of games played in said gaming machine by a player
reaches a predetermined number of games, and

said gaming machine includes:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, according to the signal received from

said control device, a recorded storage medium on which

predetermined gift information is recorded.

34. A game system equipped with a gaming machine and a
control device,

wherein

sald control device includes

means for transmitting a signal to said gaming machine
when a payment balance of a player in terms of game media reaches
a predetermined payment balance, and

said gaming machine includes:

means for paying out game media according to a winning
combination determined by a predetermined lottery each time a
game starts; and

means for issuing, according to the signal received from

H:¥AngiesVkeep¥SpeciVP59725 as filed AU.doc 1/02/06




01 Feb 2006

2006200435

10

108

said control device, a recorded storage medium on which
predetermined gift information is recorded.

Dated this 1st day of February 2006
ARUZE CORPORATION

By their Patent Attorneys

GRIFFITH HACK

Fellows Institute of Patent and

Trade Mark Attorneys of Australia
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Left reel Center reel Right reel
Code No. Symbol Symbol Symbol
00 JACKPOT 7 JACKPOT 7 JACKPOT 7
01 PLUM BELL CHERRY
02 ORANGE APPLE ORANGE
03 PLUM BELL APPLE
04 ORANGE CHERRY ORANGE
05 PLUM ORANGE PLUM
06 ORANGE PLUM ORANGE
07 PLUM CHERRY PLUM
08 BLUE 7 BELL ORANGE
09 CHERRY APPLE PLUM
10 ORANGE BELL ORANGE
11 BELL STRAWBERRY PLUM
12 ORANGE PLUM BELL
13 STRAWBERRY BLUE 7 STRAWBERRY
14 BLUE 7 BELL BLUE 7
15 ORANGE APPLE BELL
16 APPLE BELL CHERRY
17 PLUM STRAWBERRY PLUM
18 ORANGE PLUM ORANGE
19 PLUM CHERRY PLUM
20 BLUE 7 BELL ORANGE
21 CHERRY APPLE PLUM
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Gaming machine Accumulative | Accumulative
identification Number of number number Payment | Retum rate Set value
games .. . balance %)
number of coin-in of coin—out
001 600 30000 27000 -3000 90 600
002 600 30000 33000 3000 110 600
003 550 50000 40000 -10000 80 600
Fig. 7
Set value Gift information
600 1,000 coins
Fig. 8
Set value Gift information
600 (- payment balance) X 50% of coins

(1,000 coins if a payment balance =0)
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Game execution processing
(with-insurance mode)
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<::Lottery processingj:>
S31
Y ~
Select random number values
$32
/ -~
Determine code No. of each reel
y
: Return
Establishment Number of
Winning combination possibility coin—out
(%) (%1)
Bonus game trigger 0.5 (3X2)
JACKPOT 7 JACKPOT 7 JACKPOT 7 05 30
BLUE 7 BLUE 7 BLUE 7 0.8 10
BELL BELL BELL 1.1 8
CHERRY CHERRY CHERRY 15 5
STRAWBERRY STRAWBERRY STRAWBERRY 1.5 5
PLUM PLUM PLUM 1.8 4
ORANGE ORANGE ORANGE 2.3 3
CHERRY CHERRY (ANY) 3.0 2
ORANGE ORANGE (ANY) 3.0 2
CHERRY {ANY) (ANY) 7.5 ]
ORANGE (ANY) (ANY) 7.5 1

3¢ 1: the number of coin—out per one coin-in
?2: the number of free games determined by lottery is performed
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Number of steps
Code No. Index (%)
00 0
01 18
02 36
03 54
04 72
05 1 91
06 109
07 127
08 145
09 163
10 182
11 200
12 218
13 236
14 254
15 273
16 2 291
17 309
18 327
19 345
20 364
21 382

Hthe number of steps with index 1 as a reference
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Fig.22
Gaming machine Accumulative | Accumulative
identification Number of number number Payment | Return rate Set value
games . . balance %)
number of coin—in of coin—out
001 600 30000 27000 -3000 90 600
002 600 30000 33000 3000 110 600
003 1200 60000 45000 ~15000 75 1‘200
Fig.23
Set value Gift information
600 1,000 coins
1200 2,000 coins
2400 4,000 coins
Fig. 24
Set value Gift information
600 (- payment balance) X 50% of coins

(1,000 coins if a payment balance =0)

1200 (- payment balance) X 60% of coins
(2,000 coins if a payment balance =0)

2400 (- payment balance) X 70% of coins
(4,000 coins if a payment balance =0)
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